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To all my students, past, present, and future!



Preface
The Encyclopedia of Computer Graphics and Games (ECGG) is an authori-
tative reference work covering the history, technologies, and trends of com-
puter graphics and games catered to industry professionals and academic
communities worldwide. The breadth and depth of topics covered by the
encyclopedia benefit a wide diversity of readers including researchers, practi-
tioners, teachers, and students who seek general as well as specific knowledge
in computer graphics and games.
Los Angeles, USA Newton Lee
November 2023
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