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Sosorbaram

N(r) ∼ rD n(r) ∼ dN(r)

dr
∼ r(D−1)
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2.5 FBO

James real-time glow[11]
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OpenGL FBO(Frame Buffer Object) 3

frame-
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2

CPU Intel Core 2 Quad

3.00GHz 8GB OS Windows 7 Professional 64bit

GPU NIVIDIA Quadro FX1800 768MB
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Windows 7 Professional(64bit)

LG 23ET83
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and Rendering of Lightning[3] Visual Simulation of
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Box-Muller

real-time glow[11]
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