
Bibliography

Goorts, P. & Bekaert, P. (2012), Ardo: Automatic removal of dynamic objects, in ‘Proceedings

of the Seventh International Conference on Computer Vision Theory and Applications

(VISAPP 2012)’, INSTICC, pp. 192–196.

Goorts, P., De Decker, B., Gerrits, M. & Bekaert, P. (2009), Mooie resultaten met weinig

moeite: Dieptemappen met stroke-based invoer, Master’s thesis, Universiteit Hasselt.

Goorts, P., Rogmans, S. & Bekaert, P. (2009), ‘Optimal data distribution for versatile finite

impulse response filtering on next-generation graphics hardware using cuda’, Parallel and

Distributed Systems, International Conference on 0, 300–307.

Goorts, P., Rogmans, S., Vanden Eynde, S. & Bekaert, P. (2010), Practical examples of

gpu computing optimization principles, in ‘Signal Processing and Multimedia Applications

(SIGMAP), Proceedings of the 2010 International Conference on’, IEEE, pp. 46–49.

Goorts, P., Vanaken, C., Vanacken, L., Bekaert, P. & Coninx, K. (2007), Moving a mouse

without a mouse, Master’s thesis, Universiteit Hasselt.

Maesen, S., Goorts, P., Vanacken, L., Notelaers, S. & Weyer, T. D. (2011), Look mother,

virtual puzzling without buttons!, in ‘2011 IEEE Symposium on 3D User Interfaces (3DUI

2011)’, IEEE, Singapore, pp. 139–140.

Notelaers, S., Weyer, T. D., Goorts, P., Maesen, S., Vanacken, L., Coninx, K. & Bekaert,

P. (2012), Heatmeup: a 3dui serious game to explore collaborative wayfinding, in ‘2012

IEEE Symposium on 3D User Interfaces (3DUI 2012)’, IEEE, Orange County, California,

pp. 177–178.

1


	References

