
A Complete Bibliography of Computer Animation and
Virtual Worlds

Nelson H. F. Beebe
University of Utah

Department of Mathematics, 110 LCB
155 S 1400 E RM 233

Salt Lake City, UT 84112-0090
USA

Tel: +1 801 581 5254
FAX: +1 801 581 4148

E-mail: beebe@math.utah.edu, beebe@acm.org, beebe@computer.org (Internet)
WWW URL: http://www.math.utah.edu/~beebe/

28 May 2024
Version 1.28

Title word cross-reference

+ [563]. 2
[777, 752, 159, 303, 246, 720, 282, 1180]. 3
[1097, 622, 113, 406, 291, 672, 819, 837, 908,
742, 349, 174, 1157, 1078, 1000, 201, 721, 1135,
1083, 65, 356, 1137, 491, 232, 255, 293, 549,
752, 535, 149, 220, 393, 475, 192, 826, 1038,
1080, 1164, 1015, 1167, 806, 530, 51, 134, 298,
328, 412, 992, 159, 757, 277, 525, 625, 366,
1104, 453, 401, 1011, 854, 1092, 1064, 759, 396,
830, 831, 308, 221, 124, 664, 22, 1022, 1098,
860, 142, 610, 765, 920, 867, 766, 1181, 395].
◦ [925]. d [699]. k [760, 699]. l1 [398]. m
[143]. N [273, 143].

-D [742]. -nearest [760]. -sparse [398]. -to-
[143]. -way [273].

0 [102]. 0-471-36089-9 [102].

14 [314].

2 [314]. 2006 [175]. 25.5-6 [601]. 2D [273].
2nd [102].

3-axis [327]. 3D [598, 986].

9 [102].

AA [558]. AA-FVDM [558]. ability [1110].
ablation [54]. absorption [523].
abstracted [520]. abstraction [116, 133].
accelerated [506, 403]. Accelerating [745].
acceleration [22]. accelerator [960].
accelerometers [274]. accessibility [444].
accessing [713]. accident [558].
accident-avoidance [558]. ACCLMesh
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[684]. account [50]. accuracy [667].
Accurate [806, 51, 532]. achieving [327].
ACM [175]. acoustic [79, 1119, 1185].
acquisition [392]. across [604]. action
[1049, 902, 915, 752, 1163, 1140, 578, 1197,
1020, 1200]. actions [137]. active [145].
activity [906]. actor [1067]. acupuncture
[1137]. adaptation [214, 203, 227, 1203].
adapting [734]. Adaptive
[644, 593, 59, 320, 367, 470, 428, 209, 371,
1019, 797, 385, 621, 634, 300, 397, 799, 930,
69, 609, 1195, 865, 1199, 305, 643, 934, 965].
adaptivity [1126]. Adding [235]. additive
[961]. ADF [731]. ADHD [1173].
adjustment [1045, 300, 324, 1056, 787].
ADReFV [1073]. Advanced [629, 930].
advances [162]. Advected [281].
advection [621, 186, 912, 934].
advection-reaction-diffusion [186].
adversarial
[1187, 1106, 1013, 842, 991, 1205, 993].
advice [598]. AEGAN [1106]. AeS [1020].
AeS-GCN [1020]. aesthetic [1090].
aesthetics [1057]. AFF [967].
AFF-Dehazing [967]. affect [1161, 338].
Affection [35]. Affective
[467, 834, 529, 27, 950]. Africa [944]. AG
[1203]. AG-SDM [1203]. against [485, 663].
Age [747]. Age-related [747]. Agent
[234, 852, 1018, 263, 657, 839, 359, 987, 851,
239, 342, 1108, 437, 510, 1202, 861].
Agent-based [234, 342]. agents
[547, 907, 598, 208, 214, 126, 741, 467, 32, 145,
307, 4, 2, 674, 633, 5, 527, 850, 597, 526, 163,
360, 727, 780, 583, 342, 1067, 337, 284, 740].
aggregation [1031, 1014, 1163, 1196].
AGRMTS [990]. AI [1143]. aided
[167, 154]. aids [1131]. air [1040]. aircraft
[990]. airways [38]. ALET [740].
algorithm
[1162, 605, 577, 223, 298, 447, 865, 400, 900].
algorithms [351, 42]. alignment
[135, 1101, 1100, 1011, 765]. all-in-one [587].
alleviation [1190, 1113]. Alzheimer [1073].

ambient [237, 614]. amidst [658]. among
[680]. Analysis
[3, 217, 1058, 820, 122, 1000, 347, 516, 421,
719, 334, 772, 1169, 168, 1030, 1127].
analytic [936]. Analytical [219, 611].
Analyzing [984]. anastomosis [1141].
Anatomical [433, 269]. anatomy [82, 983].
Anchor [1052]. Anchor-based [1052].
ancient [1016, 55, 154]. And-Or [450].
aneurysm [694]. angiography [1063, 1035].
Angle [1150, 285]. angle-split [285]. angles
[602]. Angular [302]. animal [1105, 1001].
animatable [349, 203]. animated
[960, 438, 721, 638]. Animating
[89, 6, 73, 335, 933, 178, 828, 446, 437, 912, 4,
325, 292, 623, 558, 585, 509, 84, 913].
Animation
[333, 1111, 1176, 117, 1130, 472, 642, 310, 295,
354, 273, 445, 1019, 118, 835, 120, 515, 836,
948, 226, 709, 424, 358, 70, 10, 464, 392, 671,
915, 552, 3, 479, 416, 92, 15, 232, 749, 779,
225, 116, 789, 848, 99, 459, 475, 153, 192, 1038,
524, 382, 179, 231, 228, 596, 898, 48, 312, 813,
277, 447, 256, 200, 334, 37, 197, 74, 321, 148,
456, 242, 409, 124, 584, 609, 613, 72, 1007,
687, 315, 238, 425, 567, 595, 783, 636, 1051,
193, 452, 196, 190, 514, 764, 539, 81, 499].
animations
[838, 86, 356, 491, 618, 454, 1094, 957].
anime [1151, 1080, 1139, 303]. anisotropy
[186]. annotation [421, 578]. ant [799, 866].
anterior [497]. anthropometrics [36].
anthropomorphism [997]. Anticipated
[658]. anticipation [388]. Anticipatory
[504, 811]. ants [743]. anxious [361]. any
[1199]. app [925]. appearance [1134, 321].
Application [781, 504, 1157, 540, 977].
Applications
[218, 9, 45, 108, 1118, 431, 460, 714, 326, 804].
applied [786, 433]. applying [1083].
approach
[805, 402, 43, 623, 845, 512, 749, 825, 975, 61,
164, 998, 347, 971, 588, 577, 134, 439, 330,
80, 112, 1141, 1017, 1172, 591, 575, 499].
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approaches [1130, 498, 620]. Approximate
[680]. Approximating [188].
approximation [472, 859]. Aquascape
[1203]. arbitrary [186, 51, 602].
architectural [625]. architecture
[141, 1090, 116, 290, 1026, 313, 1142].
arrangement [955]. art
[1118, 498, 845, 629, 1121, 554, 664, 1176, 63].
arthropod [499]. arthroscopic [497].
articulated [406, 230, 447].
articulated-character [447]. articulation
[3]. artificial [32]. artisanal [409]. artistic
[618]. artists [64]. artworks [878].
As-consistent-As-possible [131].
as-rigid-as-possible [777]. ascending
[1123]. Asch [803]. ASFNet [965]. aspects
[839]. assembly [685, 862]. Assessing
[714, 1057]. Assessment [1185, 268, 1034].
assist [1099]. assistance [977]. Assistant
[598, 436]. assisted [641, 289, 1059].
assumption [1096]. Asymmetric
[547, 978]. asynchronous [680, 401].
attachment [526]. Attention [1020, 967,
1033, 276, 415, 1139, 360, 337, 1030, 940].
Attention-based [967].
Attention-enhanced [1020].
attractiveness [1167]. attributes [437].
Audio [835, 30, 1019, 662]. Audio-driven
[835]. audio-visual [30]. audiovisual
[1185]. Augmented
[214, 56, 310, 723, 432, 978, 152, 325, 1157,
1107, 378, 1079, 347, 1072, 216, 54, 970, 360,
1039, 213, 1059, 891, 977, 44, 365, 804].
Augmenting [1025]. authoring
[776, 838, 618, 789, 861]. autism
[1050, 1034]. auto [94]. autoencoder
[1106, 904]. autoencoder-based [1106].
automata [33]. Automated
[77, 821, 41, 631, 715]. Automatic
[907, 1033, 349, 174, 277, 324, 759, 130, 81,
395, 552, 301, 698, 1080, 51, 955, 447, 873,
315, 1051, 539]. automatically [1153, 37].
Autonomous
[121, 762, 208, 33, 32, 145, 415, 597, 191].

autonomy [307, 314]. auxiliary [1178].
avatar [999, 634, 753, 813, 570, 718, 1037].
avatar-mediated [753]. avatars
[1183, 742, 349, 757, 23, 1145, 395]. avoid
[1056]. avoidance
[650, 1009, 558, 511, 1095]. aware
[789, 265, 1072, 620, 1060, 854, 720, 964, 282,
923, 457, 452, 241]. awareness
[258, 215, 1044]. axis [327].

B [918, 917]. B-spline [918, 917].
background [152, 408, 928]. balance
[89, 811]. ball [819]. ball-and-socket [819].
Bar [196]. Bar-net [196]. Bas [955, 1012].
Bas-relief [955, 1012]. Based
[1206, 56, 805, 1150, 1130, 960, 1132, 1058,
141, 548, 472, 98, 354, 644, 176, 684, 942, 818,
195, 26, 406, 1106, 120, 363, 405, 724, 902,
938, 963, 33, 686, 529, 706, 736, 887, 961, 675,
797, 464, 1045, 1084, 19, 838, 97, 1118, 477,
725, 479, 1156, 185, 986, 1157, 201, 1107, 703,
1135, 422, 90, 842, 956, 183, 521, 1189, 369,
1090, 746, 1136, 43, 289, 531, 1137, 796, 871,
88, 747, 654, 549, 517, 73, 658, 975, 116, 194,
752, 61, 220, 265, 614, 754, 1191, 954, 82,
378, 1052, 1040, 1079, 1160, 1162, 1163, 287,
629, 403, 755, 941, 266, 104, 322, 886, 1036].
based [1009, 1139, 179, 347, 473, 756, 872,
1167, 677, 1140, 234, 528, 566, 1024, 227, 51,
712, 223, 1070, 247, 312, 286, 360, 812, 827,
397, 640, 1039, 638, 447, 25, 80, 324, 511,
853, 540, 112, 780, 1017, 772, 781, 758, 342,
168, 1012, 1108, 483, 791, 1112, 1021, 1142,
401, 74, 370, 321, 372, 437, 510, 1005, 1170,
576, 541, 76, 759, 787, 377, 958, 1145, 24,
246, 428, 694, 808, 1114, 1172, 613, 795, 68,
649, 865, 891, 922, 344, 1173, 567, 1020,
1073, 1175, 1198, 46, 990, 859, 940, 1098,
923, 1202, 455, 345, 523, 78, 343, 383, 542,
1176, 182, 142, 564, 667, 764, 920, 919, 929].
based [1128, 1178, 1203, 1204, 294, 407, 867,
900, 1147, 665, 967, 993, 1010, 1179, 1207,
140, 365, 766, 81, 571, 630, 357, 440]. Basis
[619]. Bayesian [424]. be [710]. beam
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[195, 1045, 292]. Behavior
[34, 631, 805, 504, 691, 820, 261, 599, 927,
1161, 234, 864, 511, 603, 1071, 715, 1044].
Behavioral [33, 310, 10, 750]. behaviors
[371, 897, 586, 423, 276, 585, 413, 316, 541,
861]. Behaviour [104]. Behaviour-based
[104]. behaviours [669]. behind [615].
being [1143]. Believable [166, 733, 541].
benchmark [316]. bending [776, 253].
BERT [1138]. between
[208, 987, 753, 382, 23, 582, 773, 461, 243].
bicycle [1070]. Bidirectional [1092, 1138].
big [709]. big-object [709]. bilinear [765].
billiards [366]. BIM [998, 971]. binary
[140, 1149]. binocular [1048]. binomial
[937]. biological [1041]. Biologically [866].
biomechanical [703, 747]. biomechanics
[188]. biometric [1090]. bird’s [1146].
bird’s-eye [1146]. bisection [1149]. blend
[948]. blend-trees [948]. blending
[477, 721, 1077, 341, 580, 13, 11, 667].
blendshape [458]. blendshapes [231].
Blob [88]. Blob-based [88]. block [1021].
blood [641, 525]. blooming [651]. Board
[441]. boards [1000]. bodies
[790, 230, 225, 628]. body
[9, 675, 416, 606, 219, 1113, 933, 806, 286,
812, 420, 696, 976, 997, 396]. body-fixed [9].
boids [121]. Boltzmann [140]. Book
[102, 920]. books [432]. boosting [291].
Botanical [1175]. Botanical-based [1175].
boundaries [1083, 58, 1149]. Boundary
[651, 1130, 1172, 964, 1126].
boundary-aware [964].
Boundary-dominant [651]. bounded
[658, 540]. bounding [484, 701]. box [850].
BPNN [990]. braid [952]. braided [952].
brain [1157, 821, 823]. branch [1022].
branches [292]. breast [255, 168].
Bringing [119]. brittle [515, 870, 386, 463].
Browser [998, 685]. brush [469].
brush-pressure [469]. Brush2Model [766].
brushes [242, 766]. Brushwork [913].
bubble [652, 808]. bubbles [483]. buckling

[253]. budget [906]. Building
[968, 971, 867, 625, 1147, 173]. buildup
[459]. Bulging [581]. Bulging-free [581].
Burdea [102].

C [102]. CAD [688]. cafeteria [1185]. cage
[624, 455]. cages [593]. calibrated [1031].
calibrating [173]. Call [218, 561].
calligraphic [469]. camera [723, 532, 309,
378, 695, 925, 324, 854, 396, 400]. cameras
[1159]. Can [1154]. cantilever [292].
canvas [676]. canvases [325]. caption
[1033]. capture [879, 262, 118, 189, 375, 956,
1158, 637, 752, 231, 577, 51, 312, 112, 546,
816, 570, 74, 76, 398, 937, 39].
capture-based [112]. captured
[445, 459, 901]. Capturing [9, 1045]. car
[733]. cardiovascular [575]. Caricature
[181]. cart [1007]. cart-pulling [1007].
cartoon [92, 232, 335, 382, 1105, 148, 279,
425, 209, 193, 243, 343, 241].
Cartoonization [1206, 1187]. carving
[469]. Cascaded [858]. case [1008].
cashmere [1081]. casting [265, 555]. casual
[898]. casually [901]. catching [630].
Catheterization [683]. Catmull [621].
caused [808]. cave [873]. CAVW [435].
CCA [549]. CCA-based [549]. CEBOW
[998]. cells [105]. cells-and-portals [105].
chalk [664]. Chameleon [541]. CHAN
[1140]. change [1175]. changes [306].
changing [1154, 444, 553, 587]. Character
[1094, 719, 388, 226, 686, 424, 358, 949, 10,
552, 491, 654, 892, 959, 847, 296, 153, 290,
228, 227, 188, 447, 200, 1196, 865, 315, 567,
130, 1202, 762, 196, 514]. Characteristic
[394, 248]. Characteristics [456].
characterization [27]. characterized [632].
Characters [968, 77, 233, 548, 438, 835, 777,
33, 495, 599, 415, 1080, 1105, 277, 781, 332,
582, 773, 720, 702, 687, 129, 429, 632, 490].
checking [582]. cheer [936]. Chemical
[289]. chemistry [1131]. Chi [26]. child
[1034]. children [1110, 1050]. chimes
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[1107]. Chinese
[153, 1165, 629, 1015, 554, 913, 288].
Choreographing [336, 274]. chroma [304].
circuit [1039]. cities [768]. city
[1016, 364, 216]. city/region [364].
cityscapes [62]. classical [825].
Classification [529, 985, 1122]. classroom
[1037, 977]. clear [1166]. client [663].
client-server [663]. clinical [9, 944]. clips
[241]. clocks [154]. cloning [25, 80, 148].
close [837]. close-up [837]. cloth [67, 460,
1024, 252, 1169, 592, 791, 69, 636, 253].
cloth-like [67]. clothes [531]. Cloud
[998, 644, 1120, 919, 929].
Cloud-Edge-Browser [998]. Cloudy
[945, 692]. clumping [779]. cluster [171].
clustering [506, 157]. CNC [327]. CNN
[840, 1142, 923]. co [3]. co-articulation [3].
coarse [339]. CODE [778]. cognition [698].
cognitive [1131, 371, 10, 423, 290].
cohabitant [35]. Coherence
[265, 185, 454, 750, 217, 1035]. coherent
[454, 849, 236]. Coiffet [102]. coils [1189].
collaboration [57, 159]. collaborations
[680]. Collaborative [1089, 597, 104, 1108].
collective [743, 1044]. colliding [543].
collision [471, 299, 67, 650, 692, 892, 1009,
223, 505, 511, 582, 823, 151, 974, 68, 172].
collisions [773]. colonoscopy [265]. colony
[799, 866]. color [1083, 344, 1175]. coloring
[94]. colorization [1151, 1176, 991].
Combined [308, 1198, 1148]. Combining
[48, 667, 379, 310, 202]. combustion [387].
Comic [424]. commodity [806, 570].
communication [572, 215].
communicative [135, 597]. comparative
[1058, 1039, 258, 760]. compares [1143].
Comparing [1145, 1147, 439]. comparison
[691]. Compatible [275]. Compensating
[934]. compensation [1201]. Competitive
[287]. complete [701]. completion [240].
complex
[226, 1063, 708, 633, 58, 1160, 971, 647, 1005].
complexity [298]. component [719].

components [1034]. compositing
[704, 131]. composition [820, 573, 453].
comprehensive [834]. Compressed [875].
Compression
[530, 113, 721, 134, 298, 29, 308, 407].
computation [823]. Computational
[771, 845, 825, 290, 540, 758]. computed
[1045, 38]. Computer
[167, 218, 926, 154, 1130, 423, 885, 1043, 163,
541, 337, 694, 1073]. Computer-aided
[154]. computer-based [694].
concatenation [51, 302]. condensation
[930]. condensed [22]. Conditional
[358, 842, 1205]. conditioned [1180]. cone
[1045]. conference [634]. confidence [324].
confinement [385, 934]. conflicts
[680, 1093]. conformity [803]. conjecture
[1123]. connected [849, 916, 1128].
connectivity [431, 807, 157]. conquer
[1158]. conservation [1121]. considering
[206]. consistent [761, 131]. constrained
[836, 887, 251, 1160, 330, 679, 238].
Constraint [247, 1108, 363, 620, 631].
constraint-aware [620]. Constraint-based
[247, 1108]. constraints
[670, 788, 416, 225, 848, 534]. construction
[349, 1193, 701]. Constructive [749].
contact [691]. content [942, 1019, 1184].
contents [713]. Context
[1036, 201, 563, 633, 698, 1072, 437, 631, 1200].
context-aware [1072]. Context-based
[1036]. context-dependent [631]. contexts
[1049]. Continuous
[1046, 696, 471, 172, 1199]. Contour
[614, 41]. Contour-based [614].
contrastive [1135]. contrasts [1085].
control [1018, 741, 1154, 709, 309, 788, 986,
634, 219, 815, 150, 287, 770, 503, 328, 75,
719, 112, 811, 781, 758, 321, 409, 1202, 209,
44, 142, 610, 643, 798, 294, 630].
control-display [1154]. control-space
[112]. Controllable [86, 1080, 653, 595, 387].
controlled [536, 777]. controller
[890, 813, 283]. controllers [548].
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Controlling [1047, 15]. conventional
[1039]. conversational
[547, 907, 126, 31, 4, 2, 5, 1143, 702].
conversations [1143, 437]. conversers
[466]. conversion [602]. conveying [1145].
Convolution
[766, 1137, 517, 1199, 919, 991].
convolutional
[1150, 1013, 1082, 839, 1163, 1060, 1020, 1051].
cooperative [503]. coordinate
[1139, 765, 919]. coordinates [422, 453].
coordinating [702]. coordination
[936, 807]. core [443, 688]. correct [256].
corrected [295]. correlates [911].
Correlation [1101]. Correlative [334].
correspondence [1156, 899]. corridor
[165]. Corruptible [674]. cosmetic
[36, 521]. Cosserat [195].
Cosserat-beam-based [195]. cost [925].
counselor [748]. counting [1096].
Coupling [513, 861, 790, 619, 641, 731, 535,
780, 592, 1125, 461, 591, 1148]. Cover
[882, 1053, 841, 843, 800, 893, 792, 894].
CPU [512]. cracking [1109]. craftspeople
[1008]. craniofacial [403]. create [356].
creation [654, 652, 1184]. creature [129].
critic [1067]. critical [70, 299, 254, 306].
Cross [413, 97, 1188, 904, 1030].
cross-attention [1030]. cross-domain
[1188]. cross-modal [904].
cross-parameterization [97].
Cross-platform [413]. Crowd
[189, 778, 468, 1005, 984, 1202, 1088, 117,
645, 657, 506, 744, 465, 698, 905, 927, 769,
669, 1052, 1006, 1138, 872, 898, 234, 1096,
852, 827, 133, 511, 583, 510, 435, 1095, 760,
646, 1069, 1102, 1068, 979, 440].
Crowd-optimized [778]. crowd-sourcing
[698]. crowded [84]. crowds [805, 492, 938,
276, 439, 509, 144, 390, 787, 436]. cruciate
[497]. crystallization [746]. CSLML [288].
CT [724]. CTM [1028]. cubic [86, 564]. cue
[999]. cues [137, 1155, 324]. culling
[471, 217, 171]. cultural

[839, 43, 1040, 1161, 878, 1008]. culture
[1165]. curling [1109]. current [498, 1143].
curriculum [1067]. curvature [684].
curvature-based [684]. curvatures [293].
Curve [129]. curved [220]. curves
[248, 917]. curvilinear [58]. customized
[1122]. cut [192, 712, 412, 867]. cut-out
[412]. cutting [484, 565, 928, 640, 22, 591].
cyberspace [62]. cyberworld [116]. cycle
[37].

D [535, 159, 303, 854, 1097, 622, 723, 113,
406, 291, 672, 777, 819, 837, 908, 742, 349,
174, 1157, 1078, 1000, 201, 721, 1135, 1083,
65, 356, 1137, 491, 232, 255, 293, 549, 1159,
752, 149, 220, 393, 475, 192, 826, 1038, 1080,
1164, 1015, 1167, 806, 530, 51, 134, 298, 328,
412, 992, 159, 757, 277, 525, 625, 366, 1104,
453, 401, 1011, 1092, 1064, 759, 396, 830, 831,
308, 221, 124, 246, 720, 664, 22, 1022, 282,
1098, 860, 142, 610, 765, 920, 867, 903, 1180,
766, 1181, 395, 571]. D- [159]. D-RGB
[752]. damage [692]. damping [69]. Dance
[697, 985, 399, 936, 136, 301, 153, 72, 1180].
dancing [77, 399]. Data
[1070, 853, 687, 707, 879, 262, 869, 724, 706,
8, 745, 956, 668, 280, 654, 563, 459, 1162,
231, 1028, 588, 821, 577, 51, 312, 578, 313,
456, 221, 896, 937, 653, 209, 190].
Data-driven [1070, 853, 687, 707, 654, 1028,
588, 456, 896, 190]. database [969, 870].
dataset [1073]. datasets [1187, 266].
DBSC [120]. DBSC-based [120]. DCR
[1082]. DCR-Net [1082]. deaf [1099].
deaf-mutes [1099]. Dealing [306].
deblurring [1032]. debris [609, 1204].
decision [467, 526, 254, 306].
decision-making [467, 526, 254, 306].
decoder [1142]. Decomposition
[1206, 556, 99, 624]. decoration [561].
decorative [1012]. decoupled [503].
dedicated [423]. deducing [566]. Deep
[1057, 904, 964, 1018, 948, 1025, 1013, 1033,
910, 1090, 1137, 1167, 852, 1017, 1122, 1005,
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1007, 1111, 858, 940, 1127, 991, 903, 957].
DeepHistory [1051]. DeepORCA [1006].
Deferred [95, 1026]. defined [786].
definition [334]. Deformable
[583, 790, 108, 59, 70, 139, 299, 476, 484, 731,
247, 16, 518, 679, 41, 974, 68, 172, 331, 628].
Deformation [164, 300, 881, 262, 777, 788,
71, 376, 138, 183, 280, 293, 430, 650, 789, 147,
296, 82, 565, 348, 525, 592, 823, 246, 720,
130, 591, 1098, 457, 248, 182, 478, 486, 590].
deformations [21, 170, 340, 654, 345].
deformed [928]. deforming [471, 610].
dehaze [1142]. Dehazing [967, 1031].
Dense
[941, 492, 532, 938, 1193, 891, 40, 1181].
Densely [916]. Density
[689, 744, 927, 789, 164, 440].
density-aware [789]. density-based [440].
Density-enhanced [689]. density-flow
[744]. dependencies [1045]. dependent
[230, 631]. deployable [819]. depth
[573, 1032, 475, 614, 806, 772, 570, 365].
depth-of-field [573]. derivatives [543].
dermoscopic [1122]. descent [765].
description [208, 184]. descriptor [1129].
descriptors [529, 840, 604]. desiccation
[926, 1109]. Design
[987, 1110, 816, 63, 485, 174, 778, 842, 1036,
1112, 215, 958, 699, 1147, 1207]. Designing
[548, 819, 205, 925]. desk [57]. desk-sized
[57]. Detail
[788, 457, 474, 322, 677, 772, 574].
Detail-aware [457].
Detail-feature-preserving [474].
Detail-preserving [788]. detailed
[654, 660, 687]. details
[1151, 642, 853, 615, 643, 798, 903].
Detecting [1083]. detection
[201, 1083, 650, 756, 223, 1142, 151, 974,
1195, 68, 172, 1200, 903, 1149]. detection-
[756]. Determining [733]. developable
[540]. Development
[290, 327, 1110, 34, 770, 1178]. device [1123].
devices [367, 770, 397]. diagram [839].

difference [558]. different [1085, 642].
Differentiable [1068, 922]. differential
[1120, 629]. differentiated [856].
differently [659]. diffraction [859, 1201].
diffusion [186, 401, 523, 1203, 1148]. digital
[1097, 942, 676, 1040, 1164, 409]. Dilated
[1082]. dimension [64, 811]. dimensional
[249, 202, 1074, 540, 123, 1127]. direct [412].
Directable [225]. directed [309].
Directing [787]. direction [927]. directly
[565]. Disassembling [826]. disclosure
[361, 748]. discontinuities [197]. discourse
[4, 34]. discrete [920]. disease [1073].
Disentangling [1019]. disk [917].
disocclusion [849]. disparity [1056].
display [1154, 961, 1161, 397, 110, 766, 173].
display-based [766]. displays
[57, 873, 1056]. dissection [693].
dissipation [621]. dissolution [796].
dissonance [633]. distance [291, 853].
distant [992]. Distillation [1049].
Distributed
[741, 807, 222, 663, 258, 1104, 718, 878].
distribution [469, 468, 313, 215].
disturbing [1135]. Divergence [251, 962].
Divergence-constrained [251].
divergence-free [962]. Diversified [1184].
divide [1158]. divide-and-conquer [1158].
diviseme [51]. divisor [517]. DKD [699].
dolls [35]. domain [1132, 1188, 1114, 478].
dominant [651]. double [1070].
double-layer [1070]. Draft [531].
Draft-space [531]. Dramaturgical [633].
drapes [1023]. drawing [1151, 846, 524].
drawings [1061, 335]. drawn [1151, 425].
DreamWalk [1174]. drift [997]. driven
[79, 835, 593, 3, 280, 654, 848, 274, 1015,
1028, 588, 1070, 853, 1017, 23, 197, 456,
1109, 718, 687, 896, 425, 707, 452, 196, 190,
929, 1179, 357]. drivers [733]. drop [464].
DSANet [1197]. Dual
[180, 555, 478, 581, 1205]. Dual-domain
[478]. dual-path [1205]. Dual-space [555].
DualSPHysics [871]. ductile [594]. during
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[691, 987, 1078, 744, 905, 906, 696, 934].
dyadic [437]. dyeing [1171]. Dynamic
[187, 618, 1193, 1056, 87, 1069, 1174, 248,
917, 176, 834, 195, 170, 1004, 155, 506, 89,
136, 1136, 484, 495, 680, 444, 223, 134, 620,
210, 864, 1100, 390, 83, 95, 306, 787, 921,
1109, 433, 308, 1172, 244, 39, 699, 875, 429,
610, 798, 253, 1010, 489]. dynamical [780].
Dynamically [237, 1154]. dynamicist
[727]. dynamics [118, 675, 1118, 292, 278,
230, 640, 509, 1123, 758, 401, 679, 808, 632].
Dynparity [1056].

Easy [392, 44]. EasyHome [561]. ECG
[37]. ecosystems [451, 517]. Edge
[998, 1083, 1139, 520, 1196]. edge-detection
[1083]. edge-guided [520]. editable [1198].
Editing [28, 869, 19, 1061, 986, 556, 563,
177, 534, 123, 294]. edition [958]. editor
[317, 162]. Editorial
[419, 449, 441, 442, 569, 601, 627, 682, 737,
1003, 329, 545, 257, 1055, 1066, 60, 947, 1, 7,
12, 49, 53, 103, 114, 115, 156, 169, 211, 212,
224, 264, 311, 318, 362, 368, 411, 374, 427, 481,
488, 494, 501, 538, 551, 560, 608, 717, 272, 381,
323, 435, 508, 617, 728, 730, 774, 782, 785, 794,
802, 855, 822, 829, 874, 877, 884, 889, 924, 932,
939, 973, 982, 996, 989, 1076, 1116, 1144, 895].
Editors [175]. edn [102]. education
[970, 1041]. Effect [1093, 1131, 951, 813].
Effective [638, 624, 1035]. Effects [158, 307,
1134, 138, 692, 750, 927, 100, 446, 1095, 567].
efficiency [1134]. Efficient
[438, 108, 700, 1063, 232, 654, 451, 58, 105,
378, 677, 1024, 992, 701, 313, 436, 624, 400,
407, 665, 1179, 1132, 443, 892, 826, 223, 647,
1141, 958, 69, 587, 1114, 688, 912]. Effort
[118]. eGaLab [64]. Egyptian [1123].
EigenFires [516]. elastic
[513, 1190, 225, 1113, 534, 370, 678, 1125].
elasticity [628]. elderly [1062]. electrical
[37]. electrodermal [906]. element
[823, 22, 591]. elicit [361]. Elva [63].
Embedding [908, 509, 664]. embodied

[547, 907, 126, 467, 307, 949, 4, 216, 63, 499,
284]. embodiment [906]. embroidery
[736]. emergency [993]. emergent [979].
EMG [280]. EMG-data [280].
EmoDescriptor [985]. emotion
[1183, 869, 1019, 2, 1009, 313, 696, 389, 979].
emotion-related [313]. Emotional
[968, 127, 233, 985, 835, 467, 1099, 526, 336].
Emotionally [1093]. emotions
[547, 337, 1145]. empirically [284].
empower [1107, 356]. Emulating [229].
enabled [187, 575]. Enabling [1103].
encoder [1142]. encoder-decoder [1142].
end [1142]. endoscopy [404].
Endovascular [683, 694]. Energized [693].
Energy [796]. Energy-based [796].
Engagement [1062, 467, 284]. engine
[1086]. engines [691]. enhance [1165, 1072].
Enhanced
[690, 94, 120, 689, 1194, 1011, 966, 1020].
enhancement
[706, 1084, 454, 1138, 941, 1139, 772].
Enhancing [968]. enrichment [619].
Entropy [74, 1084]. Entropy-based [74].
Environment
[740, 645, 208, 267, 1004, 32, 944, 1078, 844,
496, 658, 754, 886, 503, 159, 780, 313, 873,
1005, 1067, 95, 1095, 1007, 1185, 804, 862].
Environmental [133]. Environments
[984, 598, 834, 818, 908, 659, 237, 222, 778,
612, 522, 606, 495, 367, 680, 704, 850, 444,
223, 48, 620, 330, 589, 810, 158, 553, 413,
258, 625, 23, 1104, 557, 662, 1010, 766, 489].
equation [629]. equations [1120]. erosion
[111, 1027]. Essential [735]. estimation
[723, 291, 424, 1119, 378, 347, 812, 1092,
1064, 1022, 315, 628, 1127, 1062]. Euler
[602]. evacuation [645, 586, 1004, 744, 873,
436, 1071, 1069, 1202, 993, 1088]. evader
[658]. Evaluating [1040, 1161, 316].
Evaluation [1130, 606, 820, 987, 454, 663,
814, 697, 816, 63]. evasion [1044]. event
[450, 979]. evolution [970, 929].
examination [1099]. Example
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[886, 25, 808, 455, 943, 178, 1175, 357].
Example-based [886, 25, 808, 455, 357].
examples [177, 164]. exhibition [1107].
expectations [1143]. Experience [968,
1085, 1155, 634, 754, 1161, 1072, 1143, 1171].
experiences [216, 950, 1145]. experiment
[803, 1039, 856, 1041]. experiments
[873, 314]. Expert [944]. Explicit
[416, 633]. exploding [933]. Exploitation
[770]. exploration [942, 1023, 563, 821].
exploratory [685]. Exploring
[1134, 1155, 970, 911, 1071, 905]. explosion
[933]. ExpressGesture [969]. expression
[915, 127, 1188, 695, 1105, 80, 953, 125, 338].
expressions [547, 467, 31, 336, 337].
Expressive [30, 969, 1019, 288]. Extended
[226, 640]. Extending [670, 85, 918].
externalized [342]. extraction
[375, 491, 821, 638, 74, 631, 41, 937, 1035].
Eye [906, 65, 1173, 1127, 1146].
eye-tracking [1173]. Eyelid [332].

fabrication [845]. fabrics [384]. FABRIK
[670]. facade [1147]. Face [1073, 36, 1106,
127, 986, 201, 293, 1184, 393, 1139, 1077,
625, 1021, 1091, 1199, 765, 920, 395].
face-to-anime [1139]. FaceCaps [953].
faces [1151, 335, 425, 142]. Facetons [625].
Facial [137, 1183, 915, 149, 231, 321, 519,
1200, 547, 572, 1019, 467, 31, 4, 392, 3, 479,
349, 1156, 1188, 293, 470, 391, 695, 1167, 341,
80, 204, 336, 394, 433, 337, 953, 1198, 452].
Facilitating [215]. factorization [961].
factors [1071]. FAEC [1139]. FAEC-GAN
[1139]. faithful [252]. falling [128]. fashion
[1082]. Fast [10, 471, 552, 280, 609, 713, 297,
110, 198, 731, 252, 151, 699, 387]. faster
[605]. FASTSWARM [896]. Feasibility
[1185]. Feature [477, 376, 383, 985, 1183,
120, 840, 1014, 1167, 1140, 1096, 80, 533,
1021, 1092, 1200, 1146, 474, 967, 1035].
Feature-based [477, 383, 80]. features
[79, 291, 902, 32, 27, 65, 623, 293, 692, 1179].
Feedback

[758, 905, 847, 1038, 503, 1112, 662]. feel
[905]. fellowship [409]. FEM [139].
fenestrations [1147]. few [848, 954, 1128].
few-shot [954]. FFT [1132, 1114].
FFT-based [1132, 1114]. fidelity [751, 110].
field [469, 961, 1045, 573, 292, 1189, 520,
555, 158, 46, 1127]. fields [787, 923, 40].
Filament [755, 923]. Filament-aware [923].
Filament-based [755]. filters [471, 1083].
findings [511]. fine [840, 1138, 1127, 994].
fine-grained [840, 994]. fine-tuning [1138].
finger [1128]. finite [422, 823, 22, 591]. Fire
[516, 758, 1071, 993]. firefighters [943].
firefly [975]. Fireworks [283, 887]. first
[162]. fish [828, 1048]. fitting [937].
fixations [906]. fixed [9]. Flexible
[515, 556, 980, 292, 207]. flicking [446].
flight [396]. FLIP [772]. floating [832].
Flock [584, 238]. flocking [741]. flocks
[727]. flow [641, 885, 744, 842, 871, 164, 677,
518, 609, 40, 1176, 1204]. flower [651].
flowing [1088]. flows [543]. Fluid
[945, 542, 295, 354, 790, 963, 706, 788, 619,
885, 15, 251, 612, 86, 512, 596, 772, 758, 17,
930, 161, 372, 1125, 14, 1126, 305, 707, 643,
798, 1148, 1179, 912]. fluid-elastic [1125].
fluid-solid [161]. fluidity [523]. fluids
[513, 644, 85, 731, 16, 864, 250, 615, 462, 929,
1088]. fluorescence [50]. flying [836, 896].
Foam [945]. Foams [945]. focus [563].
Folding [899]. foliage [319]. following
[1071]. Foot [1160, 1177].
Foot-constrained [1160]. footprint [357].
footprint-driven [357]. Footstep [390].
force [935, 401, 339, 934]. forehead [613].
forest [319, 853, 110]. forest-based [853].
Foreword [66]. formation [1052, 872, 456].
formations [466]. formulation [515].
forward [1100]. fraction [354]. fractional
[543]. fracture [515, 594, 870, 386, 463].
fracturing [300]. frame [320]. frames
[309, 721]. framework
[818, 869, 26, 820, 8, 165, 1188, 266, 391, 1122,
823, 254, 891, 896, 688, 1178, 294, 993, 284].
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Free [1198, 21, 581, 420, 962]. Free-style
[1198]. freehand [576]. freezing [746].
frequency [54, 1060]. frequency-aware
[1060]. friction [370]. friendly [405].
FrseGAN [1198]. fruit [1175]. full
[558, 420]. full-body [420]. Functional
[1038]. Functionally [56]. functions [517].
fundamental [839]. Furstyling [285].
Further [997]. Fusing [1074]. fusion
[902, 1084, 8, 840, 1167, 1081, 1030, 783, 965,
903, 967]. future [215]. Fuzzy
[371, 359, 416]. FVDM [558]. fwd [992].

gait [502, 747]. gallery [63]. Game
[109, 830, 831, 1183, 467, 951, 399, 1110,
1086, 733, 366, 1071, 687, 1173].
Game-ready [830, 831]. gameplay [536].
Games
[968, 422, 1165, 588, 786, 541, 940, 1178].
gaming [797, 317]. GAN
[1184, 1139, 1198, 991, 1206]. GAN-Based
[1206]. Garment [637, 1061, 759]. gaseous
[85]. Gaussian [579]. gaze
[805, 276, 814, 1127, 762]. GCN [916, 1020].
gender [951]. general [165, 351].
generalize [1191]. Generalized [259].
generated [871]. Generating
[657, 1106, 143, 812, 1153, 203]. Generation
[233, 310, 897, 948, 454, 100, 1007, 167, 907,
684, 1013, 1033, 152, 969, 183, 408, 301, 1184,
1080, 1015, 1121, 414, 528, 588, 13, 983, 1017,
1012, 128, 631, 1091, 1111, 624, 567, 130,
763, 667, 1203, 1205, 665, 1180, 1207, 81].
generative
[1187, 1106, 1013, 842, 991, 1205, 993].
generator [389]. Generic [2, 208, 869].
generous [1161]. genetic [359, 577, 42].
genetic-fuzzy [359]. genus [143]. genus-
[143]. geodesic [245]. geometric
[881, 291, 201, 15, 278, 623]. geometrical
[726]. Geometry [23, 29, 638, 20, 407, 1179].
Geometry-driven [23]. gestual [992].
gesture [1150, 907, 969, 135, 1136, 1040, 770,
1168, 328, 702, 990, 1180]. gesture-based

[1040]. gestures [776, 1099]. GestureTeach
[1168]. Giant [652]. GiantScope [1041].
GIS [364]. Give [307]. glass [409]. global
[340, 1194, 827]. global-local [1194].
global/local [340]. globe [1086]. glossy
[48]. gloves [150]. goats [1081]. GPU
[405, 641, 384, 512, 265, 689, 403, 266, 1086,
210, 823, 377, 68, 22, 14, 688].
GPU-assisted [641]. GPU-based
[265, 266, 68]. GPU-friendly [405]. GPUs
[171]. Gradient [183, 1189].
Gradient-based [183]. grading [531].
graffiti [676]. grained [840, 1127, 994].
granular [182]. Graph
[712, 1150, 406, 1135, 1137, 450, 1163, 1193,
1194, 1196, 966, 1020, 343, 1207].
graph-based [406]. Graph-cut [712].
Graphics [218, 926, 885, 1043]. graphs
[379]. Grasp [249]. grass [87]. grazing
[880]. grey [890]. grid
[267, 928, 930, 609, 282]. grids [58].
Grigore [102]. grounded [606]. group
[805, 741, 820, 1093, 1162, 566, 810].
group-based [805]. groups [897, 509, 236].
growth [451, 24]. Guest [317, 162, 175].
Guidance [646, 658]. guide [1093, 54, 63].
guided [472, 270, 520, 1168, 302, 221, 1195,
1091, 1020, 1199, 991]. guidewires [402].

Hair
[148, 779, 210, 952, 830, 831, 687, 923, 1129].
hairstyle [396, 1129]. Hand
[1151, 1171, 242, 1150, 776, 1134, 910, 416,
1135, 369, 1136, 147, 203, 812, 816, 425, 1180].
Hand-drawn [1151, 425]. hand-held [369].
hand-object [910]. Hand-painted
[1171, 242]. handcraft [1171]. HandDGCL
[1135]. handheld [532]. handler [851].
Handling [365, 1130, 299, 67, 779, 892,
1093, 505, 250, 823]. hands [719]. HAO
[923]. HAO-CNN [923]. Haptic
[267, 363, 505, 1154, 185, 402, 320, 119, 847,
503, 640, 366, 575, 639]. Haptic-constraint
[363]. haptic-enabled [575]. HapticFlow



11

[19]. haptics [19, 119, 223, 221]. Hardware
[506]. Hardware-accelerated [506].
hazard [871]. haze [756]. head
[942, 79, 724, 887, 65, 629, 1166, 873, 766, 571].
head-mounted [887, 873, 766]. health
[1099]. healthy [659]. heart [256, 37]. heat
[852]. height [555]. heist [1089]. held [369].
herd [838]. herds [880]. heritage
[1040, 1161, 1008]. Heterogeneous
[789, 1162, 522, 512, 367, 704, 1028, 585, 591].
heuristic [1058]. HGS [1180]. hidden [697].
Hierarchical
[872, 582, 590, 463, 94, 417, 1202, 867].
hierarchies [701]. hierarchy
[1153, 484, 116]. High
[751, 1086, 165, 1166, 756, 1179, 912].
High-fidelity [751]. high-order [912].
High-performance [1086]. high-quality
[165]. high-resolution [1166].
high-visibility [756]. Highlight [1195]. hip
[269, 39]. hit [1094]. HMD [862].
Holographic [1037]. home [561]. horse
[502]. hot [85]. HR [1166]. HRP [314].
HRP-2 [314]. hug [307]. hugging [949].
Human [980, 271, 549, 847, 203, 414, 576,
976, 1095, 42, 579, 482, 1049, 9, 202, 672, 529,
949, 27, 423, 820, 671, 127, 556, 745, 748, 750,
927, 1184, 147, 82, 1014, 806, 234, 577, 330,
525, 533, 1017, 1101, 1100, 321, 1092, 229,
714, 337, 715, 72, 1022, 398, 1197, 937, 1073,
129, 653, 400, 860, 667, 1062, 957, 81, 571].
human-computer [1073]. human-motion
[714]. human-robot [1062].
Human-virtual [847, 1095, 949].
Humanoid [975, 825, 890, 635, 799, 997].
humanoids [314]. humans
[237, 1137, 361, 312, 83, 541, 631, 125].
humor [748]. Hybrid
[902, 649, 764, 598, 985, 880, 660, 287, 330,
640, 799, 930, 823, 22, 1197, 331, 591, 574].
Hybrid-based [649]. Hydraulic
[111, 1027]. hydrodynamics
[1130, 513, 515, 885, 623, 543, 615, 930, 1125,
962, 567, 1126]. hydrodynamics-based

[567]. hydrodynamics-fluid [930].

ice [692]. iCutter [412]. ICWall [173].
identification [604, 1081, 952, 1146, 900].
illumination [347, 705, 95, 519]. illusions
[664]. Image [736, 882, 838, 1053, 93, 841,
843, 270, 220, 322, 800, 893, 639, 792, 894,
1031, 1082, 31, 1033, 1084, 1083, 408, 1136,
1184, 61, 475, 1014, 941, 886, 520, 704, 712,
1029, 540, 1142, 1011, 1064, 1195, 1091, 964,
857, 920, 1146, 967, 1149]. Image-based
[736, 838, 220, 322, 1136, 61, 540].
Image-inspired [639]. image-text [1029].
imagery [1112]. imagery-based [1112].
images
[752, 475, 565, 756, 1122, 830, 831, 857, 42].
imitation [541, 993]. immersion [369].
Immersive [927, 420, 1058, 1155, 905, 803,
754, 821, 1095, 769]. immiscible [354, 250].
impact [1085, 1155]. impaired [659].
imperceptible [1106]. Implementation
[113, 890]. Implicit [69, 1125, 416, 930].
implicits [562]. impostors [438]. improve
[1110, 146, 667]. Improved
[962, 881, 385, 634, 14]. improvement [476].
improvements [1118]. improves [492].
Improving [1030]. Impulse
[176, 286, 1205]. Impulse-based [176, 286].
in-game [951]. including [76, 613].
incompressible [885, 512, 17, 1125].
inconsistency [350, 157]. incorporates
[458]. Incorporating [731, 805]. increase
[1078]. increases [997]. incrementally
[116]. Individual [1081, 371]. indoor
[1004, 1119, 886, 971, 1010]. induced [834].
inertial [160, 1079]. Inexpensive [1119].
Inextensible [370]. inference [450].
influence [748, 847]. influencing [1071].
Information
[373, 380, 410, 418, 426, 487, 434, 448, 480,
493, 500, 507, 537, 544, 550, 626, 793, 801,
809, 817, 824, 833, 863, 868, 876, 883, 888, 931,
946, 972, 981, 988, 995, 1002, 1042, 1054, 1065,
1075, 1087, 1115, 1117, 1133, 1152, 1182, 1186,
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559, 568, 600, 607, 616, 655, 656, 661, 666,
673, 681, 711, 716, 722, 729, 738, 767, 775, 784,
622, 27, 700, 99, 1161, 971, 158, 215, 365, 507].
information-rich [158].
information-theoretic [622]. informed
[208]. Inhomogeneous [348]. ink
[1164, 913]. inpainting [1191]. insect [896].
insects [836]. inserting [429]. inspired
[845, 866, 763, 514, 639]. installation [1107].
instance [1019, 1045, 1199]. instruction
[856]. instructions [26]. instructors [951].
instrument [1107]. integrated
[145, 364, 159]. Integrating [141, 526].
integration [69]. intelligence [825].
Intelligent
[1034, 797, 825, 1093, 290, 413, 242, 490].
intensity [858]. interactant [361].
Interacting [951]. Interaction
[769, 850, 16, 546, 1049, 208, 790, 648, 978,
949, 369, 847, 166, 753, 770, 382, 104, 1036,
1194, 503, 1072, 458, 328, 216, 992, 286, 23,
483, 1112, 554, 372, 1095, 921, 631, 1173,
1073, 1037, 243, 44, 1177, 639, 1062, 994].
interactions
[987, 320, 367, 1038, 828, 420, 161].
Interactive
[304, 723, 202, 170, 776, 709, 1061, 1078, 885,
90, 138, 384, 1023, 650, 676, 892, 959, 563,
459, 534, 565, 528, 312, 580, 397, 207, 303,
128, 678, 679, 461, 977, 571, 284, 263, 45,
388, 835, 363, 399, 1000, 1107, 618, 751, 153,
1040, 266, 1050, 705, 1168, 712, 37, 76, 958,
631, 694, 172, 22, 688, 63, 762, 763, 862, 490].
interactivity [492]. Interconnecting [663].
Interest [718, 222]. Interest-driven [718].
interface [214, 897, 686, 606, 356, 166, 1161,
898, 719, 366]. interfaces [174]. interfacial
[197]. international [1043]. interpolation
[405, 86, 194, 519, 46, 957]. interpreter
[1037]. intersection [605, 151]. interview
[987]. intestinal [1141]. intrinsic [68].
Introducing [536, 451]. Introduction
[175, 317, 162]. intuitive [328, 142].
invasive [402]. inverse

[219, 73, 1094, 188, 1046, 455, 667].
Inversion [1113, 1190]. Investigating [839].
investigation [38]. Inviscid [17]. involving
[223]. iridal [751]. Iris [954]. ISBN [102].
isogeometric [1169]. isometric [606]. Issue
[218, 373, 380, 410, 418, 426, 487, 434, 448,
480, 493, 500, 507, 537, 544, 601, 550, 559, 568,
600, 607, 616, 626, 655, 656, 661, 666, 673, 681,
711, 716, 722, 729, 738, 767, 775, 784, 793, 801,
809, 817, 824, 833, 863, 868, 876, 883, 888, 931,
946, 972, 981, 988, 995, 1002, 1042, 1054, 1065,
1075, 1087, 1115, 1117, 1133, 1152, 1182, 1186,
502, 545, 800, 411, 481, 488, 494, 501, 538, 551,
560, 608, 717, 323, 728, 730, 774, 782, 785].
Issue
[794, 802, 982, 996, 989, 1076, 1116, 442, 317,
271, 1043, 947, 162, 175, 435, 617, 822, 829,
877, 884, 889, 932, 939, 973, 1144, 874, 924].
Italian [154].

Jacobian [667]. Jacobian-based [667]. jets
[739]. jigsaw [1173]. jitter [814]. job [987].
join [1141]. joint [269, 438, 910, 334, 39].
joints [819]. juggler [504, 710]. Just [742].
Just-in-time [742].

kaleidoscope [116]. Karakorum [1016].
Kernel [1029, 549]. Key [124, 1199, 26, 721].
key-frames [721]. Key-point-guided
[1199]. key-postures [26]. Key-styling
[124]. keyframe [375, 491, 1160, 937].
keyframe-based [1160]. keyframing [226].
keying [304]. keypoints [245]. Kinect
[672]. KinectTM [536]. kinematics
[219, 73, 1094, 188, 332, 455, 667]. kinetics
[289]. kinetics-assisted [289]. knowledge
[83, 878].

LabanDancer [72]. laboratory [1131, 856].
Lagrange [370]. Lagrangian [621].
Lambertian [322]. land [1025]. Landscape
[1036, 1164, 1064]. Landslide [871].
Landslide-generated [871]. lane
[647, 1104, 587]. lane-changing [587].
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Language [263, 897, 898, 397, 1037, 288, 78].
laparoscopic [735]. Laplacian
[180, 535, 348, 1077]. Large
[945, 237, 998, 1174, 688, 110, 574].
Large-Scale [945, 1174, 688, 110, 574].
laryngoplasty [270]. latency [146]. latent
[915]. lattice [403, 428, 140]. lattice-based
[428]. layer [573, 296, 393, 1070, 772].
layers [821]. layout [174, 955, 158]. layouts
[816]. leader [1069]. leaf [90, 24]. leafy
[761]. learnable [10]. learned [263, 173].
Learning
[1058, 740, 201, 1060, 958, 957, 1018, 263, 879,
1057, 948, 1033, 1047, 1089, 910, 1135, 1090,
1137, 954, 1040, 1165, 1140, 526, 852, 1017,
1122, 1108, 1005, 1067, 541, 124, 1007, 1111,
857, 940, 977, 994, 1068, 1128, 993, 630].
Learning-based [201, 958, 1090]. least
[251, 789, 720]. leaves [292]. lesion [1122].
Lessons [173, 263]. Let [710]. level
[1018, 960, 562, 558, 677, 1140, 851, 1102, 574].
level-of-detail [574]. levels [1078, 83].
Leveraging [1187]. LiDAR [854]. life
[32, 762]. lifting [596]. ligament [497].
light [1085, 723, 961, 844, 751, 825, 705, 48,
428, 967]. lighting [1026, 279]. lightning
[763]. lightweight
[1079, 971, 713, 1197, 1178]. like [67, 611].
limb [797]. Limbless [795]. limited [976].
line [1151, 1061, 199, 223, 13, 1176].
line-based [223]. linear [176, 938, 139, 116].
Linked [1136]. lion [153]. lip [232].
lip-synch [232]. liquid
[739, 708, 88, 660, 197, 462, 514]. liquids
[18]. listening [261, 987]. Literature
[878, 970]. Live [532]. LMA [118].
LMA-Effort [118]. load [1131]. Local
[986, 340, 604, 621, 86, 296, 1194, 341].
localization [844, 1189, 854, 891]. Locally
[777, 391]. Location [1137, 468, 1021, 997].
locomotion
[1085, 325, 495, 150, 199, 421, 13, 702].
locomotive [703]. locomotor [780]. logic
[342]. lookup [378]. loss [1029, 934]. low

[249, 202, 844, 906, 298, 925, 851, 123, 1203,
967]. low-budget [906]. low-cost [925].
low-dimensional [249, 202, 123]. low-level
[851]. low-light [844, 967]. low-rank [1203].
LSTM [1102]. luminance [520].

macaque [821]. machine [422, 327].
machining [327]. Macroscopic [592, 1028].
magic [1110]. magnetic [1189, 546].
maintenance [807, 369, 1059, 990].
makeup [1156, 1198]. making
[467, 526, 254, 306]. management
[208, 222, 104, 413]. Managing [236].
maneuvering [741]. manifold [879].
manipulating [1154]. manipulation
[709, 837, 850, 640, 282, 858, 345].
manipulative [244]. mannequins [112].
map [165, 925, 852]. Mapping
[62, 844, 85, 891]. maps
[167, 371, 417, 854, 259]. marionette [629].
marker [485, 420, 816]. markerless [41].
MarkerNet [1158]. markers [1158, 398].
Markov [697]. markup [288]. mask [1195].
mask-guided [1195]. massive [818].
master [913]. matching
[406, 969, 403, 300, 94, 246, 245]. material
[1000, 138, 1190, 1119, 1192, 1024, 182].
materials [732, 678, 331]. MAVE [754].
Maxwell [1189]. Maze [754]. Maze-based
[754]. me [307, 905]. mean [453].
mean-value [453]. means [1123]. measure
[29, 1101]. measurement [9]. measures
[622]. measuring [700]. mechanism
[826, 1162]. media [768, 1040, 428].
medialization [270]. mediated [753, 1036].
Medical [218, 563, 909]. medicine [404].
meditation [1112]. members [506].
mental [1099, 771]. menus [1153]. Mesh
[21, 97, 99, 177, 684, 113, 445, 790, 593, 19,
350, 476, 376, 138, 654, 848, 143, 1014, 96,
530, 134, 298, 29, 326, 1196, 875, 1098, 294,
486, 590, 665, 489]. Mesh-free [21].
mesh-graph-network [1196]. meshes
[464, 180, 562, 17, 308, 631, 713, 339, 478].
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Meshless [386, 71, 484, 928, 591]. meta
[1128]. meta-learning [1128]. metaballs
[363]. Metabots [663]. metamorphosis
[96, 40]. metaverse [1183, 1124, 1145, 786].
method [724, 1084, 185, 165, 1189, 85, 1192,
503, 1024, 955, 252, 1081, 930, 377, 715, 591,
707, 1048, 1176, 765, 1148, 140, 912].
methodology [268]. methods [8, 258].
metric [759]. Microfacet [1201].
microscopic [592]. microscopy [1041].
Microsoft [536]. mid [1040]. mid-air
[1040]. midair [1134]. middle [1041].
midpoint [69]. mindfulness [1112].
Minimal [136]. minimally [402].
minimization [1131]. minimizing [309].
minimum [259]. minimum-norm [259].
mirror [43]. miscible [354, 250, 140].
missing [398]. mission [528].
mission-based [528]. mixed [304, 648,
1074, 910, 935, 660, 786, 609, 1037, 804].
Mixing [55]. mixture [1192]. mixtures
[140]. Mobile
[873, 658, 1072, 213, 1059, 977].
Mobile-powered [873]. Mobility [659].
mocap [399]. modal [320, 1090, 904].
model [670, 45, 938, 59, 880, 910, 619, 935,
292, 956, 65, 871, 599, 652, 663, 199, 726,
916, 1162, 1192, 1009, 1050, 1028, 1168, 558,
585, 1072, 458, 928, 647, 1070, 210, 864, 239,
324, 511, 540, 780, 983, 84, 1112, 401, 1143,
161, 1011, 1170, 433, 830, 831, 587, 1125, 22,
990, 783, 1202, 542, 762, 632, 765, 1203,
1207, 482, 862, 571]. model-based
[324, 571]. model-reduced [619]. modeler
[168]. Modeling
[586, 27, 155, 82, 382, 727, 18, 1008, 243, 979,
732, 363, 736, 10, 423, 139, 299, 90, 136, 451,
517, 650, 633, 116, 220, 192, 971, 234, 421,
952, 87, 260, 1069, 922, 1048, 764, 920, 1129].
Modelling [415, 195, 629, 611, 766]. models
[249, 141, 1097, 881, 202, 672, 908, 986, 721,
376, 840, 654, 697, 203, 351, 414, 51, 247,
640, 625, 714, 41, 688]. modifying [1153].
modular [116]. MoFiM [1048].

Momentum [1190, 73, 302, 182].
momentum-based [73, 182].
Momentum-preserving [1190].
monocular [854, 891, 857, 966, 860, 42].
monotonic [86]. mood [632]. morphable
[986, 1048]. Morphing [46, 98, 273, 97, 180,
88, 194, 143, 584, 761, 20, 344, 142]. mosaic
[454, 689]. Motion
[106, 52, 879, 227, 757, 75, 123, 39, 314, 78,
117, 77, 9, 548, 536, 79, 202, 26, 118, 120,
980, 529, 189, 671, 122, 1032, 375, 703, 556,
745, 956, 1158, 369, 1136, 747, 301, 549, 731,
914, 959, 73, 752, 535, 99, 459, 685, 534, 916,
1160, 287, 274, 231, 414, 503, 577, 51, 247,
312, 163, 341, 516, 580, 719, 812, 330, 25, 13,
207, 112, 810, 334, 533, 578, 1017, 1100, 816,
302, 74, 148, 1170, 229, 576, 76, 714, 124,
1172, 1196, 315, 398, 937, 400, 860, 514, 667,
42, 579, 957, 482, 81, 630, 357, 379].
motions [776, 184, 204, 1101, 128].
motivated [301]. motivation [1078].
motivations [861]. motor [122]. mounted
[887, 873, 766]. MOUT [191, 254, 306].
movement [942, 927, 503, 100, 795, 78].
movement-based [942]. Movements
[984, 985, 132]. moving
[251, 43, 905, 658, 789, 720, 198]. MPM
[1109, 1148]. MPM-driven [1109]. MRI
[269, 821, 39]. Muddy [642]. Multi
[960, 443, 1187, 67, 393, 1163, 810, 1196, 244,
1102, 1146, 1206, 1018, 310, 32, 416, 320,
1090, 959, 335, 562, 1192, 1193, 1140, 159,
772, 1108, 823, 389, 1068, 1181].
multi-agent [1018, 1108]. multi-body
[416]. multi-character [959]. Multi-core
[443]. Multi-Decomposition [1206].
Multi-feature [1146]. multi-GPU [823].
Multi-group [810]. Multi-layer [393, 772].
Multi-level [960, 1102, 562, 1140].
multi-modal [320, 1090]. multi-object
[310, 1193]. multi-parameter [1068].
multi-perceptive [32]. Multi-resolution
[67, 244]. Multi-scale [1196, 1181].
multi-sensorial [32]. multi-species [1192].
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multi-stimulus [389]. Multi-style [1187].
Multi-temporal [1163]. multi-user [159].
multi-view [335, 1181]. Multiagent
[1194, 993, 948, 1007, 861]. multiblock [58].
multibody [1123]. multicameras [604].
multicharacter [950]. multifactor [414].
Multifinger [753]. multigrid [512, 252].
Multilayer [840, 942]. multilegged [495].
multimedia [1184]. Multimodal
[125, 141, 869, 1033, 8, 5, 904, 1030].
multimodel [1173]. multiparty [1062].
multiperspectivity [1174]. multiphase
[871]. multiphysical [764]. multiplayer
[770, 104, 503]. Multiple [61, 1187, 890, 799,
1081, 1067, 462, 937, 628, 1148].
multiple-fluid [1148]. multiplicity [657].
multipliers [370]. Multiresolution
[319, 1026]. Multiscale [375, 1127, 965].
Multitask [857]. multiuser [557].
multivariate [579]. Multiview
[849, 899, 941]. Multiview-coherent [849].
mummification [926]. murals [1165].
Muscle [1017, 82, 130]. Muscle-driven
[1017]. musculoskeletal [1170].
musculotendon [726]. museum
[1089, 1161, 1051]. museums [1097, 878].
Music [1180, 301]. musical [1107]. mutes
[1099]. Myriad [157].

NAO [825]. narrative [1038]. narratives
[861]. Natural
[79, 496, 603, 1143, 50, 897, 926, 898].
navigating [144]. Navigation
[799, 684, 606, 825, 975, 364, 890, 620, 852,
827, 1104, 390, 1005, 191, 787, 489]. nearest
[760]. needle [221]. neighbor [718].
neighbor-organizing [718]. neighbour
[760]. net [196, 1031, 1082, 914, 1035].
network [1150, 1106, 902, 1013, 1082, 1032,
842, 846, 1163, 1194, 1026, 1060, 1142, 1195,
1196, 1022, 344, 1197, 858, 1051, 1127, 965,
1146, 967, 957, 1035, 1181]. network-based
[344]. Networked [503, 313]. networking
[704]. networks

[548, 1187, 839, 1020, 991, 1205]. neural
[839, 1026, 1060, 911, 1051]. No [102, 314].
noise [496, 28]. nominal [184]. non
[1155, 1080, 322, 47, 519]. non-Lambertian
[322]. non-photorealistic [47]. non-player
[1080]. non-skin [519]. non-verbal [1155].
noncollinear [471]. nonholonomic
[741, 807]. Nonlinear [1169].
nonorthotropic [881]. nonrectangular
[1132, 1114]. nonrigid [806]. norm [259].
normal [1012]. normalization [1019, 1199].
normalized [867]. notation [72, 78]. Novel
[772, 447, 715, 891, 1173, 575, 1207]. novices
[356]. number [976]. numerical [621].
numerous [451]. NVEs [113].

object [1049, 310, 948, 709, 910, 484, 1193,
901, 473, 132, 1111, 903, 198]. objects
[208, 536, 406, 108, 139, 476, 750, 220, 382,
444, 328, 992, 413, 615, 679, 974, 664, 591,
243, 131]. obscurances [48]. observations
[703, 747]. obstacles [658]. occluded [992].
occlusion [910, 614, 217, 1021, 171].
occlusions [485, 365]. ocean
[107, 382, 808, 832]. octree [668, 701].
odometry [1079, 854]. offline [908].
On-line [13, 199]. One
[900, 1047, 1039, 396, 587]. One-shot
[900, 1047]. Online
[703, 998, 1100, 429, 1168, 541, 1171, 878, 561].
ontology [127]. open [733]. opera [1015].
optical [39, 1176, 1035]. Optimal
[837, 580, 1149]. optimisation [799].
optimising [359]. Optimization
[566, 645, 910, 815, 849, 520, 955, 890, 1081,
260, 646, 859, 665]. Optimization-based
[566]. Optimized
[117, 139, 491, 438, 721, 778, 231, 453].
optimizing [612]. ORCANet [1068]. order
[912]. ordinary [629]. Organizing
[184, 718, 1069]. orientation [309].
oriented [594, 1188, 34, 862]. out-of-core
[688]. outcomes [1093]. outdoor [9, 347].
outline [1156]. overactuated [781].
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overview [400]. OVS [1035]. OVS-Net
[1035]. Oz [126].

P2P [718]. packets [859]. packing [826].
pages [102]. Paint [409, 45, 91, 523].
Paint-on-glass [409]. painted [1171, 242].
Painterly [498]. painting [1164, 913].
paintings [1191, 1051]. palpation [187].
panel [44]. panorama [564]. Panoramas
[52]. Paper [502, 192]. paper-cut [192].
Papers [218, 561, 162]. paradigms [986].
Parallel
[963, 612, 1022, 171, 798, 512, 351, 1014, 443].
Parallel-branch [1022].
Parallel-optimizing [612]. parameter
[1068]. parameterization
[97, 430, 143, 326, 1149]. parameters
[118, 1023]. Parametric [445, 244].
parametrization [698]. parametrized
[531]. parsimonious [780]. part [986, 1043].
part-based [986]. participating [428].
Particle [790, 464, 483, 372, 1130, 513, 515,
963, 885, 668, 623, 731, 543, 615, 930, 161,
1125, 795, 646, 962, 567, 1126, 764, 1204].
Particle-based
[464, 483, 372, 1130, 963, 795, 764].
Particle-mesh [790]. particles [594].
partition [562]. partitioning [745, 105].
PASCAL [325]. passive [557]. Patch
[1191, 194, 899]. patch-based [194].
Patches [296]. Path
[1067, 165, 522, 289, 235, 496, 61, 685, 1162,
971, 827, 133, 456, 646, 400, 1205, 379].
path-based [289, 61]. pathfinding [443].
patient [565, 221]. patient-specific [565].
Pattern [945, 516]. patterns [734, 353].
pavement [664]. pavilions [1013]. PC
[157]. PCMD [632]. PDE [724, 19].
PDE-based [724, 19]. pedestrian
[648, 353, 1009, 239, 509].
pedestrian-vehicle [1009]. pedestrians
[84]. peer [818, 258, 157]. peer-to-peer
[818, 258, 157]. Pencil [524, 846]. people
[307, 41]. per-joint [438]. Perception

[773, 145, 951, 83, 229]. perceptions [813].
perceptive [32]. Perceptual
[291, 671, 814, 999, 689, 360, 727].
Perceptually [466, 340, 301]. Performance
[274, 425, 1131, 445, 797, 3, 663, 697, 1015,
391, 566, 1086, 158, 519, 1147].
performance-based [1147].
performance-captured [445].
Performance-driven [274, 425, 3].
performance-sensitive [797].
performances [696, 539]. PerimetryNet
[1127]. peripheral [911]. Person
[604, 978, 1199, 1146, 900]. personalities
[805]. Personality
[1105, 137, 33, 2, 585, 733, 632].
personality-characterized [632].
Personalized [1156, 1009, 83, 632, 395].
Perspective [241, 786, 727, 259].
Perspective-aware [241]. perspectives
[557]. pet [1072]. PFM [1148]. Phaneros
[818]. phase [462]. phenomena [791].
Philippe [102]. Photo [1206, 664].
photograph [637]. photographs [1057].
photon [85]. Photorealistic [460, 417, 47].
PhyCoVIS [936]. Physical [706, 1170, 908,
936, 119, 750, 597, 458, 928, 23, 591].
Physical-based [706]. Physically [98, 521,
179, 473, 24, 613, 763, 141, 472, 252, 345].
Physically-based [24, 613]. physics
[548, 691, 325, 1094, 1202]. physics-based
[548, 1202]. Physiological [271, 834, 911].
Physiologically [256]. physiology [82].
piano [539]. picture [132]. piecewise [918].
PIK [202]. pilot [925, 1147]. pipeline [983].
pipelines [552]. Pipelining [704]. pipes
[1159]. PIPformers [1191]. Piying [554].
planar [43]. plane [1079]. plane-based
[1079]. planners [379]. Planning
[620, 490, 165, 522, 235, 496, 1162, 348, 872,
971, 444, 827, 133, 810, 1104, 1067, 400].
planning-based [872]. plant [24]. plants
[776]. plastic [255]. platform
[126, 797, 364, 413]. plausible [466]. play
[554]. player [1080, 813]. players [733].
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plotting [1100]. plotting-dynamic [1100].
plume [749]. Point [1120, 919, 98, 225,
1192, 1024, 223, 1021, 20, 1199].
point-constraints [225]. point-sampled
[98, 20]. Points [686, 1137, 976].
Points-based [686]. Poisson
[1132, 512, 1114]. polarized [938]. policies
[657]. polite [527]. Politeness [492].
polycube [97]. polycube-based [97].
polygonal [351, 614, 583, 339]. polynomial
[918]. Pompeii [55]. Populating
[768, 589, 237]. Porous [518, 732]. portals
[105]. portrait [1034]. Pose [430, 291, 177,
378, 812, 1092, 958, 1022, 1098, 860].
pose-editing [177]. poses [653]. posing
[686, 892]. Position
[675, 479, 791, 644, 723, 1118, 534, 640, 929].
Position-based [675, 479, 791, 640, 929].
positional [848]. positioning [759].
positive [1112]. possible [777, 131]. POST
[1188]. postproduction [878]. postural
[987]. posture [980, 27, 219, 815]. postures
[26, 27]. potential [15]. power [832, 1078].
Power-VR [1078]. powered [873].
powerlifters [1078]. Practical [403, 463].
Pre [1138, 1205]. pre-trained [1205].
Pre-training [1138]. precise [837].
precision [1179]. Precomputing [190].
predator [828]. Predictable [691].
Predicting [870, 398, 662]. prediction
[1058, 1025, 871, 1103, 916, 1194, 1167, 1012,
1172]. Predictive [721, 145]. preference
[468]. prefetching [146]. preparation [603].
presence [106, 369, 750, 754]. presentation
[1164]. preservation [629, 486, 590].
preserved [47]. preserving
[59, 788, 1190, 456, 474]. Pressure
[295, 469]. prey [828]. primitives [122, 625].
principal [719]. priority [962]. proactive
[850]. probabilistic [249, 33, 477, 553].
problem [1010]. Procedural
[1013, 495, 517, 153, 260, 952]. procedure
[497]. process [823, 913]. processes
[764, 579]. professional [1057].

professionals [943]. profiles [127].
programming [33, 81]. Progressive
[96, 705, 200, 713, 875]. project [72].
projection [76, 707]. promotes [1121].
propagation [938, 1119, 638].
propagation-based [938]. proper [1142].
property [865]. prosodic [79]. Prototype
[1188]. Prototype-oriented [1188].
prototypical [1011]. Provision [369].
proximity [351, 1193, 1095, 337]. proxy
[700]. Pseudo [292, 1154, 138].
Pseudo-dynamics [292]. pseudo-haptic
[1154]. PSO [990]. PSO-BPNN [990].
psycholinguistics [1173]. Psychological
[84, 511]. public [215]. pulling [1007].
pulmonary [38]. puncture [221]. Pupil
[999]. puppet [1121]. puppetry [770].
pursuit [1044]. pursuit-evasion [1044].
pyramid [1031]. pyramids [1123].

quad [1083]. quad-remeshing [1083].
quadrangulation [275]. quality [165, 205].
quantitative [439]. Quartz [191]. quasi
[166]. quasi-tangible [166]. quaternion
[581].

R [1028]. R-CTM [1028]. race [456]. racer
[456]. racing [733]. radio [54].
radio-frequency [54]. RAIF [1090].
raindrops [417, 461]. random [853].
randomized [1025, 712]. range [262]. rank
[1203]. Rapid [570, 515, 1148]. rapidly
[746]. rates [320, 751]. ratio [1154]. raw
[1158]. ray [960, 265, 555, 701]. ray-tracing
[960]. RBF [344]. re [604, 1146, 900].
re-identification [604, 1146, 900]. reaction
[186, 1094, 1177]. reactive [423, 73, 850].
ready [983, 830, 831]. Real
[432, 594, 399, 152, 573, 71, 92, 385, 278, 502,
708, 65, 522, 484, 1159, 150, 346, 695, 928,
210, 640, 144, 578, 37, 91, 206, 683, 315, 567,
305, 331, 591, 783, 860, 193, 909, 338, 440,
108, 880, 464, 392, 165, 641, 703, 107, 1103,
460, 451, 517, 1193, 223, 188, 55, 13, 417, 95,
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435, 124, 14, 865, 896, 762, 662, 965, 804].
real-life [762]. Real-time
[432, 594, 399, 152, 573, 71, 92, 385, 278, 502,
708, 65, 522, 484, 1159, 150, 346, 695, 928,
210, 640, 144, 578, 37, 91, 206, 683, 567, 305,
331, 591, 860, 193, 909, 338, 440, 108, 392,
165, 641, 703, 107, 1103, 460, 451, 517, 1193,
188, 13, 417, 95, 435, 124, 14, 896, 965, 804].
Real-virtual [783]. Realistic
[732, 107, 147, 1006, 525, 615, 636, 523, 1027,
387, 963, 155, 612, 85, 1119, 1184, 755, 558,
757, 133, 372, 510, 1145]. realities [978].
reality [1085, 1131, 1058, 214, 268, 304, 723,
834, 432, 887, 1074, 797, 1155, 910, 943, 1157,
1107, 369, 906, 803, 378, 1079, 347, 821,
1072, 950, 992, 786, 54, 970, 360, 1039, 213,
1141, 1112, 162, 1059, 102, 1145, 1071, 1172,
891, 1037, 977, 909, 44, 1185, 365, 804, 769].
reality-based [797, 1145]. really [1154].
realm [1124]. rear [76]. reasoning [527].
reassignment [1200]. rebirth [1107].
receptive [1045]. recognition
[1150, 1049, 263, 1183, 902, 980, 432, 31, 399,
1188, 840, 1136, 752, 954, 1163, 1140, 757,
696, 1034, 1021, 1059, 953, 1197, 1020, 1073,
990, 994, 1128]. recoloring [886].
Reconstructing [672]. reconstruction
[532, 1135, 43, 1016, 549, 1159, 1014, 322,
806, 154, 540, 1170, 976, 497, 857, 923, 860,
542, 42, 474, 1181, 395, 571]. redirected
[1174]. redirection [1103]. reduce [621].
reduced [1183, 619, 420, 816]. reduction
[811]. reenactment [1199]. refined [377].
refinement [1163, 609, 1126]. reflection
[132, 542]. reflective [417]. refraction
[790, 206]. refractions [708]. refractive
[417]. Region [1096, 364, 94, 519, 624, 142].
region-based [142]. regions [3, 849].
regression [549, 772]. regulate [337].
reinforcement
[1018, 948, 1089, 1017, 1108, 1005, 1111, 940].
rejuvenation [36]. related [747, 313].
relational [291]. relationships [744].
relative [869]. relief [955, 1012, 921].

Relighting [520]. remapping [1174].
remeshing [431, 1083, 1046]. Remote
[57, 753]. removal [756, 1195]. Render
[961]. Render-based [961]. renderer [922].
Rendering [50, 1164, 141, 438, 262, 790, 108,
736, 319, 573, 8, 185, 155, 498, 107, 402, 521,
320, 708, 846, 85, 470, 101, 58, 346, 391, 555,
1086, 1046, 144, 417, 18, 95, 355, 47, 87, 206,
428, 664, 649, 339, 688, 1201, 574]. repair
[694]. Repairing [350]. representation
[450, 660, 1030, 398, 1146, 574].
representing [752]. reprojection [564].
Research [1021, 1059, 423, 873]. residual
[1082, 1195, 1128]. resolution
[706, 67, 680, 1166, 397, 1060, 244, 610].
Resolving [910]. respiration [338].
respond [659]. response [195, 1205].
responses [834, 307]. responsible [526].
Responsive [261]. Restoration [554].
retargeting [106, 914, 959, 391, 394, 321].
retargetting [341]. retexturing [93].
retrieval [622, 1082, 1029, 853, 533, 1011,
576, 904, 714, 78, 482]. reusing [209].
revealing [547]. Review
[102, 920, 944, 498, 970, 771, 974, 878].
reviewing [1147]. RGB
[723, 1159, 752, 860, 903, 571]. RGB-D
[723, 1159, 903, 571]. rhesus [821].
rhinoplasty [348]. rhythmic [153]. rich
[897, 158]. richer [547]. Riemannian [879].
rig [690]. rig-space [690]. Rigging
[352, 277, 447]. Rigid [514, 777, 675, 731,
933, 286, 377, 679, 246, 282, 331].
rigid-body [675, 933].
Rigid-motion-inspired [514]. ripening
[1175]. Ripple [443]. Rippling [1036]. river
[281]. RLP [1079]. RLP-VIO [1079]. road
[1207]. roadmaps [553]. robot [1050, 1062].
robotic [635]. robots [807, 799]. Robust
[262, 844, 815, 779, 562, 1079, 172, 20, 485,
912]. rods [370]. Role [940, 31, 1040, 1069].
Role-based [940]. Rom [621]. rope [1111].
rotation [309, 101, 602].
rotation-minimizing [309]. rough [1047].
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RPG [1178]. Ruihetu [1040]. rule
[907, 997]. runtime [1044]. rural [558].

saccade [1103]. saccadic [1103]. safety
[1172]. saliency [1058, 375]. salient
[520, 903, 245]. sampled [98, 592, 20].
samples [1128]. sampling
[796, 194, 653, 665]. sandstorm [179].
Sasang [1105]. saturation [518].
scaffolding [1165]. scalable
[443, 222, 726, 144, 157]. scalar [469, 706].
Scale [945, 854, 1163, 1196, 1174, 688, 110,
574, 1181, 245]. Scale-aware [854].
SCANET [1030]. scanning [1097, 396].
scans [742, 293, 168, 395]. scared [999].
scattering [206]. scenario [528, 588, 993].
scenarios [263]. scene
[1085, 1074, 1121, 1194, 206, 858, 919].
scene-enhanced [1194]. scenes
[960, 155, 408, 998, 1006, 1193, 1015, 558, 55,
95, 699, 429, 867, 574]. scheduling [646].
scheme [406, 222]. school [1041]. science
[423]. scissor [819]. SCPA [1031].
SCPA-Net [1031]. scratches [692]. screen
[790, 708, 158, 76]. screen-space [708].
Screwing [862]. scribbles [1047].
sculpting [56]. SDF [660]. SDM [1203].
Search [443]. searching [712]. secondary
[1196]. Segmentation
[725, 879, 1045, 1157, 956, 901, 530, 577, 712,
715, 964, 965, 919, 862, 1035].
Segmentation-based [725]. Seismic [1004].
selected [691]. selection [700]. selective
[415]. Self
[1031, 361, 748, 757, 997, 1069, 643].
self-adaptive [643]. Self-calibrated [1031].
self-disclosure [361, 748]. self-location
[997]. self-organizing [1069]. Semantic
[1091, 994, 572, 1015, 589, 533, 904, 964, 966,
1020, 965, 919]. semantic-driven [1015].
semantic-guided [1020]. Semantic-text
[1091]. semantics [903]. semi
[621, 698, 769, 1096, 891]. semi-automatic
[698]. semi-dense [891]. semi-Immersive

[769]. semi-Lagrangian [621].
semi-supervised [1096]. sensing [150].
sensitive [797, 376]. sensor [1010, 571].
sensor-based [1010]. sensorial [32].
sensors [9, 160, 980, 549, 806, 546, 570].
sentiment [1030]. sequence [602, 875].
sequences [310, 445, 593, 152, 350, 375, 135,
752, 99, 459, 530, 602, 148, 131]. sequential
[680]. serious [1110, 1165, 588, 413]. server
[663]. Service [984]. services [216].
sessions [1078]. set
[1183, 420, 830, 831, 1172]. SeTGAN [1091].
sets [821]. settings [762]. shader [279].
shadow [1121, 554, 259]. shadowing
[303, 95]. Shape
[836, 47, 238, 345, 622, 406, 405, 59, 887, 90,
870, 149, 403, 227, 341, 300, 1092, 997, 246,
1022, 282, 595, 920, 1129, 294, 590, 1149].
Shape-constrained [836, 238, 887].
shape-controllable [595].
shape-preserving [59]. shapes [412].
shared [367, 503, 804]. Sharp [945]. Shear
[101, 253, 864]. Shear-rotation-warp [101].
shell [183, 278, 285, 518, 649]. short [776].
shot [1047, 954, 900]. sickness [911]. sign
[397, 1037, 288]. signals [4]. Silhouette
[76, 277]. Silhouette-based [76]. similarity
[1188, 1101, 229, 714]. Simple [351].
simplification [117, 308]. simplified [935].
simulate [163, 864]. simulated [987].
Simulating [276, 743, 543, 509, 510, 880, 82,
330, 1141, 1125]. Simulation
[734, 739, 388, 983, 984, 221, 462, 683, 1044,
140, 1018, 269, 644, 36, 176, 657, 371, 267,
881, 648, 938, 1025, 594, 1004, 691, 358, 944,
887, 820, 2, 839, 926, 619, 476, 935, 885, 385,
251, 353, 384, 402, 612, 668, 1063, 1189, 746,
289, 1190, 796, 119, 1023, 465, 484, 512, 346,
1113, 669, 565, 651, 690, 1006, 348, 1009,
386, 473, 1028, 234, 1024, 364, 647, 1070,
505, 252, 463, 210, 852, 133, 511, 144, 583,
771, 693, 735, 772, 1169, 592, 1123, 758, 483,
615, 791, 570, 17, 930, 401, 372, 435, 823,
1171, 518, 91, 760, 69, 436, 24, 497, 694, 832].
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simulation [795, 646, 649, 14, 1069, 866,
896, 1126, 1175, 305, 297, 331, 707, 1202,
523, 383, 909, 1027, 1102, 327, 1041, 1068,
1204, 1148, 198, 253, 1179, 387, 1088, 440].
Simulation-as-a-Service [984].
Simulations [945, 67, 751, 191, 254, 306].
simulator [118, 586, 255, 403, 733, 911].
simulators [268]. Simultaneous
[628, 844, 891]. Single [475, 1014, 952, 573,
614, 695, 1011, 1064, 1195, 519, 920, 1181].
single-depth [614]. Single-image [1014].
single-layer [573]. Single-view [952].
singularity [420]. singularity-free [420].
site [55]. situ [327]. Situation [342].
situational [1044]. size [31, 158]. sized [57].
Skeletal [848, 82, 1098]. Skeleton
[1018, 1140, 593, 902, 752, 1163, 315, 1020,
129, 957]. skeleton-based
[902, 752, 1163, 1020]. skeleton-driven
[593]. Skeleton-level [1018].
skeletonization [377]. skeletons [638].
Sketch
[887, 842, 922, 356, 654, 1034, 576, 991].
Sketch-based [887, 842, 922, 654].
Sketch2VF [842]. sketching [275]. Skill
[630]. skin [36, 280, 430, 149, 1122, 519, 865,
130, 297, 248]. skinning
[725, 581, 296, 134, 200, 377, 865, 129, 196].
Sky [756, 206]. SLAM [966, 1010]. sliding
[297]. slope [1027]. small
[897, 509, 830, 831, 1010]. smoke
[92, 385, 89, 668, 289, 749, 595, 198].
Smooth [339]. smoothed [1130, 513, 515,
885, 623, 543, 615, 930, 1125, 962, 567, 1126].
smoothed-particle [615, 567]. smoothing
[756]. smoothing-based [756].
smoothness [469, 1096]. Snap [254]. snow
[649]. soap [652]. Social [748, 698, 768, 467,
586, 307, 674, 599, 750, 633, 527, 1193, 1050,
1194, 239, 509, 1102, 762]. socially
[361, 526]. SocialVis [1193]. socket [819].
soft [170, 384, 640, 693, 401, 1067, 433, 22].
soft-fabrics [384]. soft-touch [170].
software [162]. soils [1109]. solid

[619, 660, 483, 161, 372, 462, 331, 387].
solids [513, 70, 731, 16]. solution
[881, 1158, 781]. solutions [611]. solver
[1132, 512, 1114, 962]. solving [1158].
somatosensory [1107]. song [6]. SOR
[962]. sound [141, 1119, 933, 100, 808].
Source [1011, 723]. Source-enhanced
[1011]. sourcing [698]. South [944]. Space
[444, 11, 572, 790, 915, 325, 745, 708, 531,
430, 534, 690, 555, 970, 852, 112, 321, 456,
653, 245, 357, 920]. Space-time [444, 11].
spaces [123]. SpaceTime [634]. sparse
[549, 1030, 398]. sparse- [1030]. Spatial
[309, 353, 966, 1126, 226, 1110, 385, 1189, 599,
750, 1014, 1160, 1039, 457, 861, 1179, 846].
Spatial-temporal [353, 1160]. Spatially
[1104]. spatio [706, 1060]. spatio-temporal
[706, 1060]. Spatiotemporal [535]. Special
[218, 271, 502, 1043, 175, 435, 567, 317].
species [1192]. specific
[1131, 565, 602, 221]. Specifying [4].
spectral [331]. specular [542]. speech
[263, 30, 835, 969, 51, 204]. speed [927].
Speeding [476]. SPEM [185]. SPH [295,
788, 612, 796, 286, 864, 305, 643, 798, 1204].
sphere [472]. spherical [143, 417]. spider
[845]. splatting [470]. spline [918, 433, 917].
Split [1141, 285]. sports [1197]. spray [853].
spring [59]. sprites [155, 618]. square
[246, 720]. squares [251, 789]. SRNPD
[846]. Stable [186, 355, 1113, 615, 636, 1203].
standing [815]. stapled [1141]. State
[1118, 529, 498, 422, 452]. state-aware [452].
State-of-the-art [1118, 498]. states [233].
static [496]. stationary [658, 1056].
statistical [745, 347]. SteerBench [316].
steering [657, 359, 199, 342, 316]. step
[421, 662, 357]. step-by-step [421]. stereo
[899, 941, 217, 1056, 173]. stereographic
[557]. Stereoscopic [1000, 408, 770, 1056].
stiffness [779, 300]. stimulus [389].
stochastic [358, 1120]. stone [1123].
storytelling [770]. strain [46]. strategies
[217, 171]. strategy [658, 827]. Streaming
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[610, 113, 875]. street [61, 558, 664].
street-level [558]. strength [869]. string
[845, 578]. strings [446]. strokes [75].
Struct2Hair [1129]. structural [393].
structure [668, 465, 486, 611]. structured
[598]. structures [819, 745, 582, 921, 867].
student [1131]. study [834, 951, 925, 1039,
258, 760, 14, 1037, 1008, 1185, 1128, 1147].
Style [228, 1187, 430, 1080, 124, 1198].
StyleGANs [1047]. styling [124].
stylization [846]. Stylized
[204, 279, 167, 355, 664]. Subdivision
[431, 611]. subjects [1184]. subsampling
[900]. subspace [1146, 486]. subspaces
[228]. Subtle [692]. suite [316].
summarization [475]. sums [517]. super
[1060]. super-resolution [1060].
Supervised [765, 1096, 904]. support
[160, 997]. supported [127]. Supporting
[1177]. Surface
[945, 857, 245, 262, 59, 870, 623, 470, 806,
132, 1060, 759, 518, 542, 474, 766].
surface-based [766]. surface-deformable
[59]. surfaces [98, 1083, 660, 220, 322, 638,
540, 68, 172, 610, 611]. Surgeries [683, 694].
surgery
[416, 1189, 255, 403, 505, 693, 735, 983].
surgical [268, 402, 497]. surrogates [635].
surrounds [905]. surveillance [1074].
survey [423, 213, 1124]. suturing [909].
swarm [799, 646, 896]. swarm-adaptive
[799]. sweeps [203]. swept [472].
Symmetric [293, 635, 1149]. synch [232].
synchronized [37]. synergy [781].
synergy-based [781]. Synthesis
[142, 77, 249, 79, 202, 1019, 26, 1106, 479,
122, 745, 502, 199, 194, 393, 849, 1120, 1160,
287, 755, 51, 247, 516, 580, 719, 397, 204, 123,
603, 456, 124, 808, 240, 857, 244, 595, 913,
288, 343, 564, 579, 241, 357]. Synthesising
[1166]. synthesizer [26]. Synthesizing
[945, 5, 950, 869]. Synthetic [360, 814, 437].
system [485, 942, 1074, 359, 416, 1090, 676,
348, 328, 54, 404, 696, 191, 497, 694, 832,

795, 990, 1048, 1177, 182, 327, 561, 539, 966].
systematic [970]. systems
[769, 213, 76, 39, 44].

t [535]. table [378]. tabletop [166, 159].
tactile [949, 905]. Tai [26]. Taking
[1175, 50]. talk [702]. talking [1166].
tangible [536, 166, 554]. Target
[197, 929, 1059, 1179]. Target-driven
[197, 929, 1179]. task [1131, 34, 490]. tasks
[850, 1108]. teaching [1000, 1168]. tearing
[446]. technique [992, 799]. techniques
[1085, 113, 8, 498, 527, 133, 735, 760].
technological [786]. technologies
[109, 213, 1145, 1147]. technology
[1107, 1040, 162, 102]. tele [634].
tele-conference [634]. teleported [634].
telepresence [753, 635]. template [447].
template-based [447]. Temporal
[135, 194, 262, 706, 353, 454, 1160, 1163, 530,
1060, 1092, 344, 1200]. terrain
[408, 1086, 1064]. terrains [477]. test
[605, 151]. testing [1123]. tetrahedral
[294, 665]. tetrahedralization [960].
tetrahedralization-based [960]. text
[907, 1029, 1091, 740]. text-to-gesture
[907]. texton [712]. texture [1151, 477,
1061, 155, 65, 194, 614, 941, 756, 677, 47].
texture-based [677]. textures
[281, 278, 285, 221, 649, 244]. TFAN [298].
theater [696]. their [740]. theoretic
[622, 27]. theories [633]. theory [388, 1165].
therapeutic [1173]. therapist [1050].
therapist-robot [1050]. thickening [864].
thin [739, 623, 678]. threads [739]. three
[1074, 556, 540, 162, 1127, 1147].
three-dimensional [1074, 540, 1127].
three-way [556]. throwing [781]. tile
[1153]. tiled [173]. Time
[70, 299, 176, 108, 432, 594, 880, 399, 464, 152,
392, 573, 742, 185, 165, 71, 641, 703, 92, 385,
107, 278, 502, 320, 708, 65, 522, 1103, 484,
460, 451, 517, 1159, 150, 346, 534, 1193, 695,
444, 223, 928, 29, 188, 210, 827, 640, 13, 11,
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144, 578, 1100, 37, 417, 95, 435, 254, 306, 396,
91, 124, 206, 683, 14, 896, 315, 567, 305, 331,
591, 860, 193, 909, 1177, 965, 804, 338, 440].
time-based [827]. Time-critical [70, 299].
time-of-flight [396]. time-variant [29].
time-varying [320]. tissue
[640, 693, 401, 433, 22]. titration [856].
TMSDNet [1181]. together [119]. tomato
[1175]. tomography [1045, 38, 1035]. tool
[936, 232, 412, 44]. toolkit [1153]. Tooth
[1045]. topic [956, 482]. topological
[106, 350]. Topologically [761]. Topology
[720, 422, 282]. Topology-aware [720, 282].
toroidal [749]. torsional [370]. touch
[187, 170, 307]. touch-enabled [187]. Tour
[132, 1093, 63]. toy [35]. tracing [960, 701].
tracking [485, 160, 310, 980, 432, 152, 1193,
324, 1059, 1173, 765]. traditional
[1107, 663, 1165, 554]. traffic
[648, 935, 1028, 558, 585, 647, 587, 783].
trained [1205]. training
[943, 1078, 936, 1138, 597, 528, 990, 909, 1177].
traits [733]. trajectories [510]. trajectory
[405, 1138, 1194, 1138]. Trajectory-BERT
[1138]. Transductive [343]. transfer
[915, 1156, 1188, 430, 695, 352, 1012, 519,
1198, 1098, 457, 478]. Transferring [921].
transform [596]. transformation
[703, 747, 1052, 1112]. Transformer
[1181, 1160, 1198, 1207].
transformer-based [1207]. transformers
[1191, 1138]. transient [157]. transition
[207, 462]. transitions [516]. transitive
[1199]. translation [1139]. transmission
[718]. transnasal [505]. Transparent [901].
transplantation [333]. transport
[743, 751]. transportation [948, 1111].
travel [119]. tree
[650, 100, 761, 461, 699, 190, 611]. tree-like
[611]. trees [948, 451, 517]. triangle
[605, 17, 151]. triangle-to-triangle [605].
triangular [376, 180, 562, 326, 564, 478].
triplet [1029]. Tubular [326]. tumor
[1157]. tumour [54]. tuning [1138].

Turbulence [595, 385]. turbulent
[749, 755, 615, 643, 912]. twisting [776, 446].
Two [1135, 1204]. Two-hand [1135].
Two-particle [1204]. typing [1134].
typology [1105].

U [914]. U-Net [914]. UAVs [1010].
ubiquitous [397]. UEGM [389]. UGSC
[991]. UGSC-GAN [991]. ultrasound
[266, 221]. umbrella [216]. uncanny [1001].
uncertain [388, 389]. Understanding
[122, 949, 847, 1095, 858]. Underwater
[1084, 1205, 1048]. UnderwaterImage2IR
[1205]. unification [331]. unified
[465, 250, 161, 294]. Uniform [1189]. unit
[952]. units [915, 726, 1200]. unity [562].
Unity3D [1178]. universe [504].
university [1185]. unknown [1005, 1067].
unsaturated [1109]. Unsupervised
[956, 1139]. up-sampled [592]. update
[65, 699]. upper [797]. urban
[237, 260, 574]. usability [1000]. Use
[160, 1025, 943, 402]. User
[472, 991, 1085, 214, 686, 1155, 174, 1093,
1161, 1072, 159, 158, 1143, 1172, 1037].
User-guided [472, 991]. users
[598, 987, 659, 753, 898]. Using
[146, 1165, 1050, 163, 553, 1150, 9, 472, 644,
879, 622, 536, 768, 515, 776, 948, 424, 1033,
1047, 97, 573, 839, 201, 885, 745, 796, 484,
749, 293, 549, 1159, 73, 663, 496, 803, 697,
99, 143, 203, 177, 475, 527, 614, 565, 849,
770, 503, 1094, 444, 806, 1105, 1086, 635, 516,
300, 852, 799, 733, 1100, 1122, 546, 570, 1112,
1142, 1067, 1170, 396, 221, 631, 41, 713, 646,
1007, 1111, 519, 398, 990, 1200, 455, 345, 40,
1102, 1127, 142, 929, 42, 365, 482, 611, 571].
utilizing [820]. utterances [5].

validated [340, 436, 284]. validity [671].
valley [1001]. value [453]. variance [900].
Variant [1032, 29]. Variant-depth [1032].
variation [235, 579]. variational [914].
variations [106, 477, 437]. Variety [1012].
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varying [320, 1006]. VDN [1032]. vector
[923, 383]. vectorized [1207]. Vectorizing
[1149]. Vehicle [648, 1009, 994]. vein [1128].
velocity [658, 558]. venation [734, 90].
venation-based [90]. ventriculostomy
[267]. verbal [1155, 361]. verbs [136].
versatile [416, 870]. versus [1058, 873].
vessel [641, 1035]. vessels [1063, 525]. via
[1106, 1013, 1047, 945, 1193, 520, 596, 955,
578, 157, 1081, 962, 937, 282, 591, 1146,
1205, 903]. viable [742]. Video
[450, 453, 240, 40, 452, 160, 310, 1183, 152,
820, 93, 320, 181, 524, 695, 786, 1092, 921,
519, 1022, 1073, 131, 429, 900, 365, 979].
video-based [900, 365]. Video-driven
[452]. videos [1074, 901, 756, 1170, 860].
View [230, 700, 335, 158, 952, 1146, 1181].
View-dependent [230]. viewpoint [622].
views [837]. VIO [1079]. violations [1056].
Virtual
[968, 469, 361, 1016, 1099, 1121, 786, 38, 1123,
83, 997, 984, 337, 856, 564, 1085, 805, 1131,
598, 263, 233, 1058, 208, 1097, 268, 388, 504,
768, 834, 818, 835, 187, 1013, 978, 710, 32, 145,
944, 887, 951, 949, 1134, 797, 10, 1155, 466,
839, 127, 987, 416, 943, 1078, 659, 743, 237,
506, 222, 1189, 369, 606, 1137, 748, 599, 255,
367, 451, 517, 750, 905, 927, 415, 663, 847, 906,
769, 803, 265, 527, 680, 754, 1093, 770, 290,
1009, 503, 850, 597, 528, 821, 223, 328, 1086,
950, 992, 312, 163, 925, 970, 55, 589, 404, 154].
virtual [780, 810, 158, 733, 1141, 983, 1017,
313, 1001, 413, 873, 258, 625, 23, 1112, 162,
1143, 332, 582, 773, 557, 1095, 787, 1145,
631, 587, 718, 1071, 1172, 1197, 990, 783,
909, 44, 63, 762, 662, 1185, 131, 429, 561,
632, 993, 766, 804, 125, 102]. viscous
[45, 18]. Visibility [818, 756, 397].
Visibility-based [818]. visible [51]. Vision
[1010, 1191, 163, 360, 1048]. vision-based
[360]. Visual
[746, 596, 137, 1058, 30, 936, 840, 415, 1038,
1079, 503, 928, 324, 854, 832, 1127].
visual-inertial [1079]. visualization

[734, 233, 724, 963, 706, 1157, 1038, 1193,
266, 677, 1142, 39, 575, 62].
visualization-based [1157]. visualizing
[998]. visuo [122]. visuo-motor [122].
vKASS [497]. volcano [764]. Volleyball
[968]. Volume [354, 800, 8, 484, 451, 789,
101, 705, 701, 433, 221]. volumes [472].
Volumetric
[486, 472, 565, 348, 705, 38, 37, 923]. Vortex
[668]. vortices [749]. vorticity [385, 934].
VR [968, 1153, 1078, 612, 364, 157, 76, 862].
VR-systems [76]. VRCAI’08 [323].
VRCIA [175].

wagging [87]. wake [755]. Walk [702].
walking [905, 927, 112, 41, 1174, 662].
walkthrough [146, 61]. walkthroughs
[205]. wall [641, 1071]. wall-following
[1071]. warp [101]. warping
[405, 531, 1100, 401]. water
[642, 746, 623, 382, 1036, 132, 1060, 483, 921,
518, 857, 859, 193, 243, 383].
water-mediated [1036]. waterfall [155].
watering [384]. waters [50]. watery [91].
Wav2Lip [1166]. Wav2Lip-HR [1166].
Wave [945, 938, 871, 859]. wavelet
[496, 596, 407]. wavelet-based [407]. waves
[107, 382, 1060, 808, 383]. way [273, 556].
weakly [1096]. web [845, 216].
web-inspired [845]. Web-services [216].
Web3D [998, 713]. weight [1154, 1084].
Weighted [341, 721, 188]. wet [779].
wetting [791]. wheeled [658]. whole [606].
whole-body [606]. wild [1166, 1062].
Wiley [102]. wind [292, 87, 832]. window
[1056]. wire [345]. wireframe [355].
wireless [213]. wisp [210]. withering [473].
Wizard [126]. Wizard-of-Oz [126]. wolf
[890]. work [1154, 423]. workplaces [215].
world [388, 1110, 786]. worlds
[119, 663, 718]. wound [393]. wrestling
[422]. wrinkles [392, 613].

X [978]. X-person [978]. XR [1147]. xvi
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[102].

years [951]. York [102]. yuzen [1171].
yuzen-dyeing [1171].

zone [260]. Zoom [992]. Zoom-fwd [992].
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Julio C. S. Jacques, Jr., and Adriana
Braun. Using computer vision to simu-
late the motion of virtual agents. Com-
puter Animation and Virtual Worlds,
18(2):83–93, May 2007. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Leung:2007:DED

[164] Hoi-Chau Leung and Kin-Chuen Hui.
Deformation by examples: a density
flow approach. Computer Animation
and Virtual Worlds, 18(2):95–105, May
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Geraerts:2007:CMM

[165] Roland Geraerts and Mark H. Over-
mars. The corridor map method: a
general framework for real-time high-
quality path planning. Computer Ani-
mation and Virtual Worlds, 18(2):107–
119, May 2007. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Lee:2007:BIQ

[166] Jangho Lee, Jun Lee, HyungSeok Kim,
and Jee-In Kim. Believable interac-



REFERENCES 42

tion with a quasi-tangible tabletop in-
terface. Computer Animation and Vir-
tual Worlds, 18(2):121–132, May 2007.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Adabala:2007:CAG

[167] Neeharika Adabala, Manik Varma, and
Kentaro Toyama. Computer aided
generation of stylized maps. Com-
puter Animation and Virtual Worlds,
18(2):133–140, May 2007. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Seo:2007:BMB

[168] Hyewon Seo, Frederic Cordier, and
Kyunghi Hong. A breast modeler based
on analysis of breast scans. Com-
puter Animation and Virtual Worlds,
18(2):141–151, May 2007. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Magnenat-Thalmann:2007:Ea

[169] Nadia Magnenat-Thalmann and Daniel
Thalmann. Editorial. Computer An-
imation and Virtual Worlds, 18(2):i,
May 2007. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Chen:2007:IST

[170] Hui Chen, Hanqiu Sun, and Xiaogang
Jin. Interactive soft-touch dynamic de-
formations. Computer Animation and
Virtual Worlds, 18(3):153–163, July
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Xiong:2007:PSO

[171] Hua Xiong, Haoyu Peng, Aihong Qin,
and Jiaoying Shi. Parallel strate-
gies of occlusion culling on cluster of

GPUs. Computer Animation and Vir-
tual Worlds, 18(3):165–177, July 2007.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Wong:2007:RCC

[172] Wingo Sai-Keung Wong and George
Baciu. Robust continuous collision de-
tection for interactive deformable sur-
faces. Computer Animation and Vir-
tual Worlds, 18(3):179–192, July 2007.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

vanderSchaaf:2007:LLB

[173] Tom van der Schaaf, Desmond Ger-
mans, Henri E. Bal, and Michal
Koutek. Lessons learned from build-
ing and calibrating the ICWall, a stereo
tiled display. Computer Animation and
Virtual Worlds, 18(3):193–210, July
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Green:2007:ADL

[174] Mark Green and Wai Leng Lee. Au-
tomatic design and layout of 3D user
interfaces. Computer Animation and
Virtual Worlds, 18(3):211–224, July
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Sun:2007:GEI

[175] Hanqiu Sun, Enhua Wu, and George
Baciu. Guest Editors’ introduc-
tion: special issue on ACM VRCIA
2006. Computer Animation and Virtual
Worlds, 18(3):i–ii, July 2007. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).



REFERENCES 43

Bender:2007:IBD

[176] Jan Bender. Impulse-based dynamic
simulation in linear time. Computer
Animation and Virtual Worlds, 18
(4–5):225–233, September/December
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Lee:2007:MPE

[177] Tong-Yee Lee, Chao-Hung Lin, Hung-
Kuo Chu, Yu-Shuen Wang, Shao-Wei
Yen, and Chang-Rung Tsai. Mesh
pose-editing using examples. Computer
Animation and Virtual Worlds, 18
(4–5):235–245, September/December
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Lu:2007:AE

[178] Difei Lu, Xiuzi Ye, and Guomin Zhou.
Animating by example. Computer An-
imation and Virtual Worlds, 18(4–5):
247–257, September/December 2007.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Liu:2007:PBA

[179] Shiguang Liu, Zhangye Wang, Zheng
Gong, Lei Huang, and Qunsheng Peng.
Physically based animation of sand-
storm. Computer Animation and Vir-
tual Worlds, 18(4–5):259–269, Septem-
ber/December 2007. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Hu:2007:DLM

[180] Jianwei Hu, Ligang Liu, and Guozhao
Wang. Dual Laplacian morphing for
triangular meshes. Computer Anima-
tion and Virtual Worlds, 18(4–5):271–
277, September/December 2007. CO-

DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Lee:2007:CV

[181] Eun-Jung Lee, Ji yong Kwon, and In-
Kwon Lee. Caricature video. Computer
Animation and Virtual Worlds, 18
(4–5):279–288, September/December
2007. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Zeng:2007:MBD

[182] Ya-Lun Zeng, Charlie Irawan Tan,
Wen-Kai Tai, Mau-Tsuen Yang,
Cheng-Chin Chiang, and Chin-Chen
Chang. A momentum-based defor-
mation system for granular mate-
rial. Computer Animation and Virtual
Worlds, 18(4–5):289–300, September/
December 2007. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Huang:2007:GBS

[183] Jin Huang, Xinguo Liu, Haiyang Jiang,
Qing Wang, and Hujun Bao. Gradient-
based shell generation and deforma-
tion. Computer Animation and Virtual
Worlds, 18(4–5):301–309, September/
December 2007. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Park:2007:OMN

[184] Min Je Park and Jieun Cho. Orga-
nizing motions with a nominal descrip-
tion. Computer Animation and Virtual
Worlds, 18(4–5):311–318, September/
December 2007. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).



REFERENCES 44

Garcia:2007:SNH
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[333] Jochen Süßmuth, Michael Zollhöfer,
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M. Parenthoën, and J. Tisseau. Fuzzy

cognitive maps for the simulation of in-
dividual adaptive behaviors. Computer
Animation and Virtual Worlds, 21(6):
573–587, November/December 2010.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Sun:2010:PBR

[372] Hongquan Sun and Jiqing Han.
Particle-based realistic simulation of
fluid–solid interaction. Computer Ani-
mation and Virtual Worlds, 21(6):589–
595, November/December 2010. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Anonymous:2011:IIa

[373] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
22(1):i–ii, January/February 2011.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Magnenat-Thalmann:2011:Ea

[374] Nadia Magnenat-Thalmann and Daniel
Thalmann. Editorial. Computer An-
imation and Virtual Worlds, 22(1):
1, January/February 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Halit:2011:MMS

[375] Cihan Halit and Tolga Capin. Mul-
tiscale motion saliency for keyframe
extraction from motion capture se-
quences. Computer Animation and
Virtual Worlds, 22(1):3–14, January/
February 2011. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).



REFERENCES 65

He:2011:FSD

[376] Jun He, Caiming Zhang, Yu Wei, and
Weitao Li. Feature sensitive deforma-
tion for triangular mesh models. Com-
puter Animation and Virtual Worlds,
22(1):15–25, January/February 2011.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Vasilakis:2011:GRS

[377] Andreas A. Vasilakis and Ioannis Fu-
dos. GPU rigid skinning based on a
refined skeletonization method. Com-
puter Animation and Virtual Worlds,
22(1):27–46, January/February 2011.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Li:2011:ELT

[378] Shiqi Li and Chi Xu. Efficient lookup
table based camera pose estimation
for augmented reality. Computer An-
imation and Virtual Worlds, 22(1):47–
58, January/February 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

vanBasten:2011:CPP

[379] B. J. H. van Basten, A. Egges, and
R. Geraerts. Combining path planners
and motion graphs. Computer Ani-
mation and Virtual Worlds, 22(1):59–
78, January/February 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Anonymous:2011:IIb

[380] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
22(2–3):i–ii, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Pan:2011:E

[381] Zhigeng Pan, Nadia Magnenat-
Thalmann, and Jinxiang Chai. Edi-
torial. Computer Animation and Vir-
tual Worlds, 22(2–3):79–80, April/May
2011. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Liao:2011:MOW

[382] Jing Liao, Jinhui Yu, and John Patter-
son. Modeling ocean waves and inter-
action between objects and ocean wa-
ter for cartoon animation. Computer
Animation and Virtual Worlds, 22(2–
3):81–89, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Yu:2011:FBV

[383] Qizhi Yu, Fabrice Neyret, and An-
thony Steed. Feature-based vector sim-
ulation of water waves. Computer
Animation and Virtual Worlds, 22(2–
3):91–98, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Huang:2011:ISF

[384] Chen Huang, Hanqiu Sun, Shiguang
Liu, and Ping Li. Interactive soft-
fabrics watering simulation on GPU.
Computer Animation and Virtual
Worlds, 22(2–3):99–106, April/May
2011. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

He:2011:RTS

[385] Shengfeng He, Hon-Cheng Wong, Wai-
Man Pang, and Un-Hong Wong. Real-
time smoke simulation with improved
turbulence by spatial adaptive vor-
ticity confinement. Computer Ani-
mation and Virtual Worlds, 22(2–3):



REFERENCES 66

107–114, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Liu:2011:MSB

[386] Ning Liu, Xiaowei He, Sheng Li, and
Guoping Wang. Meshless simulation
of brittle fracture. Computer Ani-
mation and Virtual Worlds, 22(2–3):
115–124, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Zhu:2011:RFC

[387] Jian Zhu, Yuanzhang Chang, and En-
hua Wu. Realistic, fast, and con-
trollable simulation of solid combus-
tion. Computer Animation and Vir-
tual Worlds, 22(2–3):125–132, April/
May 2011. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Buche:2011:STA

[388] Cédric Buche, Anne Jeannin-Girardon,
and Pierre De Loor. Simulation theory
and anticipation for interactive virtual
character in an uncertain world. Com-
puter Animation and Virtual Worlds,
22(2–3):133–139, April/May 2011. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Xiang:2011:UUE

[389] Nan Xiang, Haiying Zhao, Xiao-
jian Zhou, Mingliang Xu, Abdennour
El Rhalibi, and Yu Wu. UEGM:
uncertain emotion generator under
multi-stimulus. Computer Animation
and Virtual Worlds, 22(2–3):141–149,
April/May 2011. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Singh:2011:FND

[390] Shawn Singh, Mubbasir Kapadia,
Glenn Reinman, and Petros Falout-
sos. Footstep navigation for dynamic
crowds. Computer Animation and Vir-
tual Worlds, 22(2–3):151–158, April/
May 2011. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Liu:2011:FLR

[391] Ko-Yun Liu, Wan-Chun Ma, Chun-Fa
Chang, Chuan-Chang Wang, and Paul
Debevec. A framework for locally re-
targeting and rendering facial perfor-
mance. Computer Animation and Vir-
tual Worlds, 22(2–3):159–167, April/
May 2011. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Dutreve:2011:EAR

[392] Ludovic Dutreve, Alexandre Meyer,
and Sada Bouakaz. Easy acquisition
and real-time animation of facial wrin-
kles. Computer Animation and Vir-
tual Worlds, 22(2–3):169–176, April/
May 2011. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Lee:2011:MLS

[393] Chung-Yeon Lee, Sangyong Lee, and
Seongah Chin. Multi-layer structural
wound synthesis on 3D face. Computer
Animation and Virtual Worlds, 22(2–
3):177–185, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Song:2011:CFR

[394] Jaewon Song, Byungkuk Choi, Yeongho
Seol, and Junyong Noh. Characteris-
tic facial retargeting. Computer An-
imation and Virtual Worlds, 22(2–3):



REFERENCES 67

187–194, April/May 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Zollhofer:2011:ARP
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[423] Stéphane Donikian and Paolo Petta.
A survey of research work in com-
puter science and cognitive science ded-
icated to the modeling of reactive hu-
man behaviors. Computer Anima-
tion and Virtual Worlds, 22(5):445–
455, September/October 2011. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Chou:2011:CCA

[424] Yun-Feng Chou and Zen-Chung Shih.
Comic character animation using
Bayesian estimation. Computer Ani-
mation and Virtual Worlds, 22(5):457–
470, September/October 2011. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Xu:2011:PDA

[425] Jun Xu, Xiang Li, Yangchun Ren,
and Weidong Geng. Performance-

driven animation of hand-drawn car-
toon faces. Computer Animation
and Virtual Worlds, 22(5):471–483,
September/October 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Anonymous:2011:IIe

[426] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
22(6):1–2, November/December 2011.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Magnenat-Thalmann:2011:Ec

[427] Nadia Magnenat-Thalmann and Daniel
Thalmann. Editorial. Computer Ani-
mation and Virtual Worlds, 22(6):485,
November/December 2011. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Wang:2011:ALB

[428] Changbo Wang, Chenhui Li, Jinqiu
Dai, and Yang Li. Adaptive lattice-
based light rendering of participating
media. Computer Animation and Vir-
tual Worlds, 22(6):487–498, Novem-
ber/December 2011. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Zhang:2011:OIV

[429] Yijiang Zhang, Julien Pettré, Jan
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[726] Francis Laclé and Nicolas Pronost. A
scalable geometrical model for muscu-
lotendon units. Computer Animation
and Virtual Worlds, 28(1):??, January
2017. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Pino:2017:MFP

[727] Angel Zaldivar Pino, Manuel Gonzalez
Bedia, and Francisco José Serón Ar-
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[818] Safak Burak Çevikbas and Veysi Isler.
Phaneros: Visibility-based framework

for massive peer-to-peer virtual en-
vironments. Computer Animation
and Virtual Worlds, 30(1):e1808:1–
e1808:??, January–February 2019. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Chen:2019:DDS

[819] Xuejin Chen, Haoming Jiang, Tingt-
ing Xuan, Lihan Huang, and Lig-
ang Liu. Designing deployable 3D
scissor structures with ball-and-socket
joints. Computer Animation and Vir-
tual Worlds, 30(1):e1848:1–e1848:??,
January–February 2019. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Dupre:2019:HGB

[820] Rob Dupre and Vasileios Argyriou.
A human and group behavior sim-
ulation evaluation framework utiliz-
ing composition and video analy-
sis. Computer Animation and Vir-
tual Worlds, 30(1):e1844:1–e1844:??,
January–February 2019. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Luo:2019:ABE

[821] Yanlin Luo, Bin Gao, Yiyi Deng, Xi-
aoming Zhu, Tianzi Jiang, Xudong
Zhao, and Zhengyi Yang. Automated
brain extraction and immersive explo-
ration of its layers in virtual real-
ity for the rhesus macaque MRI data
sets. Computer Animation and Vir-
tual Worlds, 30(1):e1841:1–e1841:??,
January–February 2019. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).



REFERENCES 114

Thalmann:2019:EIa

[822] Nadia Magnenat Thalmann and
Daniel Thalmann. Editorial issue
30.1. Computer Animation and Vir-
tual Worlds, 30(1):e1872:1–e1872:??,
January–February 2019. CODEN ????
ISSN 1546-4261 (print), 1546-427X
(electronic).

Tian:2019:MGF

[823] Ye Tian, Yong Hu, and Xukun Shen.
A multi-GPU finite element compu-
tation and hybrid collision handling
process framework for brain deforma-
tion simulation. Computer Animation
and Virtual Worlds, 30(1):e1846:1–
e1846:??, January–February 2019. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Anonymous:2019:IIb

[824] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
30(2):e1850:1–e1850:??, March–April
2019. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Kumar:2019:INH

[825] Priyadarshi Biplab Kumar, Sak-
tiswarup Mohapatra, and Dayal R.
Parhi. An intelligent navigation of
humanoid NAO in the light of classi-
cal approach and computational intel-
ligence. Computer Animation and Vir-
tual Worlds, 30(2):e1858:1–e1858:??,
March–April 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Li:2019:DME

[826] Mingyuan Li, Xiaoheng Jiang, Ningbo
Gu, Weiwei Xu, Junxiao Xue, Bing

Zhou, and Mingliang Xu. Disas-
sembling a 3D mechanism for effi-
cient packing. Computer Animation
and Virtual Worlds, 30(2):e1861:1–
e1861:??, March–April 2019. CODEN
???? ISSN 1546-4261 (print), 1546-
427X (electronic).

Ozcan:2019:TBG

[827] Cumhur Yigit Ozcan, Ebru Akcapinar
Sezer, and Murat Haciomeroglu. A
time-based global path planning strat-
egy for crowd navigation. Computer
Animation and Virtual Worlds, 30(2):
e1864:1–e1864:??, March–April 2019.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Podila:2019:APP

[828] Sahithi Podila and Ying Zhu. Ani-
mating predator and prey fish interac-
tions. Computer Animation and Vir-
tual Worlds, 30(2):e1866:1–e1866:??,
March–April 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Thalmann:2019:EIb

[829] Nadia Magnenat Thalmann and Daniel
Thalmann. Editorial issue 30.2. Com-
puter Animation and Virtual Worlds,
30(2):e1876:1–e1876:??, March–April
2019. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Vanakittistien:2019:GRHa

[830] Nuttapon Vanakittistien, Attawith
Sudsang, and Nuttapong Chentanez.
Game-ready 3D hair model from a
small set of images. Computer An-
imation and Virtual Worlds, 30(2):
e1855:1–e1855:??, March–April 2019.



REFERENCES 115

CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Vanakittistien:2019:GRHb

[831] Nuttapon Vanakittistien, Attawith
Sudsang, and Nuttapong Chentanez.
Game-ready 3D hair model from a
small set of images. Computer An-
imation and Virtual Worlds, 30(2):
e1855:1–e1855:??, March–April 2019.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Wang:2019:VSO

[832] Lin Wang, Hyuncheol Kim, Imgyu
Kim, and Soonhung Han. A visual sim-
ulation of ocean floating wind power
system. Computer Animation and Vir-
tual Worlds, 30(2):e1859:1–e1859:??,
March–April 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Anonymous:2019:IIc

[833] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
30(3–4):e1860:1–e1860:??, May–August
2019. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Cebeci:2019:CSA

[834] Berk Cebeci, Ufuk Celikcan, and
Tolga K. Capin. A comprehensive
study of the affective and physiological
responses induced by dynamic virtual
reality environments. Computer An-
imation and Virtual Worlds, 30(3–4):
e1893:1–e1893:??, May–August 2019.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Charalambous:2019:ADE

[835] Constantinos Charalambous, Zerrin
Yumak, and A. Frank van der Stap-
pen. Audio-driven emotional speech
animation for interactive virtual char-
acters. Computer Animation and Vir-
tual Worlds, 30(3–4):e1892:1–e1892:??,
May–August 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Chen:2019:SCF

[836] Qiang Chen, Guoliang Luo, Yang Tong,
Xiaogang Jin, and Zhigang Deng.
Shape-constrained flying insects ani-
mation. Computer Animation and Vir-
tual Worlds, 30(3–4):e1902:1–e1902:??,
May–August 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Choi:2019:OCV

[837] Myung Geol Choi, Ji Hye Lee, Wansu
Ha, and Kang Hoon Lee. Optimal
close-up views for precise 3D manipu-
lation. Computer Animation and Vir-
tual Worlds, 30(3–4):e1884:1–e1884:??,
May–August 2019. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Ecormier-Nocca:2019:IBA

[838] Pierre Ecormier-Nocca, Julien Pettré,
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