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Inside Humans: Creating a Simple Layered Anatomical Model from Human Surface Scans. Frontiers in a7 4
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stroke survivors with visual field defects. Topics in Stroke Rehabilitation, 2020, 27, 442-452. 19 12

Body Weight Perception of Females using Photorealistic Avatars in Virtual and Augmented Reality. ,
2020,, .

Realistic Virtual Humans from Smartphone Videos. , 2020, , . 15

A method for automatic forensic facial reconstruction based on dense statistics of soft tissue
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Superimposed Skilled Performance in a Virtual Mirror Improves Motor Performance and Cognitive
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Not Alone Here?! Scalability and User Experience of Embodied Ambient Crowds in Distributed Social

Virtual Reality. |EEE Transactions on Visualization and Computer Graphics, 2019, 25, 2134-2144.
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Virtual Worlds, 2018, 29, e1751. )
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cognitive training for patients with depression. Computers in Human Behavior, 2018, 79, 40-52.

Classification of motor errors to provide real-time feedback for sports coaching in virtual reality 4€”

A case study in squats and Tai Chi pushes. Computers and Graphics, 2018, 76, 47-59. 2.5 24
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Differential effects of face-realism and emotion on event-related brain potentials and their

implications for the uncanny valley theory. Scientific Reports, 2017, 7, 45003. 3.3 58
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2017,,.
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Effects of variability in synthetic training data on convolutional neural networks for 3D head
reconstruction., 2017, , .
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The impact of latency on perceptual judgments and motor performance in closed-loop interaction in

virtual reality. , 2016, , . 65

Using the virtual reality device Oculus Rift for neuropsychological assessment of visual processing
capabilities. Scientific Reports, 2016, 6, 37016.

Constrained space deformation techniques for design optimization. CAD Computer Aided Design, 2016,
72,40-51. 27 13

Multi-Level Analysis of Motor Actions as a Basis for Effective Coaching in Virtual Reality. Advances in

Intelligent Systems and Computing, 2016, , 211-214.

Non-negative Kernel Sparse Coding for the Analysis of Motion Data. Lecture Notes in Computer 13 4
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A Multimodal System for Real-Time Action Instruction in Motor Skill Learning. , 2015, , .
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Realizing a low-latency virtual reality environment for motor learning. , 2015, , .
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Fully automatic optical motion tracking using an inverse kinematics approach. , 2015, , .

On Shape Deformation Techniques for Simulation-Based Design Optimization. SEMA SIMAI Springer
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Real-time hand tracking using synergistic inverse kinematics. , 2014, , . 19

Constrained Space Deformation for Design Optimization. Procedia Engineering, 2014, 82, 114-126.

Real-life memory and spatial navigation in patients with focal epilepsy: Ecological validity of a virtual
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RBF morphing techniques for simulation-based design optimization. Engineering With Computers, 2014,
30, 161-174.

Deformable registration using patch-wise shape matching. Graphical Models, 2014, 76, 554-565. 2.4 19
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Design, Implementation, and Evaluation of the Surface_mesh Data Structure., 2011, , 533-550. 19
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