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Cutting Force and EMG Recordings for Ergonomics Assessment of Meat Cutting Tasks: Influence of
the Workbench Height and the Cutting Direction on Muscle Activation Levels. , 2012, , .

Embedding the features of the users' physical environments to improve the feeling of presence in
collaborative Virtual Environments. , 2012, , .

Designing and evaluating a workstation in real and virtual environment: From digital mock-up to
realization. , 2012, , .

Example&€Based Fractured Appearance. Computer Graphics Forum, 2012, 31, 1547-1556. 3.0 23

Haptic manipulation of deformable CAD parts with a two-stage method. International Journal on
Interactive Design and Manufacturing, 2011, 5, 255-270.

A Conceptual Framework to Support Natural Interaction for Virtual Assembly Tasks. , 2011, , . 5

Meat Cutting Tasks Analysis Using 3D Instrumented Knife and Motion Capture. IFMBE Proceedings, 2011,
, 144-147.

Interactive Two-Stage Rendering Technique of Deformable Part Through Haptic Interface. , 2011, , . 2

Interactive simulation of CAD models assemblies using virtual constraint guidance. International
Journal on Interactive Design and Manufacturing, 2010, 4, 95-102.

Haptic Assembly of CAD Models Using Virtual Constraint Guidance. , 2010, , . 8

From motion capture to muscle forces in the human elbow aimed at improving the ergonomics of
workstations. Virtual and Physical Prototyping, 2010, 5, 113-122.

A New Coupling Scheme for Haptic Rendering of Rigid Bodies Interactions Based on a Haptic Sub-world

Using a Contact Graph. Lecture Notes in Computer Science, 2010, , 51-56. 1.3 3

Evaluation of Physical Simulation Libraries for Haptic Rendering of Contacts Between Rigid Bodies. ,
2010, , .

Inverse dynamics method using optimization techniques for the estimation of muscles forces involved

in the elbow motion. International Journal on Interactive Design and Manufacturing, 2009, 3, 227-236. 2.2 22

Motion Analysis of the Arm Based on Functional Anatomy. Lecture Notes in Computer Science, 2009, ,

137-149.

Interactions haptiques au sein de simulations dynamiques Traitement dynamique des contacts et des

chocs entre objets rigides. Techniques Et Sciences Informatiques, 2009, 28, 953-981. 0-0 0



56

58

60

62

64

66

68

GEORGES DUMONT

ARTICLE IF CITATIONS

Interactive Animation of Virtual Characters: Application to Virtual Kung-Fu Fighting. , 2008, , .

Haptic simulations based on non-smooth dynamics for rigid-bodies. , 2008, , . 4
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