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13 Embedding 3D models in offline physical environments. Computer Animation and Virtual Worlds, 2020,
31, e1959. 0.7 5

14 Animating turbulent fluid with a robust and efficient highâ€•order advection method. Computer
Animation and Virtual Worlds, 2020, 31, e1951. 0.7 2

15 Simulation of Textile Stains. IEEE Transactions on Visualization and Computer Graphics, 2019, 25,
2471-2481. 2.9 7

16 SRNPD: Spatial rendering network for pencil drawing stylization. Computer Animation and Virtual
Worlds, 2019, 30, e1890. 0.7 2

17 Multiviewâ€•coherent disocclusion synthesis using connected regions optimization. Computer
Animation and Virtual Worlds, 2019, 30, e1894. 0.7 0

18 Efficient PatchMatch-Based Synthesis for Cartoon Animation. IEEE Access, 2019, 7, 31262-31272. 2.6 3



3

Enhua Wu

# Article IF Citations
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IEEE Transactions on Image Processing, 2015, 24, 3109-3123. 6.0 51

31 Structure-aware QR Code abstraction. Visual Computer, 2015, 31, 1123-1133. 2.5 9

32 Robust interactive image segmentation via graph-based manifold ranking. Computational Visual Media,
2015, 1, 183-195. 10.8 20

33 Real-time and robust hand tracking with a single depth camera. Visual Computer, 2014, 30, 1133-1144. 2.5 17
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41 Interactive coupling between a tree and raindrops. Computer Animation and Virtual Worlds, 2012, 23,
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42 A particle-based method for granular flow simulation. Science China Information Sciences, 2012, 55,
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47 Realtime Simulation of Burning Solids on GPU with CUDA. , 2010, , . 1
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