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42 Diegetic Representations for Seamless Cross-Reality Interruptions. , 2021, , . 18

43 Optimal PMU placement evaluation for power system dynamic state estimation. , 2010, , . 17
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2007, , . 14

49 Assessing Fall Risk Appraisal Through Combined Physiological and Perceived Fall Risk Measures Using
Innovative Technology. Journal of Gerontological Nursing, 2020, 46, 41-47. 0.6 14
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111 Virtual Big Heads: Analysis of Human Perception and Comfort of Head Scales in Social Virtual Reality. ,
2020, , . 2

112 Good Enough Yet? A Preliminary Evaluation of Human-Surrogate Interaction. Lecture Notes in
Computer Science, 2014, , 239-250. 1.3 2

113 Trade-offs in Augmented Reality User Interfaces for Controlling a Smart Environment. , 2021, , . 2

114 Shader Lamps Virtual Patients: the physical manifestation of virtual patients. Studies in Health
Technology and Informatics, 2012, 173, 372-8. 0.3 2

115 Using Simulation to Test Validity and Reliability of I-BIDS: A New Handoff Tool. Simulation and Gaming,
0, , 104687812210985. 1.9 2

116
Experimental Comparison of 2D and 3D Technology Mediated Paramedicâ€•Physician Collaboration in
Remote Emergency Medical Situations. Proceedings of the American Society for Information Science
and Technology, 2006, 43, 1-19.

0.2 1

117 On-line control of active camera networks for computer vision tasks. , 2011, , . 1

118 Physical-Virtual Humans: Challenges and Opportunities. , 2012, , . 1

119 The A-Desk: A Unified Workspace of the Future. IEEE Computer Graphics and Applications, 2020, 40, 56-71. 1.2 1

120 Beyond Visible Light: User and Societal Impacts of Egocentric Multispectral Vision. Lecture Notes in
Computer Science, 2021, , 317-335. 1.3 1

121 Automated Camera Selection and Control for Better Training Support. Lecture Notes in Computer
Science, 2013, , 50-59. 1.3 1

122 Virtual Humans with Pets and Robots: Exploring the Influence of Social Priming on Oneâ€™s Perception
of a Virtual Human. , 2022, , . 1

123 Experiential telepresence. , 2003, , . 0

124 General chairs. , 2012, , . 0

125 Gen chairs. , 2012, , . 0

126 Matching vs. Non-Matching Visuals and Shape for Embodied Virtual Healthcare Agents. , 2019, , . 0



9

Gregory F Welch

# Article IF Citations

127 Mixed Reality Technology Capabilities for Combat-Casualty Handoff Training. Lecture Notes in
Computer Science, 2021, , 695-711. 1.3 0

128 3D Motion Segmentation Using Intensity Trajectory. Lecture Notes in Computer Science, 2010, , 157-168. 1.3 0

129 Mitigating Perceptual Error in Synthetic Animatronics using Visual Feature Flow. Journal of Vision,
2017, 17, 331. 0.3 0

130 Mine the Gap. , 2018, , . 0

131 Augmenting Human Perception: Mediation of Extrasensory Signals in Head-Worn Augmented Reality. ,
2021, , . 0


