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11 Physically Guided Animation of Trees. Computer Graphics Forum, 2009, 28, 523-532. 3.0 46
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15 Interactive Modeling of City Layouts using Layers of Procedural Content. Computer Graphics Forum,
2011, 30, 345-354. 3.0 38
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22 A Layered Particleâ€•Based Fluid Model for Realâ€•Time Rendering of Water. Computer Graphics Forum, 2010,
29, 1383-1389. 3.0 26
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Transactions on Visualization and Computer Graphics, 2014, 20, 1280-1292. 4.4 14

41 Interactive Visualization of Flood and Heavy Rain Simulations. Computer Graphics Forum, 2019, 38,
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42 Visual Attention and Gaze Behavior in Games: An Object-Based Approach. , 2013, , 543-583. 14

43 Frame Sequential Interpolation for Discrete Level-of-Detail Rendering. Computer Graphics Forum,
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44 Casting Shadows in Real Time. , 2009, , . 13
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46 Automatic generation of tourist brochures. Computer Graphics Forum, 2014, 33, 449-458. 3.0 12
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