
Pablo S Cesar

List of Publications by Year
in descending order

Source: https://exaly.com/author-pdf/8020171/publications.pdf

Version: 2024-02-01

186

papers

2,787

citations

16

h-index

516710

37

g-index

330143

188

all docs

188

docs citations

188

times ranked

1308

citing authors



Pablo S Cesar

2

# Article IF Citations

1 Emerging MPEG Standards for Point Cloud Compression. IEEE Journal on Emerging and Selected Topics
in Circuits and Systems, 2019, 9, 133-148. 3.6 408

2 Design, Implementation, and Evaluation of a Point Cloud Codec for Tele-Immersive Video. IEEE
Transactions on Circuits and Systems for Video Technology, 2017, 27, 828-842. 8.3 281

3 Usages of the Secondary Screen in an Interactive Television Environment: Control, Enrich, Share, and
Transfer Television Content. Lecture Notes in Computer Science, 2008, , 168-177. 1.3 114

4 The implications of program genres for the design of social television systems. , 2008, , . 66

5 Are we in sync?. , 2011, , . 51
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20 Towards Individual QoE for Multiparty Videoconferencing. IEEE Transactions on Multimedia, 2018, 20,
1781-1795. 7.2 31

21 Experiencing Virtual Reality Together. , 2018, , . 30
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Lecture Notes of the Institute for Computer Sciences, Social-Informatics and Telecommunications
Engineering, 2010, , 13-20.
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101 Beyond the playlist: seamless playback of structured video clips. IEEE Transactions on Consumer
Electronics, 2010, 56, 1495-1501. 3.6 5
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, 2020, , . 4
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Study. , 2020, , . 2
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