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37 GPU-based motion planning under uncertainties using POMDP. , 2013, , . 8
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39 Accurate evaluation of a distance function for optimization-based motion planning. , 2012, , . 6
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41 Simple Culling Methods for Continuous Collision Detection of Deforming Triangles. IEEE
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42 Real-time footstep planning for humanoid robots among 3D obstacles using a hybrid bounding box. ,
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47 CCQ: Efficient Local Planning Using Connection Collision Query. Springer Tracts in Advanced
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48 A Simple Visual Servoing and Navigation Algorithm for an Omnidirectional Robot. , 2010, , . 7
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50 Recent advances in real-time collision and proximity computations for games and simulations. , 2010, , . 2

51 Interactive Hausdorff distance computation for general polygonal models. ACM Transactions on
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52 Interactive Hausdorff distance computation for general polygonal models. , 2009, , . 9
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56 Continuous collision detection for adaptive simulation of articulated bodies. Visual Computer, 2008,
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58 Viewâ€•dependent dynamics of articulated bodies. Computer Animation and Virtual Worlds, 2008, 19,
223-233. 1.2 2
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76 A New Class of Non-stationary Interpolatory Subdivision Schemes Based on Exponential Polynomials.
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78 High Quality Volume Rendering for Large Medical Datasets Using GPUs. Lecture Notes in Computer
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79 self-CD: Interactive Self-collision Detection for Deformable Body Simulation Using GPUs. Lecture
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89 Generating an w-tile set for texture synthesis. , 0, , . 4


