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Title word cross-reference

+ [563]. 2 [159, 303, 246, 282]. 3
[622, 113, 406, 291, 672, 349, 174, 201, 65,
356, 491, 232, 255, 293, 549, 535, 149, 220,
393, 475, 192, 530, 51, 134, 298, 328, 412,
159, 277, 525, 625, 366, 453, 401, 396, 308,
221, 124, 664, 22, 142, 610, 395]. d [699]. k
[699]. l1 [398]. m [143]. N [273, 143].

-sparse [398]. -to- [143]. -way [273].

0 [102]. 0-471-36089-9 [102].

14 [314].

2 [314]. 2006 [175]. 25.5-6 [601]. 2D [273].
2nd [102].

3-axis [327]. 3D [598].

9 [102].

AA [558]. AA-FVDM [558]. ablation [54].
absorption [523]. abstracted [520].
abstraction [116, 133]. accelerated
[506, 403]. acceleration [22].
accelerometers [274]. accessibility [444].
accessing [713]. accident [558].
accident-avoidance [558]. ACCLMesh
[684]. account [50]. accuracy [667].
Accurate [51, 532]. achieving [327]. ACM
[175]. acoustic [79]. acquisition [392].
across [604]. action [578]. actions [137].
active [145]. adaptation [214, 203, 227].
Adaptive
[644, 593, 59, 320, 367, 470, 428, 209, 371,
385, 621, 634, 300, 397, 69, 609, 305, 643].
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Adding [235]. adjustment [300, 324].
Advanced [629]. advances [162].
Advected [281]. advection [621, 186].
advection-reaction-diffusion [186].
advice [598]. affect [338]. Affection [35].
Affective [467, 529, 27]. against [485, 663].
Agent
[234, 263, 657, 359, 239, 342, 437, 510].
Agent-based [234, 342]. agents [547, 598,
208, 214, 126, 467, 32, 145, 307, 4, 2, 674, 633,
5, 527, 597, 526, 163, 360, 583, 342, 337, 284].
aided [167, 154]. airways [38]. algorithm
[605, 577, 223, 298, 447, 400]. algorithms
[351, 42]. alignment [135]. all-in-one [587].
ambient [237, 614]. amidst [658]. among
[680]. Analysis
[3, 217, 122, 347, 516, 421, 334, 168].
Analytical [219, 611]. Anatomical
[433, 269]. anatomy [82]. ancient [55, 154].
And-Or [450]. aneurysm [694]. angle
[285]. angle-split [285]. angles [602].
Angular [302]. animatable [349, 203].
animated [438, 638]. Animating
[89, 6, 73, 335, 178, 446, 437, 4, 325, 292, 623,
558, 585, 509, 84]. Animation
[333, 117, 472, 642, 310, 295, 354, 273, 445,
118, 120, 515, 226, 709, 424, 358, 70, 10, 464,
392, 671, 552, 3, 479, 416, 92, 15, 232, 225,
116, 99, 459, 475, 153, 192, 524, 382, 179, 231,
228, 596, 48, 312, 277, 447, 256, 200, 334, 37,
197, 74, 321, 148, 456, 242, 409, 124, 584,
609, 613, 72, 687, 315, 238, 425, 567, 595,
636, 193, 452, 196, 190, 514, 539, 81, 499].
animations [86, 356, 491, 618, 454]. Anime
[303]. anisotropy [186]. annotation
[421, 578]. anterior [497].
anthropometrics [36]. Anticipated [658].
anticipation [388]. Anticipatory [504].
anxious [361]. appearance [321].
application [504, 540]. Applications
[218, 9, 45, 108, 431, 460, 714, 326]. applied
[433]. approach
[402, 43, 623, 512, 61, 164, 347, 588, 577, 134,
439, 330, 80, 112, 591, 575, 499].

approaches [498, 620]. Approximate [680].
Approximating [188]. approximation
[472]. arbitrary [186, 51, 602].
architectural [625]. architecture
[141, 116, 290, 313]. art
[498, 629, 554, 664, 63]. arthropod [499].
arthroscopic [497]. articulated
[406, 230, 447]. articulated-character
[447]. articulation [3]. artificial [32].
artisanal [409]. artistic [618]. artists [64].
As-consistent-As-possible [131].
assembly [685]. Assessing [714].
assessment [268]. Assistant [598, 436].
assisted [641, 289]. Asymmetric [547].
asynchronous [680, 401]. attachment
[526]. attention [276, 415, 360, 337].
attributes [437]. audio [30, 662].
audio-visual [30]. Augmented
[214, 56, 310, 432, 152, 325, 378, 347, 216, 54,
360, 213, 44, 365]. authoring [618]. auto
[94]. automata [33]. Automated
[77, 41, 631, 715]. Automatic
[349, 174, 277, 324, 130, 81, 395, 552, 301,
698, 51, 447, 315, 539]. automatically [37].
Autonomous
[121, 208, 33, 32, 145, 415, 597, 191].
autonomy [307, 314]. avatar [634, 570].
avatars [349, 23, 395]. avoidance
[650, 558, 511]. aware
[265, 620, 282, 457, 452, 241]. awareness
[258, 215]. axis [327].

background [152, 408]. balance [89]. Bar
[196]. Bar-net [196]. based
[56, 141, 548, 472, 98, 354, 644, 176, 684, 195,
26, 406, 120, 363, 405, 33, 686, 529, 706, 675,
464, 19, 97, 477, 479, 185, 201, 703, 422, 90,
183, 521, 369, 43, 289, 531, 88, 654, 549, 517,
73, 658, 116, 194, 61, 220, 265, 614, 82, 378,
287, 629, 403, 266, 104, 322, 179, 347, 473,
677, 234, 528, 566, 227, 51, 712, 223, 247, 312,
286, 360, 397, 640, 638, 447, 25, 80, 324, 511,
540, 112, 342, 168, 483, 401, 74, 370, 321, 372,
437, 510, 576, 541, 76, 377, 24, 246, 428, 694,
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613, 68, 649, 344, 567, 46, 455, 345, 523, 78].
based [343, 383, 542, 182, 142, 564, 667, 294,
407, 665, 140, 365, 81, 571, 630, 357, 440].
Basis [619]. Bayesian [424]. be [710].
beam [195, 292]. Behavior
[34, 631, 504, 691, 261, 599, 234, 511, 603, 715].
Behavioral [33, 310, 10]. behaviors
[371, 586, 423, 276, 585, 413, 316, 541].
Behaviour [104]. Behaviour-based [104].
behaviours [669]. behind [615].
Believable [166, 541]. benchmark [316].
bending [253]. between
[208, 382, 23, 582, 461, 243]. big [709].
big-object [709]. billiards [366]. binary
[140]. biomechanical [703]. biomechanics
[188]. blending [477, 341, 580, 13, 11, 667].
blendshape [458]. blendshapes [231].
Blob [88]. Blob-based [88]. blood
[641, 525]. blooming [651]. Board [441].
bodies [230, 225, 628]. body
[9, 675, 416, 606, 219, 286, 420, 696, 396].
body-fixed [9]. boids [121]. Boltzmann
[140]. Book [102]. books [432]. boosting
[291]. boundaries [58]. Boundary [651].
Boundary-dominant [651]. bounded
[658, 540]. bounding [484, 701]. branches
[292]. breast [255, 168]. Bringing [119].
brittle [515, 386, 463]. browser [685].
brush [469]. brush-pressure [469].
brushes [242]. bubble [652]. bubbles [483].
buckling [253]. building [625, 173].
buildup [459]. Bulging [581].
Bulging-free [581]. Burdea [102].

C [102]. CAD [688]. cage [624, 455]. cages
[593]. calibrating [173]. Call [218, 561].
calligraphic [469]. camera
[532, 309, 378, 695, 324, 396, 400].
cantilever [292]. canvas [676]. canvases
[325]. capture [262, 118, 189, 375, 637, 231,
577, 51, 312, 112, 546, 570, 74, 76, 398, 39].
capture-based [112]. captured [445, 459].
Capturing [9]. cardiovascular [575].
Caricature [181]. cartoon [92, 232, 335,

382, 148, 279, 425, 209, 193, 243, 343, 241].
carving [469]. casting [265, 555]. catching
[630]. Catheterization [683]. Catmull
[621]. CAVW [435]. CCA [549].
CCA-based [549]. cells [105].
cells-and-portals [105]. chalk [664].
Chameleon [541]. changes [306].
changing [444, 553, 587]. character
[388, 226, 686, 424, 358, 10, 552, 491, 654,
296, 153, 290, 228, 227, 188, 447, 200, 315,
567, 130, 196, 514]. Characteristic
[394, 248]. Characteristics [456].
characterization [27]. characterized [632].
characters
[77, 233, 548, 438, 33, 495, 599, 415, 277, 332,
582, 702, 687, 129, 429, 632, 490]. checking
[582]. Chemical [289]. Chi [26]. Chinese
[153, 629, 554, 288]. Choreographing
[336, 274]. chroma [304]. city [364, 216].
city/region [364]. cityscapes [62].
Classification [529]. client [663].
client-server [663]. clinical [9]. clips [241].
clocks [154]. cloning [25, 80, 148]. cloth
[67, 460, 252, 592, 69, 636, 253]. cloth-like
[67]. clothes [531]. cloud [644]. cloudy
[692]. cluster [171]. clustering [506, 157].
CNC [327]. co [3]. co-articulation [3].
coarse [339]. cognition [698]. cognitive
[371, 10, 423, 290]. cohabitant [35].
Coherence [265, 185, 454, 217]. coherent
[454, 236]. Coiffet [102]. collaboration
[57, 159]. collaborations [680].
Collaborative [597, 104]. colliding [543].
collision [471, 299, 67, 650, 692, 223, 505,
511, 582, 151, 68, 172]. colonoscopy [265].
color [344]. coloring [94]. Combined [308].
Combining [48, 667, 379, 310, 202].
combustion [387]. Comic [424].
commodity [570]. communication
[572, 215]. communicative [135, 597].
comparative [258]. comparing [439].
comparison [691]. Compatible [275].
Competitive [287]. complete [701].
completion [240]. complex
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[226, 708, 633, 58, 647]. complexity [298].
compositing [704, 131]. composition
[573, 453]. Compression
[530, 113, 134, 298, 29, 308, 407].
computational [290, 540]. computed [38].
Computer
[167, 218, 154, 423, 163, 541, 337, 694].
Computer-aided [154]. computer-based
[694]. concatenation [51, 302]. condensed
[22]. Conditional [358]. conference [634].
confidence [324]. confinement [385].
conflicts [680]. connectivity [431, 157].
considering [206]. consistent [131].
constrained [251, 330, 679, 238].
Constraint [247, 363, 620, 631].
constraint-aware [620]. Constraint-based
[247]. constraints [670, 416, 225, 534].
construction [349, 701]. contact [691].
contents [713]. context
[201, 563, 633, 698, 437, 631].
context-dependent [631]. Continuous
[696, 471, 172]. Contour [614, 41].
Contour-based [614]. control
[709, 309, 634, 219, 150, 287, 503, 328, 75,
112, 321, 409, 209, 44, 142, 610, 643, 294, 630].
control-space [112]. Controllable
[86, 653, 595, 387]. controlled [536].
controller [283]. controllers [548].
Controlling [15]. conversational
[547, 126, 31, 4, 2, 5, 702]. conversations
[437]. conversers [466]. conversion [602].
convolution [517]. cooperative [503].
coordinates [422, 453]. coordinating [702].
core [443, 688]. correct [256]. corrected
[295]. Correlative [334]. corridor [165].
Corruptible [674]. cosmetic [36, 521].
Cosserat [195]. Cosserat-beam-based
[195]. Coupling
[513, 619, 641, 535, 592, 461, 591]. CPU
[512]. craniofacial [403]. create [356].
creation [654, 652]. creature [129]. critical
[70, 299, 254, 306]. Cross [413, 97].
cross-parameterization [97].
Cross-platform [413]. Crowd

[189, 468, 117, 645, 657, 506, 465, 698, 669,
234, 133, 511, 583, 510, 435, 646, 440].
crowd-sourcing [698]. crowded [84].
crowds [492, 276, 439, 509, 144, 390, 436].
cruciate [497]. CSLML [288]. cubic
[86, 564]. cues [137, 324]. culling
[471, 217, 171]. cultural [43]. current [498].
curvature [684]. curvature-based [684].
curvatures [293]. Curve [129]. curved
[220]. curves [248]. curvilinear [58]. cut
[192, 712, 412]. cut-out [412]. cutting
[484, 565, 640, 22, 591]. cyberspace [62].
cyberworld [116]. cycle [37].

D [535, 159, 303, 622, 113, 406, 291, 672, 349,
174, 201, 65, 356, 491, 232, 255, 293, 549, 149,
220, 393, 475, 192, 530, 51, 134, 298, 328, 412,
159, 277, 525, 625, 366, 453, 401, 396, 308,
221, 124, 246, 664, 22, 282, 142, 610, 395, 571].
D- [159]. damage [692]. damping [69].
Dance [697, 399, 136, 301, 153, 72].
dancing [77, 399]. Data [687, 707, 262, 706,
8, 668, 280, 654, 563, 459, 231, 588, 577, 51,
312, 578, 313, 456, 221, 653, 209, 190].
Data-driven [687, 707, 654, 588, 456, 190].
datasets [266]. DBSC [120]. DBSC-based
[120]. Dealing [306]. debris [609]. decision
[467, 526, 254, 306]. decision-making
[467, 526, 254, 306]. decomposition
[556, 99, 624]. decoration [561]. decoupled
[503]. dedicated [423]. deducing [566].
Deferred [95]. definition [334].
Deformable [583, 108, 59, 70, 139, 299, 476,
484, 247, 16, 518, 679, 41, 68, 172, 331, 628].
Deformation
[164, 300, 262, 71, 376, 138, 183, 280, 293,
430, 650, 147, 296, 82, 565, 348, 525, 592,
246, 130, 591, 457, 248, 182, 478, 486, 590].
deformations [21, 170, 340, 654, 345].
deforming [471, 610]. dense [492, 532, 40].
Density [689, 164, 440]. density-based
[440]. Density-enhanced [689]. dependent
[230, 631]. depth [573, 475, 614, 570, 365].
depth-of-field [573]. derivatives [543].
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description [208, 184]. descriptors
[529, 604]. Design [63, 485, 174, 215, 699].
Designing [548, 205]. desk [57]. desk-sized
[57]. Detail [457, 474, 322, 677, 574].
Detail-aware [457].
Detail-feature-preserving [474]. detailed
[654, 660, 687]. details [642, 615, 643].
detection [201, 650, 223, 151, 68, 172].
developable [540]. Development
[290, 327, 34]. devices [367, 397]. difference
[558]. different [642]. differential [629].
differently [659]. diffusion [186, 401, 523].
digital [676, 409]. dimension [64].
dimensional [249, 202, 540, 123]. direct
[412]. Directable [225]. directed [309].
directly [565]. disclosure [361].
discontinuities [197]. discourse [4, 34].
display [397, 110, 173]. displays [57].
dissection [693]. dissipation [621].
dissonance [633]. distance [291].
distributed [222, 663, 258]. distribution
[469, 468, 313, 215]. Divergence [251].
Divergence-constrained [251]. diviseme
[51]. divisor [517]. DKD [699]. dolls [35].
domain [478]. dominant [651]. Draft [531].
Draft-space [531]. Dramaturgical [633].
drawing [524]. drawings [335]. drawn
[425]. driven
[79, 593, 3, 280, 654, 274, 588, 23, 197, 456,
687, 425, 707, 452, 196, 190, 357]. drop
[464]. Dual [180, 555, 478, 581].
Dual-domain [478]. Dual-space [555].
ductile [594]. during [691, 696]. dyadic
[437]. Dynamic [187, 618, 87, 248, 176, 195,
170, 155, 506, 89, 136, 484, 495, 680, 444,
223, 134, 620, 210, 390, 83, 95, 306, 433, 308,
244, 39, 699, 429, 610, 253, 489].
Dynamically [237]. dynamics [118, 675,
292, 278, 230, 640, 509, 401, 679, 632].

Easy [392, 44]. EasyHome [561]. ECG
[37]. ecosystems [451, 517]. edge [520].
edge-guided [520]. Editing
[28, 19, 556, 563, 177, 534, 123, 294]. editor

[317, 162]. Editorial
[419, 449, 441, 442, 569, 601, 627, 682, 329,
545, 257, 60, 1, 7, 12, 49, 53, 103, 114, 115,
156, 169, 211, 212, 224, 264, 311, 318, 362,
368, 411, 374, 427, 481, 488, 538, 494, 501,
551, 560, 608, 272, 381, 323, 435, 508, 617].
Editors [175]. edn [102]. Effective
[638, 624]. Effects
[158, 307, 138, 692, 100, 446, 567]. Efficient
[438, 108, 700, 232, 654, 451, 58, 105, 378,
677, 701, 313, 436, 624, 400, 407, 665, 443,
223, 647, 69, 587, 688]. Effort [118].
eGaLab [64]. EigenFires [516]. elastic
[513, 225, 534, 370, 678]. elasticity [628].
electrical [37]. element [22, 591]. elicit
[361]. Elva [63]. embedding [509, 664].
embodied
[547, 126, 467, 307, 4, 216, 63, 499, 284].
EMG [280]. EMG-data [280]. emotion
[2, 313, 696, 389]. emotion-related [313].
Emotional [127, 233, 467, 526, 336].
emotions [547, 337]. empirically [284].
empower [356]. Emulating [229]. enabled
[187, 575]. endoscopy [404]. Endovascular
[683, 694]. Energized [693]. engagement
[467, 284]. engines [691]. Enhanced
[690, 94, 120, 689]. enhancement [706, 454].
enrichment [619]. Entropy [74].
Entropy-based [74]. Environment
[645, 208, 267, 32, 496, 658, 503, 159, 313, 95].
Environmental [133]. environments
[598, 659, 237, 222, 612, 522, 606, 495, 367,
680, 704, 444, 223, 48, 620, 330, 589, 158,
553, 413, 258, 625, 23, 557, 662, 489].
equation [629]. erosion [111]. estimation
[291, 424, 378, 347, 315, 628]. Euler [602].
evacuation [645, 586, 436]. evader [658].
evaluating [316]. Evaluation
[606, 454, 663, 697, 63]. event [450].
Example [25, 455, 178, 357].
Example-based [25, 455, 357]. examples
[177, 164]. experience [634]. experiences
[216]. experiments [314]. Explicit
[416, 633]. exploration [563]. exploratory
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[685]. expression [127, 695, 80, 125, 338].
expressions [547, 467, 31, 336, 337].
Expressive [30, 288]. Extended [226, 640].
Extending [670, 85]. externalized [342].
extraction [375, 491, 638, 74, 631, 41]. eye
[65]. Eyelid [332].

fabrics [384]. FABRIK [670]. face
[36, 127, 201, 293, 393, 625, 395]. faces
[335, 425, 142]. Facetons [625]. Facial
[137, 149, 231, 321, 519, 547, 572, 467, 31, 4,
392, 3, 479, 349, 293, 470, 391, 695, 341, 80,
204, 336, 394, 433, 337, 452]. Facilitating
[215]. faithful [252]. falling [128]. Fast
[10, 471, 552, 280, 609, 713, 297, 110, 198,
252, 151, 699, 387]. faster [605]. Feature
[477, 376, 383, 120, 80, 533, 474].
Feature-based [477, 383, 80]. features
[79, 291, 32, 27, 65, 623, 293, 692]. feedback
[503, 662]. fellowship [409]. FEM [139].
fidelity [110]. field
[469, 573, 292, 520, 555, 158, 46]. fields [40].
filters [471]. findings [511]. finite
[422, 22, 591]. Fire [516]. Fireworks [283].
first [162]. fixed [9]. Flexible
[515, 556, 292, 207]. flicking [446]. flight
[396]. Flock [584, 238]. flow
[641, 164, 677, 518, 609, 40]. flower [651].
flows [543]. Fluid
[542, 295, 354, 706, 619, 15, 251, 612, 86, 512,
596, 17, 161, 372, 14, 305, 707, 643].
fluid-solid [161]. fluidity [523]. fluids
[513, 644, 85, 16, 250, 615, 462].
fluorescence [50]. focus [563]. foliage
[319]. footprint [357]. footprint-driven
[357]. Footstep [390]. force [401, 339].
forehead [613]. forest [319, 110].
Foreword [66]. formation [456].
formations [466]. formulation [515].
fraction [354]. fractional [543]. fracture
[515, 594, 386, 463]. fracturing [300]. frame
[320]. frames [309]. framework
[26, 8, 165, 266, 391, 254, 688, 294, 284]. free
[21, 581, 420]. freehand [576]. frequency

[54]. friction [370]. friendly [405]. full
[558, 420]. full-body [420]. Functionally
[56]. functions [517]. Furstyling [285].
fusion [8]. future [215]. Fuzzy
[371, 359, 416]. FVDM [558].

gait [502]. gallery [63]. Game
[109, 467, 399, 366, 687]. gameplay [536].
games [422, 588, 541]. gaming [317].
Garment [637]. gaseous [85]. Gaussian
[579]. gaze [276]. general [165, 351].
Generalized [259]. Generating
[657, 143, 203]. Generation [233, 310, 454,
100, 167, 684, 152, 183, 408, 301, 414, 528,
588, 13, 128, 631, 624, 567, 130, 667, 665, 81].
generator [389]. Generic [2, 208]. genetic
[359, 577, 42]. genetic-fuzzy [359]. genus
[143]. genus- [143]. geodesic [245].
geometric [291, 201, 15, 278, 623].
Geometry [23, 29, 638, 20, 407].
Geometry-driven [23]. gesture
[135, 328, 702]. Giant [652]. GIS [364].
Give [307]. glass [409]. global [340].
global/local [340]. glossy [48]. gloves
[150]. GPU [405, 641, 384, 512, 265, 689,
403, 266, 210, 377, 68, 22, 14, 688].
GPU-assisted [641]. GPU-based
[265, 266, 68]. GPU-friendly [405]. GPUs
[171]. Gradient [183]. Gradient-based
[183]. grading [531]. graffiti [676].
granular [182]. Graph [712, 406, 450, 343].
graph-based [406]. Graph-cut [712].
Graphics [218]. graphs [379]. Grasp [249].
grass [87]. grid [267, 609, 282]. grids [58].
Grigore [102]. grounded [606]. group
[566]. groups [509, 236]. growth [451, 24].
Guest [317, 162, 175]. Guidance [646, 658].
guide [54, 63]. guided
[472, 270, 520, 302, 221]. guidewires [402].

Hair [148, 210, 687]. hairstyle [396]. Hand
[242, 416, 369, 147, 203, 425]. hand-drawn
[425]. hand-held [369]. Hand-painted
[242]. handheld [532]. Handling
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[365, 299, 67, 505, 250]. Haptic
[267, 363, 505, 185, 402, 320, 119, 503, 640,
366, 575, 639]. Haptic-constraint [363].
haptic-enabled [575]. HapticFlow [19].
haptics [19, 119, 223, 221]. Hardware
[506]. Hardware-accelerated [506]. head
[79, 65, 629, 571]. healthy [659]. heart
[256, 37]. height [555]. held [369].
heterogeneous
[522, 512, 367, 704, 585, 591]. hidden [697].
Hierarchical [582, 590, 463, 94, 417].
hierarchies [701]. hierarchy [484, 116].
high [165]. high-quality [165]. hip
[269, 39]. home [561]. horse [502]. hot [85].
HRP [314]. HRP-2 [314]. hug [307].
Human [271, 549, 203, 414, 576, 42, 579,
482, 9, 202, 672, 529, 27, 423, 671, 127, 556,
147, 82, 234, 577, 330, 525, 533, 321, 229, 714,
337, 715, 72, 398, 129, 653, 400, 667, 81, 571].
human-motion [714]. humanoid [635].
humanoids [314]. humans
[237, 361, 312, 83, 541, 631, 125]. Hybrid
[649, 598, 660, 287, 330, 640, 22, 331, 591, 574].
Hybrid-based [649]. Hydraulic [111].
hydrodynamics
[513, 515, 623, 543, 615, 567].
hydrodynamics-based [567].

ice [692]. iCutter [412]. ICWall [173].
identification [604]. illumination
[347, 705, 95, 519]. illusions [664]. Image
[93, 270, 220, 322, 639, 31, 408, 61, 475, 520,
704, 712, 540]. Image-based
[220, 322, 61, 540]. Image-inspired [639].
images [475, 565, 42]. imitation [541].
immersion [369]. Immersive [420].
immiscible [354, 250]. impaired [659].
Implementation [113]. Implicit [69, 416].
implicits [562]. impostors [438]. improve
[146, 667]. improved [385, 634, 14].
improvement [476]. improves [492].
Impulse [176, 286]. Impulse-based
[176, 286]. including [76, 613].
incompressible [512, 17]. inconsistency

[350, 157]. incorporates [458].
incrementally [116]. individual [371].
inertial [160]. Inextensible [370].
inference [450]. Information
[373, 380, 410, 418, 426, 487, 434, 448, 480,
493, 500, 507, 537, 544, 550, 626, 559, 568,
600, 607, 616, 655, 656, 661, 666, 673, 681,
711, 622, 27, 700, 99, 158, 215, 365, 507].
information-rich [158].
information-theoretic [622]. informed
[208]. Inhomogeneous [348]. inserting
[429]. inspired [514, 639]. instructions
[26]. integrated [145, 364, 159].
Integrating [141, 526]. integration [69].
intelligent [290, 413, 242, 490]. interactant
[361]. Interaction [16, 546, 208, 648, 369,
166, 382, 104, 503, 458, 328, 216, 286, 23,
483, 554, 372, 631, 243, 44, 639].
interactions [320, 367, 420, 161].
Interactive [304, 202, 170, 709, 90, 138, 384,
650, 676, 563, 459, 534, 565, 528, 312, 580,
397, 207, 303, 128, 678, 679, 461, 571, 284,
263, 45, 388, 363, 399, 618, 153, 266, 705,
712, 37, 76, 631, 694, 172, 22, 688, 63, 490].
interactivity [492]. Interconnecting [663].
interest [222]. interface
[214, 686, 606, 356, 166, 366]. interfaces
[174]. interfacial [197]. interpolation
[405, 86, 194, 519, 46]. intersection
[605, 151]. intrinsic [68]. Introducing
[536, 451]. Introduction [175, 317, 162].
intuitive [328, 142]. invasive [402]. inverse
[219, 73, 188, 455, 667]. investigation [38].
Inviscid [17]. involving [223]. ISBN [102].
isometric [606]. Issue [218, 373, 380, 410,
418, 426, 487, 434, 448, 480, 493, 500, 507,
537, 544, 601, 550, 559, 568, 600, 607, 616,
626, 655, 656, 661, 666, 673, 681, 711, 502,
545, 411, 481, 488, 538, 494, 501, 551, 560,
608, 323, 442, 317, 271, 162, 175, 435, 617].
Italian [154].

Jacobian [667]. Jacobian-based [667].
joint [269, 438, 334, 39]. juggler [504, 710].
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kaleidoscope [116]. kernel [549]. Key
[124, 26]. key-postures [26]. Key-styling
[124]. keyframe [375, 491]. keyframing
[226]. keying [304]. keypoints [245].
Kinect [672]. KinectTM [536]. kinematics
[219, 73, 188, 332, 455, 667]. kinetics [289].
kinetics-assisted [289]. knowledge [83].

LabanDancer [72]. Lagrange [370].
Lagrangian [621]. Lambertian [322]. lane
[647, 587]. lane-changing [587]. Language
[263, 397, 288, 78]. Laplacian
[180, 535, 348]. large [237, 688, 110, 574].
large-scale [688, 110, 574]. laryngoplasty
[270]. latency [146]. lattice [403, 428, 140].
lattice-based [428]. layer [573, 296, 393].
layout [174, 158]. leaf [90, 24]. learnable
[10]. learned [263, 173]. Learning
[201, 263, 526, 541, 124, 630].
Learning-based [201]. least [251]. leaves
[292]. Lessons [173, 263]. Let [710]. level
[562, 558, 677, 574]. level-of-detail [574].
levels [83]. life [32]. lifting [596]. ligament
[497]. light [705, 48, 428]. lighting [279].
lightweight [713]. like [67, 611]. line
[199, 223, 13]. line-based [223]. linear
[176, 139, 116]. lion [153]. lip [232].
lip-synch [232]. liquid
[708, 88, 660, 197, 462, 514]. liquids [18].
listening [261]. Live [532]. LMA [118].
LMA-Effort [118]. local
[604, 621, 86, 296, 341]. locally [391].
location [468]. locomotion
[325, 495, 150, 199, 421, 13, 702].
locomotive [703]. logic [342]. lookup [378].
low [249, 202, 298, 123]. low-dimensional
[249, 202, 123]. luminance [520].

machine [422, 327]. machining [327].
Macroscopic [592]. magnetic [546].
maintenance [369]. making
[467, 526, 254, 306]. management
[208, 222, 104, 413]. Managing [236].
manipulation [709, 640, 282, 345].

manipulative [244]. mannequins [112].
map [165]. Mapping [62, 85]. maps
[167, 371, 417, 259]. marionette [629].
marker [485, 420]. markerless [41].
markers [398]. Markov [697]. markup
[288]. matching [406, 403, 300, 94, 246, 245].
material [138, 182]. materials [678, 331].
me [307]. mean [453]. mean-value [453].
measure [29]. measurement [9].
measures [622]. measuring [700]. media
[428]. medialization [270]. Medical
[218, 563]. medicine [404]. members [506].
Mesh [21, 97, 99, 177, 684, 113, 445, 593, 19,
350, 476, 376, 138, 654, 143, 96, 530, 134,
298, 29, 326, 294, 486, 590, 665, 489].
Mesh-free [21]. meshes
[464, 180, 562, 17, 308, 631, 713, 339, 478].
Meshless [386, 71, 484, 591]. metaballs
[363]. Metabots [663]. metamorphosis
[96, 40]. method
[185, 165, 85, 503, 252, 377, 715, 591, 707, 140].
methodology [268]. methods [8, 258].
microscopic [592]. Microsoft [536].
midpoint [69]. Minimal [136]. minimally
[402]. minimizing [309]. minimum [259].
minimum-norm [259]. mirror [43].
miscible [354, 250, 140]. missing [398].
mission [528]. mission-based [528]. mixed
[304, 648, 660, 609]. Mixing [55]. mixtures
[140]. mobile [658, 213]. Mobility [659].
mocap [399]. modal [320]. model
[670, 45, 59, 619, 292, 65, 599, 652, 663, 199,
558, 585, 458, 647, 210, 239, 324, 511, 540,
84, 401, 161, 433, 587, 22, 542, 632, 482, 571].
model-based [324, 571]. model-reduced
[619]. modeler [168]. Modeling
[586, 27, 155, 82, 382, 18, 243, 363, 10, 423,
139, 299, 90, 136, 451, 517, 650, 633, 116,
220, 192, 234, 421, 87, 260]. Modelling
[415, 195, 629, 611]. models
[249, 141, 202, 672, 376, 654, 697, 203, 351,
414, 51, 247, 640, 625, 714, 41, 688].
modular [116]. momentum [73, 302, 182].
momentum-based [73, 182]. monocular
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[42]. monotonic [86]. mood [632].
Morphing [46, 98, 273, 97, 180, 88, 194, 143,
584, 20, 344, 142]. mosaic [454, 689].
Motion [106, 52, 227, 75, 123, 39, 314, 78,
117, 77, 9, 548, 536, 79, 202, 26, 118, 120,
529, 189, 671, 122, 375, 703, 556, 369, 301,
549, 73, 535, 99, 459, 685, 534, 287, 274, 231,
414, 503, 577, 51, 247, 312, 163, 341, 516,
580, 330, 25, 13, 207, 112, 334, 533, 578, 302,
74, 148, 229, 576, 76, 714, 124, 315, 398, 400,
514, 667, 42, 579, 482, 81, 630, 357, 379].
motions [184, 204, 128]. motivated [301].
motor [122]. MOUT [191, 254, 306].
movement [503, 100, 78]. movements
[132]. moving [251, 43, 658, 198]. MRI
[269, 39]. Muddy [642]. Multi [443, 67, 393,
244, 310, 32, 416, 320, 335, 562, 159, 389].
multi-body [416]. Multi-core [443].
Multi-layer [393]. multi-level [562].
multi-modal [320]. multi-object [310].
multi-perceptive [32]. Multi-resolution
[67, 244]. multi-sensorial [32].
multi-stimulus [389]. multi-user [159].
multi-view [335]. multiblock [58].
multicameras [604]. multifactor [414].
multigrid [512, 252]. multilegged [495].
Multimodal [125, 141, 8, 5]. multiplayer
[104, 503]. Multiple [61, 462, 628].
multiplicity [657]. multipliers [370].
Multiresolution [319]. Multiscale [375].
multiuser [557]. multivariate [579].
muscle [82, 130]. music [301]. Myriad
[157].

Natural [79, 496, 603, 50]. navigating
[144]. navigation
[684, 606, 364, 620, 390, 191, 489]. needle
[221]. net [196]. network [344].
network-based [344]. Networked
[503, 313]. networking [704]. networks
[548]. No [102, 314]. noise [496, 28].
nominal [184]. non [322, 47, 519].
non-Lambertian [322].
non-photorealistic [47]. non-skin [519].

noncollinear [471]. norm [259]. notation
[72, 78]. novel [447, 715, 575]. novices [356].
numerical [621]. numerous [451]. NVEs
[113].

object [310, 709, 484, 473, 132, 198].
objects
[208, 536, 406, 108, 139, 476, 220, 382, 444,
328, 413, 615, 679, 664, 591, 243, 131].
obscurances [48]. observations [703].
obstacles [658]. occlusion [614, 217, 171].
occlusions [485, 365]. ocean [107, 382].
octree [668, 701]. On-line [13, 199]. one
[396, 587]. Online [703, 429, 541, 561].
ontology [127]. optical [39]. optimal [580].
optimising [359]. Optimization
[566, 645, 520, 260, 646, 665].
Optimization-based [566]. Optimized
[117, 139, 491, 438, 231, 453]. optimizing
[612]. ordinary [629]. Organizing [184].
orientation [309]. oriented [594, 34].
out-of-core [688]. outdoor [9, 347].
overview [400]. Oz [126].

pages [102]. Paint [409, 45, 91, 523].
Paint-on-glass [409]. painted [242].
Painterly [498]. palpation [187]. panel
[44]. panorama [564]. Panoramas [52].
Paper [502, 192]. paper-cut [192]. Papers
[218, 561, 162]. Parallel
[612, 171, 512, 351, 443].
Parallel-optimizing [612].
parameterization [97, 430, 143, 326].
parameters [118]. Parametric [445, 244].
parametrization [698]. parametrized
[531]. participating [428]. Particle
[464, 483, 372, 513, 515, 668, 623, 543, 615,
161, 646, 567]. Particle-based
[464, 483, 372]. particles [594]. partition
[562]. partitioning [105]. PASCAL [325].
passive [557]. patch [194]. patch-based
[194]. Patches [296]. path [165, 522, 289,
235, 496, 61, 685, 133, 456, 646, 400, 379].
path-based [289, 61]. pathfinding [443].
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patient [565, 221]. patient-specific [565].
pattern [516]. patterns [353]. pavement
[664]. PC [157]. PCMD [632]. PDE [19].
PDE-based [19]. pedestrian
[648, 353, 239, 509]. pedestrians [84]. peer
[258, 157]. peer-to-peer [258, 157]. local
[340]. region [364]. Pencil [524]. people
[307, 41]. per-joint [438]. perception
[145, 83, 229]. perceptive [32]. Perceptual
[291, 671, 689, 360]. Perceptually
[466, 340, 301]. Performance
[274, 425, 445, 3, 663, 697, 391, 566, 158, 519].
performance-captured [445].
Performance-driven [274, 425, 3].
performances [696, 539]. Person [604].
personality [137, 33, 2, 585, 632].
personality-characterized [632].
personalized [83, 632, 395]. Perspective
[241, 259]. Perspective-aware [241].
perspectives [557]. phase [462]. Philippe
[102]. photo [664]. photograph [637].
photon [85]. Photorealistic [460, 417, 47].
Physical [706, 119, 597, 458, 23, 591].
Physical-based [706]. Physically
[98, 521, 179, 473, 24, 613, 141, 472, 252, 345].
Physically-based [24, 613]. physics
[548, 691, 325]. physics-based [548].
Physiological [271]. Physiologically [256].
physiology [82]. piano [539]. picture [132].
PIK [202]. pipelines [552]. Pipelining
[704]. Piying [554]. planar [43]. planners
[379]. Planning [620, 490, 165, 522, 235,
496, 348, 444, 133, 400]. plant [24]. plastic
[255]. platform [126, 364, 413]. plausible
[466]. play [554]. point [98, 225, 223, 20].
point-constraints [225]. point-sampled
[98, 20]. Points [686]. Points-based [686].
Poisson [512]. policies [657]. polite [527].
Politeness [492]. polycube [97].
polycube-based [97]. polygonal
[351, 614, 583, 339]. Pompeii [55].
Populating [589, 237]. Porous [518].
portals [105]. Pose [430, 291, 177, 378].
pose-editing [177]. poses [653]. posing

[686]. Position [675, 479, 644, 534, 640].
Position-based [675, 479, 640]. possible
[131]. posture [27, 219]. postures [26, 27].
potential [15]. Practical [403, 463].
Precomputing [190]. Predictable [691].
Predicting [398, 662]. predictive [145].
preference [468]. prefetching [146].
preparation [603]. presence [106, 369].
preservation [629, 486, 590]. preserved
[47]. preserving [59, 456, 474]. Pressure
[295, 469]. primitives [122, 625].
probabilistic [249, 33, 477, 553].
Procedural [495, 517, 153, 260]. procedure
[497]. processes [579]. profiles [127].
programming [33, 81]. Progressive
[96, 705, 200, 713]. project [72]. projection
[76, 707]. propagation [638]. prosodic [79].
Provision [369]. proximity [351, 337].
proxy [700]. Pseudo [292, 138].
Pseudo-dynamics [292]. Psychological
[84, 511]. public [215]. pulmonary [38].
puncture [221].

quadrangulation [275]. quality [165, 205].
quantitative [439]. Quartz [191]. quasi
[166]. quasi-tangible [166]. quaternion
[581].

race [456]. racer [456]. radio [54].
radio-frequency [54]. raindrops [417, 461].
randomized [712]. range [262]. Rapid
[570, 515]. rates [320]. ray [265, 555, 701].
RBF [344]. re [604]. re-identification
[604]. reaction [186]. reactive [423, 73].
Real [432, 594, 399, 152, 573, 71, 92, 385,
278, 502, 708, 65, 522, 484, 150, 346, 695,
210, 640, 144, 578, 37, 91, 206, 683, 315, 567,
305, 331, 591, 193, 338, 440, 108, 464, 392,
165, 641, 703, 107, 460, 451, 517, 223, 188,
55, 13, 417, 95, 435, 124, 14, 662]. Real-time
[432, 594, 399, 152, 573, 71, 92, 385, 278, 502,
708, 65, 522, 484, 150, 346, 695, 210, 640,
144, 578, 37, 91, 206, 683, 567, 305, 331, 591,
193, 338, 440, 108, 392, 165, 641, 703, 107,
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460, 451, 517, 188, 13, 417, 95, 435, 124, 14].
Realistic [107, 147, 525, 615, 636, 523, 387,
155, 612, 85, 558, 133, 372, 510]. reality
[214, 268, 304, 432, 369, 378, 347, 54, 360,
213, 162, 102, 44, 365]. rear [76]. reasoning
[527]. recognition [263, 432, 31, 399, 696].
Reconstructing [672]. reconstruction
[532, 43, 549, 322, 154, 540, 497, 542, 42, 474,
395, 571]. reduce [621]. reduced [619, 420].
refined [377]. refinement [609]. reflection
[132, 542]. reflective [417]. refraction
[206]. refractions [708]. refractive [417].
region [94, 519, 624, 142]. region-based
[142]. regions [3]. regression [549].
regulate [337]. rejuvenation [36]. related
[313]. relational [291]. Relighting [520].
remeshing [431]. Remote [57]. Rendering
[50, 141, 438, 262, 108, 319, 573, 8, 185, 155,
498, 107, 402, 521, 320, 708, 85, 470, 101, 58,
346, 391, 555, 144, 417, 18, 95, 355, 47, 87,
206, 428, 664, 649, 339, 688, 574]. repair
[694]. Repairing [350]. representation
[450, 660, 398, 574]. reprojection [564].
research [423]. resolution
[706, 67, 680, 397, 244, 610]. respiration
[338]. respond [659]. response [195].
responses [307]. responsible [526].
Responsive [261]. Restoration [554].
retargeting [106, 391, 394, 321].
retargetting [341]. retexturing [93].
retrieval [622, 533, 576, 714, 78, 482].
reusing [209]. revealing [547]. Review
[102, 498]. RGB [571]. RGB-D [571].
rhinoplasty [348]. rhythmic [153]. rich
[158]. richer [547]. rig [690]. rig-space
[690]. Rigging [352, 277, 447]. Rigid
[514, 675, 286, 377, 679, 246, 282, 331].
rigid-body [675]. Rigid-motion-inspired
[514]. Ripple [443]. river [281]. roadmaps
[553]. robotic [635]. Robust
[262, 562, 172, 20, 485]. rods [370]. role [31].
Rom [621]. rotation [309, 101, 602].
rotation-minimizing [309]. rural [558].

saliency [375]. salient [520, 245]. sampled
[98, 592, 20]. sampling [194, 653, 665].
sandstorm [179]. saturation [518].
scalable [443, 222, 144, 157]. scalar
[469, 706]. scale [688, 110, 574, 245].
scanning [396]. scans [293, 168, 395].
scattering [206]. scenario [528, 588].
scenarios [263]. scene [206]. scenes
[155, 408, 558, 55, 95, 699, 429, 574].
scheduling [646]. scheme [406, 222].
science [423]. scratches [692]. screen
[708, 158, 76]. screen-space [708].
sculpting [56]. SDF [660]. Search [443].
searching [712]. segmentation
[530, 577, 712, 715]. selected [691].
selection [700]. selective [415]. self
[361, 643]. self-adaptive [643].
self-disclosure [361]. semantic
[572, 589, 533]. semi [621, 698].
semi-automatic [698]. semi-Lagrangian
[621]. sensing [150]. sensitive [376]. sensor
[571]. sensorial [32]. sensors
[9, 160, 549, 546, 570]. sequence [602].
sequences [310, 445, 593, 152, 350, 375, 135,
99, 459, 530, 602, 148, 131]. sequential [680].
serious [588, 413]. server [663]. services
[216]. set [420]. shader [279]. shadow
[554, 259]. shadowing [303, 95]. Shape
[47, 238, 345, 622, 406, 405, 59, 90, 149, 403,
227, 341, 300, 246, 282, 595, 294, 590].
Shape-constrained [238].
shape-controllable [595].
shape-preserving [59]. shapes [412].
shared [367, 503]. Shear [101, 253].
Shear-rotation-warp [101]. shell
[183, 278, 285, 518, 649]. sign [397, 288].
signals [4]. Silhouette [76, 277].
Silhouette-based [76]. similarity
[229, 714]. Simple [351]. simplification
[117, 308]. simulate [163]. Simulating
[276, 543, 509, 510, 82, 330]. Simulation
[388, 221, 462, 683, 140, 269, 644, 36, 176, 657,
371, 267, 648, 594, 691, 358, 2, 619, 476, 385,
251, 353, 384, 402, 612, 668, 289, 119, 465, 484,
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512, 346, 669, 565, 651, 690, 348, 386, 473, 234,
364, 647, 505, 252, 463, 210, 133, 511, 144, 583,
693, 592, 483, 615, 570, 17, 401, 372, 435, 518,
91, 69, 436, 24, 497, 694, 646, 649, 14, 305, 297,
331, 707, 523, 383, 327, 198, 253, 387, 440].
simulations [67, 191, 254, 306]. simulator
[118, 586, 255, 403]. simulators [268].
Simultaneous [628]. Single
[475, 573, 614, 695, 519]. single-depth [614].
single-layer [573]. singularity [420].
singularity-free [420]. site [55]. situ [327].
Situation [342]. size [31, 158]. sized [57].
skeletal [82]. skeleton [593, 315, 129].
skeleton-driven [593]. skeletonization
[377]. skeletons [638]. sketch
[356, 654, 576]. sketch-based [654].
sketching [275]. Skill [630]. skin
[36, 280, 430, 149, 519, 130, 297, 248].
skinning [581, 296, 134, 200, 377, 129, 196].
sky [206]. sliding [297]. small [509]. smoke
[92, 385, 89, 668, 289, 595, 198]. Smooth
[339]. smoothed
[513, 515, 623, 543, 615, 567].
smoothed-particle [615, 567]. smoothness
[469]. Snap [254]. snow [649]. soap [652].
Social [698, 467, 586, 307, 674, 599, 633, 527,
239, 509]. socially [361, 526]. soft
[170, 384, 640, 693, 401, 433, 22].
soft-fabrics [384]. soft-touch [170].
software [162]. solid
[619, 660, 483, 161, 372, 462, 331, 387].
solids [513, 70, 16]. solutions [611]. solver
[512]. song [6]. sound [141, 100]. sourcing
[698]. Space [444, 11, 572, 325, 708, 531, 430,
534, 690, 555, 112, 321, 456, 653, 245, 357].
Space-time [444, 11]. spaces [123].
SpaceTime [634]. sparse [549, 398].
Spatial [309, 353, 226, 385, 599, 457].
Spatial-temporal [353]. spatio [706].
spatio-temporal [706]. Spatiotemporal
[535]. Special
[218, 271, 502, 175, 435, 567, 317]. specific
[565, 602, 221]. Specifying [4]. spectral
[331]. specular [542]. speech

[263, 30, 51, 204]. Speeding [476]. SPEM
[185]. SPH [295, 612, 286, 305, 643]. sphere
[472]. spherical [143, 417]. splatting [470].
spline [433]. split [285]. spring [59].
sprites [155, 618]. square [246]. squares
[251]. Stable [186, 355, 615, 636]. state
[529, 498, 422, 452]. state-aware [452].
state-of-the-art [498]. states [233]. static
[496]. stationary [658]. statistical [347].
SteerBench [316]. steering
[657, 359, 199, 342, 316]. step
[421, 662, 357]. step-by-step [421]. stereo
[217, 173]. stereographic [557].
Stereoscopic [408]. stiffness [300].
stimulus [389]. stochastic [358]. strain
[46]. strategies [217, 171]. strategy [658].
Streaming [610, 113]. street [61, 558, 664].
street-level [558]. string [578]. strings
[446]. strokes [75]. structural [393].
structure [668, 465, 486, 611]. structured
[598]. structures [582]. study [258, 14].
Style [228, 430, 124]. styling [124].
Stylized [204, 279, 167, 355, 664].
Subdivision [431, 611]. subspace [486].
subspaces [228]. Subtle [692]. suite [316].
summarization [475]. sums [517]. support
[160]. supported [127]. Surface
[245, 262, 59, 623, 470, 132, 518, 542, 474].
surface-deformable [59]. surfaces
[98, 660, 220, 322, 638, 540, 68, 172, 610, 611].
Surgeries [683, 694]. surgery
[416, 255, 403, 505, 693]. surgical
[268, 402, 497]. surrogates [635]. survey
[423, 213]. swarm [646]. sweeps [203].
swept [472]. Symmetric [293, 635]. synch
[232]. synchronized [37]. Synthesis
[142, 77, 249, 79, 202, 26, 479, 122, 502, 199,
194, 393, 287, 51, 247, 516, 580, 397, 204,
123, 603, 456, 124, 240, 244, 595, 288, 343,
564, 579, 241, 357]. synthesizer [26].
Synthesizing [5]. Synthetic [360, 437].
system [485, 359, 416, 676, 348, 328, 54, 404,
696, 191, 497, 694, 182, 327, 561, 539].
systems [213, 76, 39, 44].
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t [535]. table [378]. tabletop [166, 159].
Tai [26]. taking [50]. talk [702]. tangible
[536, 166, 554]. Target [197].
Target-driven [197]. task [34, 490].
tearing [446]. techniques
[113, 8, 498, 527, 133]. technologies
[109, 213]. technology [162, 102]. tele [634].
tele-conference [634]. teleported [634].
telepresence [635]. template [447].
template-based [447]. Temporal
[135, 194, 262, 706, 353, 454, 530, 344].
terrain [408]. terrains [477]. test
[605, 151]. tetrahedral [294, 665]. texton
[712]. texture
[477, 155, 65, 194, 614, 677, 47].
texture-based [677]. textures
[281, 278, 285, 221, 649, 244]. TFAN [298].
theater [696]. theoretic [622, 27]. theories
[633]. theory [388]. thin [623, 678]. three
[556, 540, 162]. three-dimensional [540].
three-way [556]. tiled [173]. Time
[70, 299, 176, 108, 432, 594, 399, 464, 152,
392, 573, 185, 165, 71, 641, 703, 92, 385, 107,
278, 502, 320, 708, 65, 522, 484, 460, 451,
517, 150, 346, 534, 695, 444, 223, 29, 188,
210, 640, 13, 11, 144, 578, 37, 417, 95, 435,
254, 306, 396, 91, 124, 206, 683, 14, 315, 567,
305, 331, 591, 193, 338, 440]. Time-critical
[70, 299]. time-of-flight [396].
time-variant [29]. time-varying [320].
tissue [640, 693, 401, 433, 22]. together
[119]. tomography [38]. tool [232, 412, 44].
topic [482]. topological [106, 350].
topology [422, 282]. topology-aware [282].
torsional [370]. touch [187, 170, 307].
touch-enabled [187]. Tour [132, 63]. toy
[35]. tracing [701]. tracking
[485, 160, 310, 432, 152, 324]. traditional
[663, 554]. traffic [648, 558, 585, 647, 587].
training [597, 528]. trajectories [510].
trajectory [405]. Transductive [343].
transfer [430, 695, 352, 519, 457, 478].
transform [596]. transformation [703].
transient [157]. transition [207, 462].

transitions [516]. transnasal [505].
transplantation [333]. travel [119]. tree
[650, 100, 461, 699, 190, 611]. tree-like [611].
trees [451, 517]. triangle [605, 17, 151].
triangle-to-triangle [605]. triangular
[376, 180, 562, 326, 564, 478]. Tubular [326].
tumour [54]. Turbulence [595, 385].
turbulent [615, 643]. twisting [446].

ubiquitous [397]. UEGM [389].
ultrasound [266, 221]. umbrella [216].
uncertain [388, 389]. Understanding
[122]. unification [331]. unified
[465, 250, 161, 294]. unity [562]. universe
[504]. up-sampled [592]. update [65, 699].
urban [237, 260, 574]. Use [160, 402]. User
[472, 214, 686, 174, 159, 158]. User-guided
[472]. users [598, 659]. Using
[146, 163, 553, 9, 472, 644, 622, 536, 515, 424,
97, 573, 201, 484, 293, 549, 73, 663, 496, 697,
99, 143, 203, 177, 475, 527, 614, 565, 503,
444, 635, 516, 300, 546, 570, 396, 221, 631,
41, 713, 646, 519, 398, 455, 345, 40, 142, 42,
365, 482, 611, 571]. utterances [5].

validated [340, 436, 284]. validity [671].
value [453]. variant [29]. variation
[235, 579]. variations [106, 477, 437].
varying [320]. vector [383]. Vehicle [648].
velocity [658, 558]. venation [90].
venation-based [90]. ventriculostomy
[267]. verbal [361]. verbs [136]. versatile
[416]. vessel [641]. vessels [525]. via
[520, 596, 578, 157, 282, 591]. Video
[450, 453, 240, 40, 452, 160, 310, 152, 93, 320,
181, 524, 695, 519, 131, 429, 365].
video-based [365]. Video-driven [452].
View [230, 700, 335, 158]. View-dependent
[230]. viewpoint [622]. Virtual
[469, 361, 38, 83, 337, 564, 598, 263, 233, 208,
268, 388, 504, 187, 710, 32, 145, 10, 466, 127,
416, 659, 237, 506, 222, 369, 606, 599, 255, 367,
451, 517, 415, 663, 265, 527, 680, 290, 503, 597,
528, 223, 328, 312, 163, 55, 589, 404, 154, 158,
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313, 413, 258, 625, 23, 162, 332, 582, 557, 631,
587, 44, 63, 662, 131, 429, 561, 632, 125, 102].
viscous [45, 18]. visibility [397]. visible
[51]. vision [163, 360]. vision-based [360].
Visual [596, 137, 30, 415, 503, 324].
visualization
[233, 706, 266, 677, 39, 575, 62]. visuo [122].
visuo-motor [122]. vKASS [497]. Volume
[354, 8, 484, 451, 101, 705, 701, 433, 221].
volumes [472]. Volumetric
[486, 472, 565, 348, 705, 38, 37]. Vortex
[668]. vorticity [385]. VR
[612, 364, 157, 76]. VR-systems [76].
VRCAI’08 [323]. VRCIA [175].

wagging [87]. Walk [702]. walking
[112, 41, 662]. walkthrough [146, 61].
walkthroughs [205]. wall [641]. warp
[101]. warping [405, 531, 401]. water
[642, 623, 382, 132, 483, 518, 193, 243, 383].
waterfall [155]. watering [384]. waters
[50]. watery [91]. wavelet [496, 596, 407].
wavelet-based [407]. waves [107, 382, 383].
way [273, 556]. Web [216]. Web-services
[216]. Web3D [713]. Weighted [341, 188].
wheeled [658]. whole [606]. whole-body
[606]. Wiley [102]. wind [292, 87]. wire
[345]. wireframe [355]. wireless [213].
wisp [210]. withering [473]. Wizard [126].
Wizard-of-Oz [126]. work [423].
workplaces [215]. world [388]. worlds
[119, 663]. wound [393]. wrestling [422].
wrinkles [392, 613].

xvi [102].

York [102].

zone [260].
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leib, Brian O’Kennedy, Marlene Arevalo-
Poizat, Nadia Magnenat-Thalmann,
Andrew Stoddart, and Daniel Thal-
mann. Mixing virtual and real scenes
in the site of ancient Pompeii. Com-
puter Animation and Virtual Worlds,
16(1):11–24, February 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Adzhiev:2005:FBA

[56] Valery Adzhiev, Peter Comninos,
Maxim Kazakov, and Alexander Pasko.
Functionally based augmented sculpt-
ing. Computer Animation and Virtual
Worlds, 16(1):25–39, February 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Ashdown:2005:RCD

[57] Mark Ashdown and Peter Robinson. Re-
mote collaboration on desk-sized dis-
plays. Computer Animation and Virtual
Worlds, 16(1):41–51, February 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Lee:2005:ERM

[58] Jinho Lee, Lance C. Burton, Raghu
Machiraju, and Donna S. Reese. Effi-
cient rendering of multiblock curvilinear

grids with complex boundaries. Com-
puter Animation and Virtual Worlds,
16(1):53–68, February 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Choi:2005:ASD

[59] Yoo-Joo Choi, Min Hong, Min-Hyung
Choi, and Myoung-Hee Kim. Adaptive
surface-deformable model with shape-
preserving spring. Computer Animation
and Virtual Worlds, 16(1):69–83, Febru-
ary 2005. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Kunii:2005:E

[60] Tosiyasu Kunii and Hock Soon Seah.
Editorial. Computer Animation and
Virtual Worlds, 16(2):i–ii, May 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Lee:2005:MPB

[61] Dong Hoon Lee and Soon Ki Jung.
Multiple path-based approach to image-
based street walkthrough. Computer
Animation and Virtual Worlds, 16(2):
85–95, May 2005. CODEN ???? ISSN
1546-4261 (print), 1546-427X (elec-
tronic).

Zheng:2005:MCC

[62] Jiang Yu Zheng and Min Shi. Mapping
cityscapes into cyberspace for visualiza-
tion. Computer Animation and Virtual
Worlds, 16(2):97–107, May 2005. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Yuan:2005:DEE

[63] Xiang Yuan and Yam San Chee. Design
and evaluation of Elva: an embodied
tour guide in an interactive virtual art



REFERENCES 21

gallery. Computer Animation and Vir-
tual Worlds, 16(2):109–119, May 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Masa:2005:END

[64] Michal Masa, Jiri Zara, and Pavel
Smetana. eGaLab: a new dimension for
artists. Computer Animation and Vir-
tual Worlds, 16(2):121–127, May 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Inostroza:2005:RTU

[65] Patricio Inostroza. Real-time update of
eye features on the 3D head model tex-
ture. Computer Animation and Virtual
Worlds, 16(2):129–136, May 2005. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Baciu:2005:F

[66] George Baciu, Ming Lin, Rynson W. H.
Lau, and Daniel Thalmann. Fore-
word. Computer Animation and Virtual
Worlds, 16(3–4):137–139, July 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Jain:2005:MRC

[67] Nitin Jain, Ilknur Kabul, Naga K.
Govindaraju, Dinesh Manocha, and
Ming Lin. Multi-resolution collision han-
dling for cloth-like simulations. Com-
puter Animation and Virtual Worlds,
16(3–4):141–151, July 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Wong:2005:GBI

[68] Wingo Sai-Keung Wong and George
Baciu. GPU-based intrinsic collision de-
tection for deformable surfaces. Com-

puter Animation and Virtual Worlds,
16(3–4):153–161, July 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Volino:2005:IMI

[69] Pascal Volino and Nadia Magnenat-
Thalmann. Implicit midpoint integra-
tion and adaptive damping for efficient
cloth simulation. Computer Animation
and Virtual Worlds, 16(3–4):163–175,
July 2005. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Dequidt:2005:TCA

[70] J. Dequidt, D. Marchal, and L. Grisoni.
Time-critical animation of deformable
solids. Computer Animation and Virtual
Worlds, 16(3–4):177–187, July 2005.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Guo:2005:RTM

[71] Xiaohu Guo and Hong Qin. Real-
time meshless deformation. Com-
puter Animation and Virtual Worlds,
16(3–4):189–200, July 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Wilke:2005:DNH

[72] Lars Wilke, Tom Calvert, Rhonda Ry-
man, and Ilene Fox. From dance nota-
tion to human animation: The Laban-
Dancer project. Computer Animation
and Virtual Worlds, 16(3–4):201–211,
July 2005. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Komura:2005:ARM

[73] Taku Komura, Edmond S. L. Ho, and
Rynson W. H. Lau. Animating reactive
motion using momentum-based inverse



REFERENCES 22

kinematics. Computer Animation and
Virtual Worlds, 16(3–4):213–223, July
2005. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

So:2005:EBM

[74] Clifford K. F. So and George Baciu.
Entropy-based motion extraction for
motion capture animation. Com-
puter Animation and Virtual Worlds,
16(3–4):225–235, July 2005. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Oshita:2005:MCS

[75] Masaki Oshita. Motion control with
strokes. Computer Animation and
Virtual Worlds, 16(3–4):237–244, July
2005. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Thuring:2005:SBM
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and Laurent Ach. Virtual proxim-
ity and facial expressions of computer
agents regulate human emotions and
attention. Computer Animation and
Virtual Worlds, 21(3–4):215–224, May
2010. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

deMelo:2010:RTE

[338] Celso M. de Melo, Patrick Kenny, and
Jonathan Gratch. Real-time expres-
sion of affect through respiration. Com-
puter Animation and Virtual Worlds,
21(3–4):225–234, May 2010. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Wu:2010:SFR

[339] Jun Wu, Yuen-Shan Leung, Charlie
C. L. Wang, Dangxiao Wang, and
Yuru Zhang. Smooth force render-
ing on coarse polygonal meshes. Com-
puter Animation and Virtual Worlds,
21(3–4):235–244, May 2010. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Garcia:2010:PVG
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Ondřej, Xueying Qin, Qunsheng Peng,
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Markus Gross, and Soo-Mi Choi. Adap-
tive surface splatting for facial render-
ing. Computer Animation and Virtual
Worlds, 23(3–4):363–373, May/August
2012. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Du:2012:FCC

[471] Peng Du, Min Tang, and Ruofeng Tong.
Fast continuous collision culling with de-
forming noncollinear filters. Computer
Animation and Virtual Worlds, 23(3–4):
375–383, May/August 2012. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Bae:2012:UGV

[472] Myungsoo Bae, Jinwook Kim, and
Young J. Kim. User-guided volumet-
ric approximation using swept sphere
volumes for physically based anima-
tion. Computer Animation and Virtual



REFERENCES 65

Worlds, 23(3–4):385–394, May/August
2012. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Liu:2012:PBO

[473] Youquan Liu, Yanyun Chen, Wen Wu,
Nelson Max, and Enhua Wu. Physically
based object withering simulation. Com-
puter Animation and Virtual Worlds, 23
(3–4):395–406, May/August 2012. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Zhao:2012:DFP

[474] Xu Zhao, Zhong Zhou, Ye Duan, and
Wei Wu. Detail-feature-preserving sur-
face reconstruction. Computer Ani-
mation and Virtual Worlds, 23(3–4):
407–416, May/August 2012. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Lee:2012:SIS

[475] Hwan-Jik Lee, Hyun Joon Shin, and
Jung-Ju Choi. Single image summariza-
tion of 3D animation using depth im-
ages. Computer Animation and Virtual
Worlds, 23(3–4):417–424, May/August
2012. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Gutierrez:2012:SSD

[476] Luis F. Gutiérrez, Iker Aguinaga,
Matthias Harders, and Félix Ramos.
Speeding up the simulation of de-
formable objects through mesh improve-
ment. Computer Animation and Virtual
Worlds, 23(3–4):425–433, May/August
2012. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Ferraris:2012:FBP

[477] John Ferraris, Feng Tian, and Chris-
tos Gatzidis. Feature-based probabilistic
texture blending with feature variations
for terrains. Computer Animation and
Virtual Worlds, 23(3–4):435–445, May/
August 2012. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Zhao:2012:DDD

[478] Yong Zhao, Bin Pan, Chunxia Xiao,
and Qunsheng Peng. Dual-domain
deformation transfer for triangular
meshes. Computer Animation and Vir-
tual Worlds, 23(3–4):447–456, May/
August 2012. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Fratarcangeli:2012:PBF

[479] Marco Fratarcangeli. Position-based fa-
cial animation synthesis. Computer An-
imation and Virtual Worlds, 23(3–4):
457–466, May/August 2012. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Anonymous:2012:IIc

[480] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds, 23
(5):i–ii, September/October 2012. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Magnenat-Thalmann:2012:EIa

[481] Nadia Magnenat-Thalmann and Daniel
Thalmann. Editorial issue 23.5. Com-
puter Animation and Virtual Worlds, 23
(5):467, September/October 2012. CO-
DEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).



REFERENCES 66

Zhu:2012:HMR

[482] Mingyang Zhu, Huaijiang Sun, Rongyi
Lan, and Bin Li. Human motion re-
trieval using topic model. Computer An-
imation and Virtual Worlds, 23(5):469–
476, September/October 2012. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Shao:2012:PBS

[483] Xuqiang Shao, Zhong Zhou, and Wei
Wu. Particle-based simulation of bub-
bles in water–solid interaction. Com-
puter Animation and Virtual Worlds, 23
(5):477–487, September/October 2012.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Jung:2012:RTC

[484] Hoeryong Jung and Doo Yong Lee. Real-
time cutting simulation of meshless de-
formable object using dynamic bound-
ing volume hierarchy. Computer Ani-
mation and Virtual Worlds, 23(5):489–
501, September/October 2012. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Alvarez:2012:NMD
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Felipe Rodŕıguez. Corruptible social
agents. Computer Animation and Vir-
tual Worlds, 27(2):89–102, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Deul:2016:PBR

[675] Crispin Deul, Patrick Charrier, and Jan
Bender. Position-based rigid-body dy-
namics. Computer Animation and Vir-
tual Worlds, 27(2):103–112, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Kim:2016:IDG

[676] Yong Sun Kim, Yongwan Kim, and Ki-
Hong Kim. Interactive digital graf-
fiti canvas system. Computer Anima-
tion and Virtual Worlds, 27(2):113–121,
March 2016. CODEN ???? ISSN 1546-
4261 (print), 1546-427X (electronic).

Lu:2016:ELD

[677] Daying Lu, Dengming Zhu, Zhaoqi
Wang, and Jinzhu Gao. Efficient level
of detail for texture-based flow visual-
ization. Computer Animation and Vir-
tual Worlds, 27(2):123–140, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).



REFERENCES 87

Tang:2016:ITE

[678] Wen Tang, Tao Ruan Wan, and Don-
jing Huang. Interactive thin elastic ma-
terials. Computer Animation and Vir-
tual Worlds, 27(2):141–150, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Vezzaro:2016:ICD

[679] Luca Vezzaro, Davide Zerbato, and
Paolo Fiorini. Interactive constrained
dynamics for rigid and deformable ob-
jects. Computer Animation and Vir-
tual Worlds, 27(2):151–162, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Lee:2016:ARA

[680] Jun Lee, Mingyu Lim, SungJun Park,
HyungSeok Kim, Heedong Ko, and Jee-
In Kim. Approximate resolution of asyn-
chronous conflicts among sequential col-
laborations in dynamic virtual environ-
ments. Computer Animation and Vir-
tual Worlds, 27(2):163–180, March 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Anonymous:2016:IIc

[681] Anonymous. Issue information. Com-
puter Animation and Virtual Worlds,
27(3–4):181–182, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Anonymous:2016:E

[682] Anonymous. Editorial. Computer
Animation and Virtual Worlds, 27
(3–4):183–184, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Wang:2016:RTS

[683] Yanzhen Wang, Ferdinand Serracino-
Inglott, Xiaodong Yi, Xue-Feng Yuan,
and Xue-Jun Yang. Real-time simu-
lation of catheterization in endovascu-
lar surgeries. Computer Animation and
Virtual Worlds, 27(3–4):185–194, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Berseth:2016:ACB

[684] Glen Berseth, Mubbasir Kapadia,
and Petros Faloutsos. ACCLMesh:
curvature-based navigation mesh gener-
ation. Computer Animation and Virtual
Worlds, 27(3–4):195–204, May 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Lee:2016:PBE

[685] Kang Hoon Lee and Myung Geol Choi.
A path browser for exploratory motion
assembly. Computer Animation and
Virtual Worlds, 27(3–4):205–212, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Choi:2016:PBU

[686] Myung Geol Choi and Kang Hoon Lee.
Points-based user interface for charac-
ter posing. Computer Animation and
Virtual Worlds, 27(3–4):213–220, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Wu:2016:DDD

[687] Chenlei Wu and Takashi Kanai. Data-
driven detailed hair animation for game
characters. Computer Animation and
Virtual Worlds, 27(3–4):221–230, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).



REFERENCES 88

Xue:2016:EGC

[688] Junjie Xue, Gang Zhao, and Wen-
lei Xiao. An efficient GPU out-of-
core framework for interactive render-
ing of large-scale CAD models. Com-
puter Animation and Virtual Worlds,
27(3–4):231–240, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Li:2016:DEP

[689] Ping Li and Hanqiu Sun. Density-
enhanced perceptual mosaic on GPU.
Computer Animation and Virtual
Worlds, 27(3–4):241–249, May 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Li:2016:ERS

[690] Guiqing Li, Yaobin Ouyang, Guodong
Wei, Zhibang Zhang, and Aihua Mao.
Enhanced rig-space simulation. Com-
puter Animation and Virtual Worlds,
27(3–4):250–261, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Chung:2016:PBD

[691] Se-Joon Chung and Nancy Pollard. Pre-
dictable behavior during contact simu-
lation: a comparison of selected physics
engines. Computer Animation and
Virtual Worlds, 27(3–4):262–270, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Kim:2016:SFI

[692] Jong-Hyun Kim, Jaeho Im, Chang-
Hun Kim, and Jung Lee. Subtle fea-
tures of ice with cloudy effects and
scratches from collision damage. Com-
puter Animation and Virtual Worlds,

27(3–4):271–279, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Qian:2016:EST

[693] Kun Qian, Tao Jiang, Meili Wang, Xi-
aosong Yang, and Jianjun Zhang. En-
ergized soft tissue dissection in surgery
simulation. Computer Animation and
Virtual Worlds, 27(3–4):280–289, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).

Wang:2016:ICB

[694] Yanzhen Wang, Ferdinand Serracino-
Inglott, Xiaodong Yi, Xue-Jun Yang,
and Xue-Feng Yuan. An interac-
tive computer-based simulation system
for endovascular aneurysm repair surg-
eries. Computer Animation and Virtual
Worlds, 27(3–4):290–300, May 2016.
CODEN ???? ISSN 1546-4261 (print),
1546-427X (electronic).

Liu:2016:RTF

[695] Shuang Liu, Xiaosong Yang, Zhao
Wang, Zhidong Xiao, and Jianjun
Zhang. Real-time facial expression
transfer with single video camera. Com-
puter Animation and Virtual Worlds,
27(3–4):301–310, May 2016. CODEN
???? ISSN 1546-4261 (print), 1546-427X
(electronic).

Senecal:2016:CBE

[696] Simon Senecal, Louis Cuel, An-
dreas Aristidou, and Nadia Magnenat-
Thalmann. Continuous body emotion
recognition system during theater per-
formances. Computer Animation and
Virtual Worlds, 27(3–4):311–320, May
2016. CODEN ???? ISSN 1546-4261
(print), 1546-427X (electronic).



REFERENCES 89

Laraba:2016:DPE

[697] Sohaib Laraba and Joëlle Tilmanne.
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