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Reliability, 2019, 68, 1189-1212. 4.6 100
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16 Using Olfactory Stimuli in Virtual Reality Applications. , 2018, , . 3

17 An Approach to Developing Learning Objects with Augmented Reality Content. Lecture Notes in
Computer Science, 2018, , 757-774. 1.3 1

18 Problem based learning associated to the development of games for programming teaching. Computer
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22 Determining factors for resistance to the use of mobile banking by Brazilian Internet users aged 45
years or Over. , 2017, , . 0

23 On Capitalizing on Augmented Reality toÂ Impart Solid Geometry Concepts: AnÂ Experimental Study.
Lecture Notes in Computer Science, 2017, , 105-117. 1.3 1
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37 Teaching-Learning Environment Tool to Promote Individualized Student Assistance. Lecture Notes in
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Applications Based on PC Clusters. Lecture Notes in Computer Science, 2015, , 261-272. 1.3 3
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40 A virtual reality environment to support chat rooms for hearing impaired and to teach Brazilian Sign
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41 A Checklist to Evaluate Augmented Reality Applications. , 2014, , . 40
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43 Data Network in Development of 3D Collaborative Virtual Environments: A Systematic Review. Lecture
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48 Usability metrics for augmented reality applications. , 2012, , . 2

49
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