51

papers

54

all docs

1478505

293 6
citations h-index
54 54
docs citations times ranked

1058476
14

g-index

228

citing authors



10

12

14

16

18

ARTICLE IF CITATIONS

An olfactory display for virtual reality glasses. Multimedia Systems, 2022, 28, 1573-1583.

C-Libras: A Gesture Recognition App forAtheABrazilian Sign Language. Lecture Notes in Computer Science,

2022,,603-618. 1.3 1

Motion and Interaction Tracking Tool for Virtual Reality Environments. Lecture Notes in Computer
Science, 2021, , 621-630.

Evaluation Methods Applied to Virtual Reality Educational Applications: AASystematic Review. Lecture

Notes in Computer Science, 2021, , 641-657. 1.3 4

Biomechanics Sensor Node for Virtual Reality: A Wearable Device Applied to Gait Recovery for
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