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An Integrative Approach to Presence and Self-Motion Perception Research 2015, 187-235 10

Leaning-Based 3600Interfaces: Investigating Virtual Reality Navigation Interfaces with
Leaning-Based-Translation and Full-Rotation. Lecture Notes in Computer Science, 2017, 15-32

The Shepard-Risset glissando: music that moves you. Experimental Brain Research, 2017, 235,3111-312723 9
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Affective Potential of Virtual Reality. Lecture Notes in Computer Science, 2017, 153-172 °9 5

Navigation interfaces for virtual reality and gaming: Theory and practice 2017,
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Leonardo, 2020, 53, 394-400

Influence of Ethnicity, Gender and Answering Mode on a Virtual Point-to-Origin Task. Frontiers in
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