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Kinematics of aimed movements in ecological immersive virtual reality: a comparative study with real
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An Ontology-Based Framework for a Telehealthcare System to Foster Healthy Nutrition and Active
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An Immersive Motor Protocol for Frailty Rehabilitation. Frontiers in Neurology, 2019, 10, 1078.
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Analysis for the design of a novel integrated framework for the return to work of wheelchair users.
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Effects of Combined Physical and Cognitive Virtual Reality-Based Training on Cognitive Impairment and
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Assessment of the usability of an immersive virtual supermarket for the cognitive rehabilitation of

elderly patients: A pilot study on young adults. , 2018, , . 18

HIC: An interactive and ubiquitous home controller system for the smart home. , 2018, , .
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A Virtual Reality-Based Physical and Cognitive Training System Aimed at Preventing Symptoms of
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Characteristics, Usability, and Users Experience of a System Combining Cognitive and Physical Therapy
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Customization of domestic environment and physical training supported by virtual reality and
semantic technologies: A use-case. , 2017, ,.
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Virtual Environments for Cognitive and Physical Training in Elderly with Mild Cognitive Impairment: A

Pilot Study. Lecture Notes in Computer Science, 2017, , 86-106. 1.3 10

Architecture of a Virtual Reality and Semantics-Based Framework for the Return to Work of
Wheelchair Users. Lecture Notes in Computer Science, 2017, , 74-85.
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patients during rehabilitation. , 2014, , .

Focus on Patient in Virtual Reality-Assisted Rehabilitation. , 0, , 1422-1450. 1



