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Support system for the professional integration of people with disability into the labour market.
Work, 2015, 50, 563-73

What should | do?--a study about conflicting and ambiguous warning messages. Work, 2012, 41

27 suppl1,3633-40 16

Creating Cultural Experiences in a Cemetery: A Storyboard for a VR User Interaction. Springer Series
in Design and Innovation, 2022, 195-208
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