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10 A Service-Oriented Approach to Crowdsensing for Accessible Smart Mobility Scenarios. Mobile
Information Systems, 2016, 2016, 1-14. 0.4 40

11 Personalizing Pedestrian Accessible way-finding with mPASS. , 2016, , . 40
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21 Augment browsing and standard profiling for enhancing web accessibility. , 2011, , . 24
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On the interpretation of the effects of the Infliximab treatment on Crohnâ€™s disease patients from
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Citizen Science and Game with a Purpose to Foster Biodiversity Awareness and Bioacoustic Data
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87 On Exploring a Pervasive Infrastructure to Foster Citizens Participation and Sustainable Development.
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interactions between locals and tourists. Multimedia Tools and Applications, 0, , . 2.6 0


