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Iberoamericana De Tecnologias Del Aprendizaje, 2021, , 1-1. 0.7 7
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182 Towards a Process Definition for the Shared Understanding Construction in Computer-Supported
Collaborative Work. Communications in Computer and Information Science, 2020, , 263-274. 0.4 1

183 Heuristic Evaluation for the Assessment of Inclusive Tools in the Autism Treatment. Lecture Notes in
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191 Experiences evaluating ease of learning and use of Interactive Digital Television applications. , 2012, , . 0
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210 Rethinking the Design of Enriched Environments. Lecture Notes in Computer Science, 2006, , 1305-1314. 1.0 0
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