97

papers

102

all docs

279798

2,448 23
citations h-index
102 102
docs citations times ranked

254184
43

g-index

2442

citing authors



10

12

14

16

18

ARTICLE IF CITATIONS

A virtual reality bus ride as an ecologically valid assessment of balance: a feasibility study. Virtual
Reality, 2023, 27, 109-117.

Efficacy of adaptive cognitive training through desktop virtual reality and paper-and-pencil in the

treatment of mental and behavioral disorders. Virtual Reality, 2023, 27, 291-306. 6.1 7

Impact of age, VR, immersion, and spatial resolution on classifier performance for a Ml-based BCI.
Brain-Computer Interfaces, 2022, 9, 169-178.

Virtual Reality for Safe Testing and Development in Collaborative Robotics: Challenges and

Perspectives. Electronics (Switzerland), 2022, 11, 1726. 3.1 10

Automatic Cognitive Fatigue Detection Using Wearable fNIRS and Machine Learning. Sensors, 2022, 22,
4010.

Effects of Frolonged multidimensional fitness training with exergames on the physical exertion 35 9
levels of older adults. Visual Computer, 2021, 37, 19-30. )

Finding the Optimal Time Window for Increased Classification Accuracy during Motor Imagery. , 2021, ,

Efficacy of Augmented Reality-based Virtual Hiking in Cardiorespiratory Endurance: A Pilot Study. , 1
2021,,.

The Effect of Neurofeedback Training inACAVE-VR for Enhancing Working Memory. Human-computer
Interaction Series, 2021, , 11-45.

The use of game modes to promote engagement and social involvement in multi-user serious games: a
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