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1.

Hogan, B. (2010). The presentation of self in the age of social media: Distinguishing performances
and exhibitions online. Bulletin of Science, Technology & Society, 30(6), 377-386.

Davies, J. (2012). Facework on Facebook as a new literacy practice. Computers & Education, 59,
19-29.

Ito, M., Horst, H. A., Bittanti, M., Boyd, F., Herr-Stevenson, B., & Lange, P. (2008). White
paper—Living and learning with new media: Summary of findings from the Digital Youth Project.
Chicago: MacArthur Foundation.
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4. Dawson, S. & Siemens, G. (2014). Analytics to literacies: The development of a learning analytics
framework for multi-literacies assessment. The International Review of Research in Open and
Distance Learning, 15(4), 284-305.
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1. Gaver, William (2009). Designing for emotion (among other things). In Philosophical Transactions
of the Royal Society, 364 (1535) pp. 3597-3604

2. Moen, Jin (2006). KinAesthetic Movement Interaction: Designing for the Pleasure of Motion
(Doctoral Thesis). KTH
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1. Grachten, M. and Widmer, G. (2012). Linear Basis Models for Prediction and Analysis of Musical
Expression. Journal of New Music Research, 41(4), 311-322.

2. Delgado, M., Fajardo, W., & Molina-Solana, M. (2011). A state of the art on computational music
performance. Expert Systems with Applications, 38(1), 155-160
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1. Buckingham Shum, S., & Ferguson, R. (2012). Social learning analytics. Educational Technology
& Society, 15(3), 3-26

2. Ko, H. C. (2012). Why are A-list bloggers continuously popular? Online Information Review, 36(3),
401-419.

3. Ford, K. C. (2013). Emergent social network communities: Hashtags, knowledge building, and
communities of practice. Thesis: University of Texas at Austin.

4. 3 B A~ AR FT(2015). FH BB A AR A M LRI E P E 2 el MIRIFRAL S b, The
2015 Conference on Computational Linguistics and Speech Processing. ROCLING 2015, pp.
196-205.

5. Kozinets, R. V. (2010). Netnography: Doing ethnographic research online. Thousand Oaks, CA:
Sage Publications.
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1. Ballagas, R., Walz, S. (2007). REXplorer: Using Iterative Design Techniques for Pervasive Games.
In: Magerkurth, C., Rocker, C. (eds.) Pervasive Games, Springer, Heidelberg
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1. Nori, R., Piccardi, L., Migliori, M., Guidazzoli, A., Frasca, F., De Luca, D., & Giusberti, F. (2015).
The virtual reality Walking Corsi Test. Computers in Human Behavior, 48, 72-77.

2. Pettersson, R., & Zillinger, M. (2011). Time and Space in Event Behaviour: Tracking Visitors by
GPS. Tourism Geographies, 13(1), 1-20.
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1. Zhao, W., Wu, R, Liu, H. (2016). Paper recommendation based on the knowledge gap between a
researcher's background knowledge and research target. Information processing & management,
52(5), 976-988.

2. Mansilla, V. B., Lamont, M., & Sato, K. (2015). Shared cognitive—emotional—interactional
platforms markers and conditions for successful interdisciplinary collaborations. Science,
Technology & Human Values, 41, 571-612
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1. Words with Unique Wordscapes Tend- Brandon C. Roy, Soroush Vosoughi, and Deb Roy. (2014).
Grounding language models in spatiotemporal context. Proceedings of Interspeech 2014.
Singapore.

2. Spreading vocabulary and associating image with Chinese poetry texts (research proposal)
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