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PUl = Piropiro User Interface
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Patibanda, R et al. Life Tree: Understanding the Design of Breathing Exercise Games. CHI PLAY 2017. 2017, p.19-31.
Misha Sra et al. BreathVR: Leveraging Breathing as a Directly Controlled Interface for Virtual Reality Games. CHI '18. 2018, Paper 340, p.1-12.
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<Controlled> 7 FEER = Positive
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Y. Okuno et al. Jellyfish party: blowing soap bubbles in mixed reality space. The Second IEEE and ACM International Symposium on Mixed and Augmented Reality. 2003,

p.358-359.

B. Lange et al. Breath: A game to motivate the compliance of postoperative breathing exercises. Virtual Rehabilitation International Conference. 2009, p.94-97.
M. Stafford et al. Flappy Breath: A Smartphone-Based Breath Exergame. 2016 IEEE First International Conference on Connected Health. 2016, p.332-333.
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