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An Embodied Perspective as a Victim of Sexual Harassment in Virtual Reality Reduces Action
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Immersion and the illusion of presence in virtual reality. British Journal of Psychology, 2018, 109, 431-4334

230 Seeing an Embodied Virtual Hand is Analgesic Contingent on Colocation. Journal of Pain, 2017, 18, 645-655 51

A Psychophysical Experiment Regarding Components of the Plausibility Illusion. /EEE Transactions
on Visualization and Computer Graphics, 2017, 23, 1369-1378

The Plausibility of a String Quartet Performance in Virtual Reality. /EEE Transactions on Visualization

= and Computer Graphics, 2017, 23, 1352-1359 4 30
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First Person Perspective of Seated Participants Over a Walking Virtual Body Leads to Illusory
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Paranoia and post-traumatic stress disorder in the months after a physical assault: a longitudinal

164 study examining shared and differential predictors. Psychological Medicine, 2013, 43, 2673-84 69 47

The impact of enhanced projector display on the responses of people to a violent scenario in
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The effect of virtual reality on visual vertigo symptoms in patients with peripheral vestibular
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Behavior. Lecture Notes in Computer Science, 2011, 52-61

Immersive Journalism: Immersive Virtual Reality for the First-Person Experience of News. Presence:
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SuperDreamCity: An Immersive Virtual Reality Experience That Responds to Electrodermal Activity. o
Lecture Notes in Computer Science, 2007, 570-581 9 3

Spatial Social Behavior in Second Life. Lecture Notes in Computer Science, 2007, 252-263

Walking from thought. Brain Research, 2006, 1071, 145-52 37 182
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