
A gender matching effect in learning with pedagogical agents in an immersive virtual
reality science simulation

Journal of Computer Assisted Learning

35, 349-358

DOI: 10.1111/jcal.12335

Citation Report



Citation Report

2

# Article IF Citations

1 Wearable Technologies in Education: A Design Space. Lecture Notes in Computer Science, 2019, , 55-67. 1.0 6

2 Motivational and cognitive benefits of training in immersive virtual reality based on multiple
assessments. Journal of Computer Assisted Learning, 2019, 35, 691-707. 3.3 225

3 Equivalence of using a desktop virtual reality science simulation at home and in class. PLoS ONE, 2019,
14, e0214944. 1.1 43

4 Investigating the feasibility of using assessment and explanatory feedback in desktop virtual reality
simulations. Educational Technology Research and Development, 2020, 68, 293-317. 2.0 24

5 Priming urban learners' attitudes toward the relevancy of science: A mixedâ€•methods study testing the
importance of context. Journal of Research in Science Teaching, 2020, 57, 567-596. 2.0 19

6 Where is the learning in mobile technologies for learning?. Contemporary Educational Psychology,
2020, 60, 101824. 1.6 35

7
Investigating the effect of teaching as a generative learning strategy when learning through desktop
and immersive VR: A media and methods experiment. British Journal of Educational Technology, 2020,
51, 2115-2138.

3.9 59

8 Robot tutor and pupilsâ€™ educational ability: Teaching the times tables. Computers and Education, 2020,
157, 103970. 5.1 38

9 Motivational virtual agent in e-learning: the roles of regulatory focus and message framing.
Information and Learning Science, 2020, 121, 37-51. 0.8 10

10 Designing for Relationality in Virtual Reality: Context-Specific Learning as a Primer for Content
Relevancy. Journal of Science Education and Technology, 2020, 29, 691-702. 2.4 8

11 A Scoping Review of Immersive Virtual Reality in STEM Education. IEEE Transactions on Learning
Technologies, 2020, 13, 748-761. 2.2 127

12 Teens-Online: a Game Theory-Based Collaborative Platform for Privacy Education. International
Journal of Artificial Intelligence in Education, 2021, 31, 726-768. 3.9 5

13 On accident causation models, safety training and virtual reality. International Journal of
Occupational Safety and Ergonomics, 2022, 28, 28-44. 1.1 10

14 Can an immersive virtual reality simulation increase studentsâ€™ interest and career aspirations in
science?. British Journal of Educational Technology, 2020, 51, 2079-2097. 3.9 72

15 Advances in designing instruction based on examples. Applied Cognitive Psychology, 2020, 34, 912-915. 0.9 6

16 The impact of computerâ€•mediated immediate feedback on developing oral presentation skills: An
exploratory study in virtual reality. Journal of Computer Assisted Learning, 2020, 36, 412-422. 3.3 24

17 Teaching Culturally Relevant Science in Virtual Reality: â€œWhen a Problem Comes, You Can Solve It with
Scienceâ€•. Journal of Science Teacher Education, 2021, 32, 7-38. 1.4 7

18 The added benefit of an extra practice session in virtual reality on the development of presentation
skills: A randomized control trial. Journal of Computer Assisted Learning, 2021, 37, 253-264. 3.3 14



3

Citation Report

# Article IF Citations

19 The potential of 360-degree virtual reality videos to teach water-safety skills to children. Computers
and Education, 2021, 163, 104096. 5.1 42

21 The Cognitive Affective Model of Immersive Learning (CAMIL): a Theoretical Research-Based Model of
Learning in Immersive Virtual Reality. Educational Psychology Review, 2021, 33, 937-958. 5.1 249

22 Effectiveness of Multimedia Pedagogical Agents Predicted by Diverse Theories: a Meta-Analysis.
Educational Psychology Review, 2021, 33, 989-1015. 5.1 47

23 Facilitating EFL learnersâ€™ active behaviors in speaking: a progressive question prompt-based
peer-tutoring approach with VR contexts. Interactive Learning Environments, 2023, 31, 2268-2287. 4.4 12

24 Virtual reality in Kâ€•12 and higher education: A systematic review of the literature from 2000 to 2019.
Journal of Computer Assisted Learning, 2021, 37, 887-901. 3.3 106

25 The Proteus effect on security and safety exergamers. Interactive Learning Environments, 2023, 31,
2707-2721. 4.4 1

26 Pedagogical Agents in Educational VR: An in the Wild Study. , 2021, , . 21

27 The Use of Virtual Reality in the Teaching of Challenging Concepts in Virology, Cell Culture and
Molecular Biology. Frontiers in Virtual Reality, 2021, 2, . 2.5 7

28 Remotely Perceived: Investigating the Influence of Valence on Self-Perception and Social Experience
for Dyadic Video-Conferencing With Personalized Avatars. Frontiers in Virtual Reality, 2021, 2, . 2.5 8

29 Signaling in virtual reality influences learning outcome and cognitive load. Computers and
Education, 2021, 166, 104154. 5.1 102

30 Learning with human and virtual instructors who display happy or bored emotions in video lectures.
Computers in Human Behavior, 2021, 119, 106724. 5.1 51

31 A technological bridge to equity: how VR designed through culturally relevant principles impact
students appreciation of science. Learning, Media and Technology, 2021, 46, 564-584. 2.1 3

32 Investigating the redundancy principle in immersive virtual reality environments: An eyeâ€•tracking and
<scp>EEG</scp> study. Journal of Computer Assisted Learning, 2022, 38, 120-136. 3.3 24

33 Developing an Analysis Framework for Studies on Pedagogical Agent in an e-Learning Environment.
Journal of Educational Computing Research, 2022, 60, 547-578. 3.6 1

34 The Power of Voice to Convey Emotion in Multimedia Instructional Messages. International Journal of
Artificial Intelligence in Education, 2022, 32, 971-990. 3.9 16

35 A Multimodal Human-Computer Interaction System and Its Application in Smart Learning
Environments. Lecture Notes in Computer Science, 2020, , 3-14. 1.0 7

36 Investigating Representation of Text and Audio in Educational VR using Learning Outcomes and EEG. ,
2020, , . 39

37 What you see isn't necessarily what you get. , 2020, , . 4



4

Citation Report

# Article IF Citations

38 Designing Virtual Agents for Simulation-Based Learning in Virtual Reality. Advances in Educational
Technologies and Instructional Design Book Series, 2020, , 151-170. 0.2 5

39 Virtual chemical laboratories: A systematic literature review of research, technologies and
instructional design. Computers and Education Open, 2021, 2, 100053. 2.6 37

40 Photogrammetry-based VR Interactive Pedagogical Agent for K12 Education. , 2021, , . 0

41 Towards Designing Agent Based Virtual Reality Applications for Cybersecurity Training. , 2019, , . 2

42 Potentials of Teaching, Learning, and Design with Virtual Reality: An Interdisciplinary Thematic
Analysis. Educational Communications and Technology: Issues and Innovations, 2021, , 173-186. 0.2 4

43 Near and Dear: Designing Relatable VR Agents for Training Games. , 2020, , . 0

44 A Stable Personalised Partner Selection for Collaborative Privacy Education. , 2020, , . 2

46 Cognitive Theory of Multimedia Learning. , 2021, , 57-72. 18

48 The Immersion Principle in Multimedia Learning. , 2021, , 296-303. 10

49 Social Interaction With Agents and Avatars in Immersive Virtual Environments: A Survey. Frontiers in
Virtual Reality, 2022, 2, . 2.5 24

50
The mainstream and extension of contemporary virtual reality education research: Insights from a
co-citation network analysis (2015â€“2020). Educational Technology Research and Development, 2022,
70, 169-184.

2.0 14

51
Immersive on-the-job training module development and modeling usersâ€™ behavior using parametric
multi-group analysis: A modified educational technology acceptance model. Technology in Society,
2022, 68, 101921.

4.8 20

52 Impact of Immersive Virtual Reality Content Using 360-Degree Videos in Undergraduate Education. IEEE
Transactions on Learning Technologies, 2022, 15, 137-149. 2.2 10

53
Learning with simulated virtual classmates: Effects of social-related configurations on studentsâ€™
visual attention and learning experiences in an immersive virtual reality classroom. Computers in
Human Behavior, 2022, 133, 107282.

5.1 25

54 The Effects of Gender Identification and Reality of Avatar on Intimacy and Intention to Use the AI
Speaker. Journal of Digital Contents Society, 2021, 22, 2027-2037. 0.1 1

56 Exploring Persona Characteristics in Learning: A Review Study of Pedagogical Agents. Procedia
Computer Science, 2022, 201, 87-94. 1.2 4

57 Benefits of Taking a Virtual Field Trip in Immersive Virtual Reality: Evidence for the Immersion Principle
in Multimedia Learning. Educational Psychology Review, 2022, 34, 1771-1798. 5.1 66

58 How Will VR Enter University Classrooms? Multi-stakeholders Investigation of VR in Higher
Education. , 2022, , . 14



5

Citation Report

# Article IF Citations

59 Can an angry pedagogical agent enhance mental effort and learning performance in a multimedia
learning environment?. Information and Learning Science, 2022, 123, 555-576. 0.8 4

60 How pedagogical agents communicate with students: A two-phase systematic review. Computers and
Education, 2022, 188, 104564. 5.1 18

61 Escaping the cell: virtual reality escape rooms in biology education. Behaviour and Information
Technology, 2023, 42, 1434-1451. 2.5 19

62 The Impact of Pedagogical Agents' Gender on Academic Learning: A Systematic Review. Frontiers in
Artificial Intelligence, 0, 5, . 2.0 5

63 Immersive virtual reality for science learning: Design, implementation, and evaluation. Studies in
Science Education, 2023, 59, 205-244. 3.4 32

65 Examining the roles of social presence and human-likeness on Iranian EFL learnersâ€™ motivation using
artificial intelligence technology: a case of CSIEC chatbot. Interactive Learning Environments, 0, , 1-19. 4.4 28

66

Psychometric Properties (Measurement Invariance and Latent Mean Difference across Gender) of the
Learning Transfer Inventory System (LTIS) to Assess Thai Teachersâ€™ Learning Transfer of COVID-19
Prevention Guidance in the Classroom. International Journal of Environmental Research and Public
Health, 2022, 19, 9439.

1.2 0

67 The Promise and Pitfalls of Learning in Immersive Virtual Reality. International Journal of
Human-Computer Interaction, 2023, 39, 2229-2238. 3.3 17

68 A systematic review of pedagogical agent research: Similarities, differences and unexplored aspects.
Computers and Education, 2022, 190, 104607. 5.1 7

69 Challenges and Possibilities of Educational Equity and Equality in the Post-COVID-19 Realm in the
Nordic Countries. Scandinavian Journal of Educational Research, 2023, 67, 1100-1121. 1.0 4

70 Interface, Pedagogical Agents and Chatbox in Virtual Learning Environments: An Eye Tracking
Experiment. , 2022, , 413-427. 0

71 How to guide learners' processing of multimedia lessons with pedagogical agents. Learning and
Instruction, 2023, 84, 101729. 1.9 5

72 The effect of the modality principle to support learning with virtual reality: An eyeâ€•tracking and
electrodermal activity study. Journal of Computer Assisted Learning, 2023, 39, 547-557. 3.3 7

73 Diverse approaches to learning with immersive Virtual Reality identified from a systematic review.
Computers and Education, 2023, 195, 104701. 5.1 21

74 The Feasibility of Enhancing Environmental Awareness using Virtual Reality 3D in the Primary
Education. Education Research International, 2022, 2022, 1-10. 0.6 4

75 Virtual Scene Construction of Wetlands: A Case Study of Poyang Lake, China. ISPRS International
Journal of Geo-Information, 2023, 12, 49. 1.4 4

76 Game on: immersive virtual laboratory simulation improves student learning outcomes &amp;
motivation. FEBS Open Bio, 2023, 13, 396-407. 1.0 2

77 Teaching Methodology for Understanding Virtual Reality and Application Development in Engineering
Major. Sustainability, 2023, 15, 2725. 1.6 3



6

Citation Report

# Article IF Citations

78 Prior knowledge as a moderator between signaling and learning performance in immersive virtual
reality laboratories. Frontiers in Psychology, 0, 14, . 1.1 3

79 A Systematic Review on the Visualization of Avatars and Agents in AR &amp; VR displayed using
Head-Mounted Displays. IEEE Transactions on Visualization and Computer Graphics, 2023, 29, 2596-2606. 2.9 11

80
Learning about Victims of Holocaust in Virtual Reality: The Main, Mediating and Moderating Effects of
Technology, Instructional Method, Flow, Presence, and Prior Knowledge. Multimodal Technologies
and Interaction, 2023, 7, 28.

1.7 4

81 Meta-Analysis of STEM Learning Using Virtual Reality: Benefits Across the Board. Journal of Science
Education and Technology, 2023, 32, 355-364. 2.4 4

82 Features of Immersive Virtual Reality to Support Meaningful Chemistry Education. Journal of Chemical
Education, 2023, 100, 1537-1546. 1.1 10

83 Theory-Based Learning Design with Immersive Virtual Reality in Science Education: a Systematic Review.
Journal of Science Education and Technology, 2023, 32, 390-432. 2.4 2

84 Perception of Virtual Agents as Communicators in Virtual vs. Augmented Reality by a Male Sample.
Lecture Notes in Computer Science, 2023, , 36-49. 1.0 1

88 Evaluating the usage of Text-To-Speech in K12 education. , 2022, , . 0

91 Learning with Pedagogical Agent: Effects of Transfer of Information Function. Lecture Notes in
Computer Science, 2023, , 392-401. 1.0 0

93 "I am disappointed with your results!": The effects of a pedagogical agent's negative affective feedback
on mental effort and learning performance. , 2023, , . 0

95 Investigating Age Differences inÂ Passive Haptic Feedback forÂ Immersive Virtual Reality: A Pilot Study
onÂ Configuration Tasks. Lecture Notes in Computer Science, 2023, , 210-222. 1.0 0

97 The Influence of Virtual Agent Visibility in Virtual Reality Cognitive Training. , 2023, , . 0

98 The Theory of Immersive Collaborative Learning (TICOL). Educational Psychology Review, 2023, 35, . 5.1 1

99 Immersive Learning Environments for Self-regulation of Learning: A Literature Review.
Communications in Computer and Information Science, 2024, , 497-511. 0.4 1

101 Indigenous Technology Empowerment Model: A Community-based Design Framework. , 2023, , . 0

102 Pedagogical Approaches and Innovative Teaching. Advances in Educational Technologies and
Instructional Design Book Series, 2024, , 245-261. 0.2 0

103 Knowledge Transfer Happen in Virtual Simulation Experiment Teaching: A Factor Study Based on
Educational Experiment. , 2023, , . 0


