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130-144. 0.6 870
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3 Taking steps. ACM Transactions on Computer-Human Interaction, 1995, 2, 201-219. 5.7 538

4 A Virtual Presence Counter. Presence: Teleoperators and Virtual Environments, 2000, 9, 413-434. 0.6 434

5 The Influence of Body Movement on Subjective Presence in Virtual Environments. Human Factors, 1998,
40, 469-477. 3.5 299

6 The drift table. , 2004, , . 293

7 Next-Generation Big Data Analytics: State of the Art, Challenges, and Future Research Topics. IEEE
Transactions on Industrial Informatics, 2017, 13, 1891-1899. 11.3 290

8 The impact of avatar realism and eye gaze control on perceived quality of communication in a shared
immersive virtual environment. , 2003, , . 227

9 Public speaking in virtual reality: facing an audience of avatars. IEEE Computer Graphics and
Applications, 1999, 19, 6-9. 1.2 172

10 3D-printing of non-assembly, articulated models. ACM Transactions on Graphics, 2012, 31, 1-8. 7.2 170

11 Is the rubber hand illusion induced by immersive virtual reality?. , 2010, , . 152

12 Human Tails: Ownership and Control of Extended Humanoid Avatars. IEEE Transactions on
Visualization and Computer Graphics, 2013, 19, 583-590. 4.4 144

13 Expected, sensed, and desired. ACM Transactions on Computer-Human Interaction, 2005, 12, 3-30. 5.7 134

14 Automatic Recognition of Non-Acted Affective Postures. IEEE Transactions on Systems, Man, and
Cybernetics, 2011, 41, 1027-1038. 5.0 129

15 An â€˜In the Wildâ€™ Experiment on Presence and Embodiment using Consumer Virtual Reality Equipment.
IEEE Transactions on Visualization and Computer Graphics, 2016, 22, 1406-1414. 4.4 121

16 Lessons from the lighthouse. , 2003, , . 117

17 The impact of a self-avatar on cognitive load in immersive virtual reality. , 2016, , . 107

18 Collaborating in networked immersive spaces: as good as being there together?. Computers and
Graphics, 2001, 25, 781-788. 2.5 94
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19 Acting performance and flow state enhanced with sensory-motor rhythm neurofeedback comparing
ecologically valid immersive VR and training screen scenarios. Neuroscience Letters, 2010, 480, 112-116. 2.1 92

20 Spatial Social Behavior in Second Life. Lecture Notes in Computer Science, 2007, , 252-263. 1.3 89

21 The critical success factors in the clientâ€•consulting relationship. Journal of Management
Development, 2005, 24, 68-93. 2.1 85

22 Orchestrating a mixed reality game 'on the ground'. , 2004, , . 82

23 Cinematic virtual reality: Evaluating the effect of display type on the viewing experience for
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24 A simple method for estimating the latency of interactive, real-time graphics simulations. , 2008, , . 79

25 Walking by Thinking: The Brainwaves Are Crucial, Not the Muscles!. Presence: Teleoperators and
Virtual Environments, 2006, 15, 500-514. 0.6 78

26 An Eye Gaze Model for Dyadic Interaction in an Immersive Virtual Environment: Practice and
Experience. Computer Graphics Forum, 2004, 23, 1-11. 3.0 74

27 The COVEN Project: Exploring Applicative, Technical, and Usage Dimensions of Collaborative Virtual
Environments. Presence: Teleoperators and Virtual Environments, 1999, 8, 218-236. 0.6 70

28 A natural wayfinding exploiting photos in pedestrian navigation systems. , 2006, , . 69

29 A longitudinal study of small group interaction in social virtual reality. , 2018, , . 69

30 The Rocketbox Library and the Utility of Freely Available Rigged Avatars. Frontiers in Virtual Reality,
2020, 1, . 3.7 69

31 The impact of self-avatars on trust and collaboration in shared virtual environments. PLoS ONE, 2017,
12, e0189078. 2.5 68

32 Evaluating immersive experiences during Covid-19 and beyond. Interactions, 2020, 27, 62-67. 1.0 68

33 Constructing a Gazebo: Supporting Teamwork in a Tightly Coupled, Distributed Task in Virtual Reality.
Presence: Teleoperators and Virtual Environments, 2003, 12, 644-657. 0.6 65

34
From urban planning and emergency training to PokÃ©mon Go: applications of virtual reality GIS (VRGIS)
and augmented reality GIS (ARGIS) in personal, public and environmental health. International Journal
of Health Geographics, 2017, 16, 7.

2.5 63

35 Systematic Usability Evaluation and Design Issues for Collaborative Virtual Environments. Presence:
Teleoperators and Virtual Environments, 2003, 12, 241-267. 0.6 62

36 Navigating Virtual Reality by Thought: What Is It Like?. Presence: Teleoperators and Virtual
Environments, 2007, 16, 100-110. 0.6 59
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37 Measuring Latency in Virtual Environments. IEEE Transactions on Visualization and Computer
Graphics, 2014, 20, 616-625. 4.4 59

38 A Comparison of Virtual and Physical Training Transfer of Bimanual Assembly Tasks. IEEE Transactions
on Visualization and Computer Graphics, 2018, 24, 1574-1583. 4.4 57

39 Eye-tracking for avatar eye-gaze and interactional analysis in immersive collaborative virtual
environments. , 2008, , . 54

40 I'm a Giant. , 2019, , . 53

41 An Overview of the COVEN Platform. Presence: Teleoperators and Virtual Environments, 2001, 10,
109-127. 0.6 51

42 Using Facial Animation to Increase the Enfacement Illusion and Avatar Self-Identification. IEEE
Transactions on Visualization and Computer Graphics, 2020, 26, 2023-2029. 4.4 51

43 Small group behaviour experiments in the Coven project. IEEE Computer Graphics and Applications,
1998, 18, 53-63. 1.2 50

44 The Virtual Treadmill: A Naturalistic Metaphor for Navigation in Immersive Virtual Environments.
Eurographics, 1995, , 135-148. 0.4 50

45 A Fully Immersive Set-Up for Remote Interaction and Neurorehabilitation Based on Virtual Body
Ownership. Frontiers in Neurology, 2012, 3, 110. 2.4 49

46 Beaming: An Asymmetric Telepresence System. IEEE Computer Graphics and Applications, 2012, 32, 10-17. 1.2 47

47 Meeting People Virtually: Experiments in Shared Virtual Environments. Computer Supported
Cooperative Work / Series Ed By: Dan Diaper and Colston Sanger, 2002, , 146-171. 1.1 45

48 STEPS AND LADDERS IN VIRTUAL REALITY. , 1994, , . 44

49 Leadership and collaboration in shared virtual environments. , 0, , . 43

50 Lie tracking. , 2010, , . 42

51 Gradual transitions and their effects on presence and distance estimation. Computers and Graphics,
2010, 34, 26-33. 2.5 40

52 Partitioning crowded virtual environments. , 2003, , . 39

53 Does a Gradual Transition to the Virtual World increase Presence?. , 2009, , . 39

54 Acting in virtual reality. , 2000, , . 38
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55 Social Anxiety in Virtual Environments: Results of a Pilot Study. Cyberpsychology, Behavior and Social
Networking, 2003, 6, 237-243. 2.2 38

56 A review of telecollaboration technologies with respect to closely coupled collaboration.
International Journal of Computer Applications in Technology, 2007, 29, 11. 0.5 36

57 Presence and discernability in conventional and non-photorealistic immersive augmented reality. ,
2014, , . 36

58 A Comparison of Avatar-, Video-, and Robot-Mediated Interaction on Usersâ€™ Trust in Expertise.
Frontiers in Robotics and AI, 2016, 3, . 3.2 36

59 How Foot Tracking Matters: The Impact of an Animated Self-Avatar on Interaction, Embodiment and
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60 Collaboration in Immersive and Non-immersive Virtual Environments. , 2015, , 263-282. 34
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62 Mapping Carbon Monoxide Using GPS Tracked Sensors. Environmental Monitoring and Assessment,
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69
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71 Beyond blur. ACM Transactions on Graphics, 2021, 40, 1-14. 7.2 29
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73 Cyber Security Threats and Challenges in Collaborative Mixed-Reality. Frontiers in ICT, 2019, 6, . 3.6 28
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Applications, 2007, 27, 90-93. 1.2 27

75 Ubiq: A System to Build Flexible Social Virtual Reality Experiences. , 2021, , . 27

76 Successes and Failures in Co-Present Situations. Presence: Teleoperators and Virtual Environments,
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77 Evaluating Effectiveness of Interaction Techniques across Immersive Virtual Environmental Systems.
Presence: Teleoperators and Virtual Environments, 2005, 14, 511-527. 0.6 26
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A Randomized Controlled Trial of the Effects of Hypnosis With 3-D Virtual Reality Animation on
Tiredness, Mood, and Salivary Cortisol. International Journal of Clinical and Experimental Hypnosis,
2010, 59, 122-142.
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79 SphereAvatar. , 2012, , . 26

80 Design and implementation of an immersive virtual reality system based on a smartphone platform. ,
2013, , . 26

81 Acting Rehearsal in Collaborative Multimodal Mixed Reality Environments. Presence: Teleoperators
and Virtual Environments, 2012, 21, 406-422. 0.6 25

82 The Effect of Environmental Features, Self-Avatar, and Immersion on Object Location Memory in
Virtual Environments. Frontiers in ICT, 2016, 3, . 3.6 24
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Computer Graphics, 2016, 22, 1605-1615. 4.4 24
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85 3D sketching for interactive model retrieval in virtual reality. , 2018, , . 24

86 Comparing flat and spherical displays in a trust scenario in avatar-mediated interaction. , 2014, , . 22
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88 An assessment of eye-gaze potential within immersive virtual environments. ACM Transactions on
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90 Variations in physiological responses of participants during different stages of an immersive virtual
environment experiment. , 2006, , . 20



7

Anthony Steed

# Article IF Citations
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92 Perceptual rasterization for head-mounted display image synthesis. ACM Transactions on Graphics,
2019, 38, 1-14. 7.2 20

93 Individual Differences in Embodied Distance Estimation in Virtual Reality. , 2019, , . 20
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95 Social Virtual Reality Platform Comparison and Evaluation Using a Guided Group Walkthrough
Method. Frontiers in Virtual Reality, 2021, 2, . 3.7 19

96 Shared visiting in EQUATOR city. , 2002, , . 18
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105 Telelife: The Future of Remote Living. Frontiers in Virtual Reality, 2021, 2, . 3.7 18
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