22

papers

23

all docs

933447

856 10
citations h-index
23 23
docs citations times ranked

888059
17

g-index

814

citing authors



10

12

14

16

18

“

ARTICLE IF CITATIONS

Why and how to use virtual reality to study human social interaction: The challenges of exploring a

new research landscape. British Journal of Psychology, 2018, 109, 395-417.

Socially Anxious and Confident Men Interact with a Forward Virtual Woman: An Experimental Study. 95 73
PLoS ONE, 2012, 7, e32931. )

A Discussion of Virtual Reality As a New Tool for Training Healthcare Professionals. Frontiers in
Public Health, 2018, 6, 44.

The Responses of Medical General Practitioners to Unreasonable Patient Demand for Antibiotics - A 05 63
Study of Medical Ethics Using Immersive Virtual Reality. PLoS ONE, 2016, 11, e0146837. :
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