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id	label	x	y	cluster	weight<Links>	weight<Total link strength>	weight<Occurrences>
1	adaptation	-0.3823	-0.3243	1	31	157	106
2	anxiety	0.4805	-0.5372	3	32	274	219
3	architecture	-0.7148	-0.0024	1	33	250	163
4	artificial intelligence	-0.8677	-0.2533	1	28	154	85
5	augmented reality	-0.604	-0.6435	6	20	77	53
6	big data	-0.6843	0.0254	1	19	84	31
7	case study	-0.7891	0.3798	1	30	266	121
8	cloud computing	-0.9231	-0.1438	1	18	61	42
9	cognition	0.7226	-0.4126	3	20	155	96
10	collaboration	-0.4908	0.3303	2	30	155	91
11	computer	-0.5631	-0.4472	1	40	247	257
12	control	0.4868	-0.0458	4	51	752	523
13	covid	-0.2221	0.3138	2	28	167	215
14	cybersickness	1.6476	-1.4329	3	3	30	30
15	data source	-0.3868	0.1138	2	16	35	36
16	database	-0.2461	-0.215	6	51	459	246
17	deep learning	-0.893	-0.3794	1	9	17	33
18	digital	-0.2194	0.1093	1	21	47	35
19	digital technology	-0.0833	0.4956	2	26	131	41
20	e learning	-0.017	-0.8331	6	18	172	36
21	economy	-0.4895	0.6744	2	28	206	109
22	education	-0.043	-0.1501	6	50	940	636
23	engagement	0.3172	0.661	5	38	481	160
24	exclusion	0.7121	0.3427	4	42	801	274
25	exclusion criterium	-0.2954	-0.5447	6	24	122	85
26	female	0.9852	0.4444	4	22	170	64
27	financial inclusion	-0.6904	0.8468	2	8	48	52
28	framework	-0.4816	0.1886	1	54	946	451
29	game	1.0259	0.1404	5	39	746	292
30	gamification	0.4567	0.7912	5	12	134	64
31	gap	-0.2818	0.1212	2	47	464	154
32	gender	0.8146	0.0813	4	24	120	67
33	governance	-0.5629	0.5119	2	23	201	91
34	higher education	0.3374	0.0807	3	17	87	39
35	human behavior	-0.8395	-0.5952	1	9	77	58
36	immersive virtual reality	0.3925	-0.3523	3	16	54	39
37	inclusion criterium	0.0442	-0.569	6	32	210	94
38	industry	-0.881	-0.0718	1	34	692	261
39	infrastructure	-0.6373	-0.0184	1	33	206	75
40	innovation	-0.5168	0.4636	2	39	351	130
41	integration	-0.339	0.2951	2	42	375	155
42	intervention	0.6563	-0.6413	3	50	1076	743
43	machine learning	-0.8231	-0.2334	1	26	80	61
44	male	0.9988	0.4733	4	19	139	61
45	manufacturing	-0.7944	-0.0225	1	26	169	90
46	meta analysis	-0.0265	-0.5898	3	32	377	225
47	methodology	-0.9192	0.0926	1	36	353	182
48	outcome measure	0.2709	-0.8472	3	17	112	95
49	science	-0.2824	-0.2036	1	48	356	254
50	serious game	0.8522	0.8072	5	17	283	82
51	sex	1.1982	0.4766	4	14	59	46
52	significant difference	0.5047	-0.4111	4	30	154	138
53	social	0.0632	0.0209	1	12	21	30
54	social exclusion	1.1164	0.2681	4	31	777	449
55	social inclusion	0.4872	0.3349	4	30	230	86
56	social medium	0.0593	0.195	1	26	161	106
57	social network	-0.0148	0.3429	2	26	113	69
58	speed	0.1679	-0.6019	3	22	124	92
59	teacher	0.6501	0.075	5	24	157	52
60	university	-0.2633	0.4716	2	28	225	87
61	usability	-0.0712	-0.3068	3	26	158	69
62	video game	1.0815	0.5978	5	19	180	58
63	virtual reality	0.3298	-0.5067	3	47	671	691
64	virtual simulation	-0.1989	0.8176	2	7	21	35
65	woman	0.679	-0.0484	4	28	189	134

Own elaboration in libreOffice Calc from data of co-occurrence of terms obtained from the VOSviewer tool.
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