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CONTACT INFORMATION

E-mail address:	 jmoon19@ua.edu 
Homepage:	 https://educatian.github.io/cv 
ResearchGate:	 https://www.researchgate.net/profile/Jewoong-Moon 
Lab Website:	 https://educatian.github.io/adie  

University address:	Department of Educational Leadership, Policy, and Technology Studies
Autherine Lucy Hall 315E
The University of Alabama 
Tuscaloosa, Alabama



RESEARCH EXPERTISE
Digital Game-Based Learning, Inclusive and Immersive Learning Design (Extended Reality), Learning Analytics, Educational Data Mining, Adaptive Learning System Design, 
Engineering Education.




EDUCATION
2021	Ph.D., Florida State University, Tallahassee, FL.
	Major: Instructional Systems & Learning Technologies. 

2014	M.A., Chonnam National University, Gwangju, South Korea.
	Major: Education (Educational Technology). 

2012	B.Ed., Chonnam National University, Gwangju, South Korea.
	Major: Educational Foundations. 




PROFESSIONAL EXPERIENCES
2021 August            Assistant Professor, Instructional Technology, 
                                 The University of Alabama, Tuscaloosa, AL.




PROFESSIONAL AFFILIATIONS
American Educational Research Association (AERA)
Association for Education Communications and Technology (AECT)
International Society of Learning Sciences (ISLS)
Immersive Learning Research Network (ILRN)



TEACHING & MENTORING
University of Alabama
Instructor
AIL 689   Practicum in Instructional Technology (Graduate – Doctoral, Spring 2025)
AIL 690   Seminar in Instructional Technology (Graduate - Doctoral, Fall 2024)
AIL 699   Dissertation Research (Graduate – Doctoral, Spring 2025)
AIL 605   Interactive Multimedia Processes (Graduate - Doctoral, Spring 2024-2025)
AIL 606   Software Technology (Graduate - Doctoral, Summer 2025)
INTE534 Issues and Trends of Instructional Technology (Graduate - Master, Fall 2021-2024)
	INTE535 Analysis, Implementation, and Evaluation of Assistive Technology
  (Graduate - Master, Spring 2022-2024)
	CAT100 Computer Concepts & Application (Undergraduate, Summer 2022-2024)
	CAT200 Computer Education Application (Undergraduate, Summer 2022-2025)
	CAT250 Computer Education & Curriculum Development 
  (Undergraduate, Summer 2022)
Course Redesign
AIL 690   Seminar in Instructional Technology (Graduate - Doctoral, Fall 2024)
AIL 605   Interactive Multimedia Process (Graduate - Doctoral, Spring 2025)
AIL 606   Software Technology (Graduate - Doctoral, Summer 2025)
INTE534 Issues and Trends of Instructional Technology (Graduate - Master, Fall 2022)
	INTE535 Analysis, Implementation, and Evaluation of Assistive Technology
   (Graduate - Master, Spring 2022)
Course Development
AIL 691   AI, Learning, and Instructional Systems (Graduate – Doctoral, 2026)
AIL 692   Introduction to Literature Synthesis in Instructional Technology Research (Graduate – Doctoral, 2026)


Florida State University
Assistant Instructor 
EME6507 Development of Multimedia Instruction (Graduate Level, Spring 2020)
Teaching Assistant 
EME6665 Synthesis, Analysis, and Argumentation in Instructional Systems Research 
      (Graduate Level, Fall 2020)
EME6507 Development of Multimedia Instruction (Graduate Level, Spring 2017-2018)

STUDENT ADVISING
Dissertation & Thesis Committee
Doctoral Dissertation Chair, Idowu David Awoyemi (ELPTS, College of Education)
Doctoral Dissertation Chair, Sherretta Williams (ELPTS, College of Education)
Doctoral Dissertation Co-Chair, Amanda McDaniel (ELPTS, College of Education)
Doctoral Dissertation Chair, Taemin Jin (Nursing Education, College of Nursing)
Doctoral Dissertation Chair, Chynna Peoples (ELPTS, College of Education)
Doctoral Dissertation Chair, Celia Dozier (ELPTS, College of Education)
Doctoral Dissertation Committee, Mary Brunette (ELPTS, College of Education)
Doctoral Dissertation Committee, Empress Searight (ELPTS, College of Education)
Doctoral Dissertation Committee, Kimberly Galho (ELPTS, College of Education)
Doctoral Dissertation Committee, Mohi Uddin (ELPTS, College of Education)
Doctoral Dissertation Committee, Mengshi Pei (ELPTS, College of Education)
Doctoral Dissertation Committee, Tina Long (Nursing Education)
Doctoral Dissertation Committee, Jodi McFarland Gaylord (ELPTS, College of Education)
Doctoral Dissertation Committee, Benjamin Ray (ELPTS, College of Education)
Doctoral Dissertation Committee, Minda King (ELPTS, College of Education)
Doctoral Dissertation Committee - External Member, Jullia Lim (Teachers College, Columbia University)
Master's Thesis Committee, Raissa Marchiori (Civil Engineering, College of Engineering)

Course Advising
2026-Present, Osazee Nicholas-Asemota (Doctoral Student, ELPTS, College of Education)
2026-Present, Andrew Bergeron (Doctoral Student, ELPTS, College of Education)
2026-Present, Vijesh Sharma (Doctoral Student, ELPTS, College of Education)
	2026-Present, Colton Clark (Doctoral Student, ELPTS, College of Education)
2024-Present, Stephen Abu (Doctoral Student, ELPTS, College of Education)
2023-Present, Idowu David Awoyemi (Doctoral Student, ELPTS, College of Education)
2024-Present, Angela Sharpe (Doctoral Student, ELPTS, College of Education)
2024-2025, Derrick Vanover (Doctoral Student, ELPTS, College of Education)
2024-2025, Alexcis Cymone Keenan (Doctoral Student, ELPTS, College of Education)
2024- 2025, Christy Gordon (Doctoral Student, ELPTS, College of Education)
2024-2025, Amber Barton (Doctoral Student, ELPTS, College of Education)

Research Projects
2025-Current, Erica Lewis (ELPTS, Interdisciplinary Studies, College of Education)
2024-Current, Doctoral Candidate, Empress Searight (ELPTS, College of Education)
2024-Current, Doctoral Student, Stephen Abu (College of Education)
2024-Current, Doctoral Student, Arezoo Ghooreian (College of Education)
2022-Current, Doctoral Student, Idowu David Awoyemi (ELPTS, College of Education)
2024-Current, Master's Student, Natalie Morr (ELPTS, College of Education)
2022-2024, Doctoral Student, Raissa Marchiori  (Civil Engineering)
2022-2023, Doctoral Student, Sepher Khorshid (Civil Engineering)	
2021-2022, Undergraduate Student, Melissa Murph 
(Finance, The Culverhouse College of Business)
2021-2022, Undergraduate Student, Kaylin Robinson
(History, College of Arts and Sciences)

CONTRACTS, GRANTS, AND FELLOWSHIP
Funded (Total: $607,683)
Moon, J. (Lead PI), Kim, J. (PI), & Hu, F. (PI) (September 2026 – August 2029). Immersive Remembrance: AI-Driven Archival Retrieval for VR Learning, Total award $476,424, Institute of Museum and Library Services – IMLS.
Moon, J. (Co-PI, overseas / UA) (June 2026 – May 2029). Developing a Generative AI-Integrated Intelligent Simulation to Strengthen Teachers' Competencies in Responding to Students with Emotional and Behavioral Crises, National Research Foundation of Korea (NRF) 2026 Joint Research Support Program (International Type), Total award approximately $162,600; UA overseas allocation approximately $23,300.
Moon, J. (June 2027-August 2027). University of Alabama COE Dean's Summer Doctoral Student Stipend Program. $5,700
Moon, J. (Lead PI) (January 2026 – December 2026). The Alabama Generative Engineering Textbook (AL-GET): AI-enhanced Personalized Learning for STEM Education, Office for Sponsored Programs, The University of Alabama, Total award $15,000
Moon, J. (Lead PI), Luo, F. (PI), and Hardin, J. (PI) (January 2026 – May 2027). Large Language Model-based Cyber Sentinel Co-Pilot: Professional Development for Alabama Secondary Teacher Training, COE RisingTide Grant, The University of Alabama, Total award $30,000.
Moon, J. (August 2025 – July 2026). TeachPlay: AI-Enhanced Educational Gamelet Design, Alabama Commission on Higher Education, Total award $5,000
Moon, J. (September 2025 – Dec 2025). RemixEd: Designing AI- and XR-Enhanced Instructional Modules for Inclusive, Doctoral-Level Online Learning, Instructional Tide Teaching Grant, Total award $1,500 
Moon, J. (September 2025). SEC Faculty Travel Grant, $1,574
Moon, J. (September 2025 – August 2026). The Institute for Social Science Research (ISSR) THRIVE Fellowship, The University of Alabama, Total award $15,000 (team award)
Moon, J. (Lead PI) (Jan 2025 – Dec 2025). Enhancing Teacher Problem-Solving and Classroom Management Skills through an Open-Access AI-Powered 3D Simulation Platform. OSP CREATE Program, The University of Alabama, Total award $4,000
Moon, J. (September 2024 – August 2025). The Grant Writing Fellows Program. College of Education, The University of Alabama, Total Fellowship amount (summer stipend) $6,225
Moon, J. (June 2025-August 2025). University of Alabama COE Dean's Summer Doctoral Student Stipend Program. $5,460
Moon, J. (June 2024-August 2024). University of Alabama COE Dean's Summer Doctoral Student Stipend Program. $3,500
Moon, J. (Lead PI), Bannerman, J. (PI), O’Harra, K. (PI), Schoger, K. (PI), Donoban C. (PI), & Coleman, J. (PI) (Jan 2022 – Dec 2024). Examining Preservice Teachers' Digital Literacy Development and Learning Engagement via Art Integrated Technology-Enhanced Learning. The Collaborative Arts Research Initiative, Total award $15,000

Submitted/Pending ($932,406)
Moon, J. (Lead PI) (September 2026 – August 2028). Who Benefits from High School Computer Science? Heterogeneous Causal Effects of CS Coursework on STEM Major Declaration: A Bayesian Causal Forest Analysis of HSLS:09, Total award $35,000, AERA-NSF Research Grant Program, PENDING
Hu, F. (Lead PI), Moon, J. (PI), & Shen, X. (PI) (October 2026 - September 2029). CyberAI Innovation: Teaching AI as Target and Defender through a Full-Stack Immersive AI Ecosystem, National Science Foundation (NSF), Proposal 26-0572, proposed total amount $497,460.00, submission deadline April 3, 2026, submitted to sponsor March 10, 2026, PENDING
Moon, J. (Key Personnel / External Evaluator). (January 2027 – December 2029). Collaborative Research: Phase I CAMEL-CN: Connecting Human Sensing with Math Understanding to Build Novel RF Datasets and Instructional Sequences.  PENDING
Sumengen, A. (Lead PI), Chen, K. (PI), Moon, J. (PI), & McCoy, T. (PI) (April 2027 - March 2029). A Biofeedback-Based Virtual Reality Implementation to Teach Metered Dose Inhaler Technique Education for Pediatric Asthma Patients: A Development and Feasibility Study. National Institutes of Health (NIH), total requested $399,946, submitted July 10, 2026, PENDING

Unfunded
Moon, J. (Lead PI) (August 2026 – August 2027). Shift the Lens: Uncovering Students' Assets in Written Math Work via Multimodal AI, Total award $50,000, Advanced Innovative Math Solutions Collaboratory, NOT FUNDED
Moon, J. (Lead PI) (June 2026 – May 2027). Shift the Lens: Uncovering Students' Assets in Written Math Work via Multimodal AI, Total award $50,000, Advanced Innovative Math Solutions Collaboratory, NOT FUNDED
Suh, J. (Lead PI), Moon, J. (PI), & Worsley, M. (PI) (July 2026 – June 2029). Data-informed Adaptive Teaching Analytics (DATA): Leveraging Artificial Intelligence for Adaptive Teaching and Generative Learning. National Science Foundation, RITEL, Total award $109,846, NOT FUNDED
Moon, J. (Lead PI) (April 2026 – March 2031). CAREER: SCALE-XR - Co-Intelligent XR Learning Environment for Undergraduate STEM Education, Total award $602,382, National Science Foundation, NOT FUNDED
Moon, J. (September 2025 – August 2026). ALA-AI Fellowship (Junior), $6,000
Moon, J. (Lead PI) & Avraham, R. (PI) (Jan 2026 – December 2027). Collaborative Development and Evaluation of a Gamified AI Chatbot to Enhance Rehabilitation Nurses’ Intentions and Behaviors in Addressing Healthy Sexuality, Total award $30,000, NOT FUNDED
Moon, J. (Lead PI) (September 2025 – August 2028). Immersive AI Analytics in Teacher Education: Enhancing Reflection and Pedagogical Adaptability. Total award $50,000, Spencer Foundation Small Research Grant Program, NOT FUNDED 
Moon, J. (Lead PI) (June 2025 – May 2026). Optimizing Digital Math Learning Through Temporal Analytics: Exploring Spacing Effects and Time-on-Task Behaviors in Khan Academy, Total award $40,255, Advanced Innovative Math Solutions Collaboratory, NOT FUNDED
Shi, Y. (Lead PI), Du, J. (Lead PI), Moon, J. (Lead PI), Myers, L. (PI) (August 2025 – July 2028). Collaborative Research: RITEL: Preparing First Responders for Future Robotic Technologies through Distributed and Embodied Virtual Learning Environment. National Science Foundation, Total award $220,000, NOT FUNDED
Moon, J. (Lead PI) (May 2025 – May 2027). Transforming Rural Teacher Preparation: An AI-Powered 3D Simulation for Real-World Classroom Problem-Solving. Total award $95,000, Unity Humanity Grant, NOT FUNDED
Liu, J. (Lead PI), Dalal, R. (PI), Myers, L. (PI), Moon, J. (PI), Shi, Y. (PI), Wang, H. (PI), Ni, S. (PI), Trouvé, A. (PI), Stoliarov, S. (PI). Co-DEMP: Co-Designed Multi-Phase Training for Electric Vehicle Emergency Responses. Department of Energy, U.S. Government.  Total award $2,500,000, NOT FUNDED
McNeill, L. (Lead PI), Moon, J. (PI), Edmonds, C. (PI) (July 2024 – June 2027). HOPE: Harnessing Opportunities for Promoting Heterophily and Engagement in Business Education through Gamification. Spencer Foundation, Total award $500,000, NOT FUNDED
Moon, J. (Lead PI) & Suh, J. (PI) (Sep 2022 – Aug 2024). Developing a Teaching Analytic System for Middle School Science Teachers. ORED Internal Funding, Total award $12,000, NOT FUNDED
Moon, J. (Lead PI) & Shi, Y. (PI) (Jan 2022 – Dec 2025). Design and Development of Adaptive Game-based Training to Enhance Computational Thinking of Rural Adolescents with Autism via Minecraft Gameplay. National Science Foundation, Total award $298,279, NOT FUNDED
Sumengen, A. (Lead PI), Chen, K. (PI), Moon, J. (PI), & McCoy, T. (PI) (December 2025 – November 2026). A Biofeedback-Based Virtual Reality Implementation to Teach Metered Dose Inhaler Technique Education for Pediatric Asthma Patients: A Development and Feasibility Study. National Institutes of Health (NIH), Total award $415,250, NOT FUNDED
Mohan, Y. (Lead PI), Jiang, P. (PI), Ning, R. (PI), & Moon, J. (PI) (July 2026 – June 2027). Planning for Impact: AI-Enhanced 3D Game-Based Learning to Democratize Cybersecurity Education, Sub-award $14,200, NOT FUNDED
Moon, J. (Lead PI) (January 2026 – December 2027). QuestFlex: AI-Enhanced Game-Based Executive Function Intervention for Autistic Learners, Total award $50,000, OAR Foundation, NOT FUNDED



SELECTED JOURNAL ARTICLES [n = 64]
Note 1. IF is Impact Factor in 2025 and IF5 indicates 5-Year Impact Factor.
Note 2. * indicates the work with a mentoring student
Note 3. ‡ indicates the corresponding authorship.

International and Peer-reviewed (n = 61)
[bookmark: _Hlk173694585][61] * Hong, S., Moon, J., Cho, H., & Lim, C. (Accepted, 2026). Using a generative AI-enhanced chatbot to promote ethical reasoning in higher education: A dilemma-centered learning approach via ill-structured problem pedagogy. AI & Society. [ESCI-indexed, IF = 6.1, IF5 = 2.1] 
[60] Aldemir, T., Bicer, Al., Kilinc, S., Moon, J., & Kwok, M. (2026). Challenges, solutions, and PD needs for integrating AI: Insights from a two-week AI literacy module with preservice teachers. Cogent Education https://doi.org/10.1080/2331186X.2026.2721038 [ESCI-indexed, IF = 2.0, IF5 = 2.1] 
[59] * Awoyemi, I., Moon, J., Abu, S., & Song, S. (2026). From experience to action: Sequential dynamics of experiential learning in immersive virtual reality-supported safety training. Interactive Learning Environments https://doi.org/10.1080/10494820.2026.2709674  [SSCI-indexed, IF =6.7, IF5 = 7.1]
[58] Bicer, A., Aldemir, T., Lee, U., Moon, J., Rambo Hernandez, K., & Sanders, M. (2026). How generative AI guided-professional development supports teachers’ engagement with mathematical creativity, content knowledge, and pedagogical content knowledge. ZDM – International Journal on Mathematics Education. https://doi.org/10.1007/s11858-026-01816-1 [SSCI-indexed, IF = 3.8, IF5 = 4.0]
[57] * Jung, Y., Lee, Y., Byun, G., & Moon, J. (2026). How teacher-practitioners shape generative AI implementation in educational simulation design: A collective autoethnography. Simulation & Gaming. https://doi.org/10.1177/10468781261464242   [ESCI-indexed, IF = 2.2, IF5 = 3.2]
[56] Lee, Y. J., Moon, J., Paas, F., Cho, M., Darejeh, A., Holmer, S., & Ayres, P. (2026). Validity of Eye-Tracking Measures in Immersive Virtual Reality: Using Cognitive Theories of Learning. Educational Psychology Review. https://doi.org/10.1007/s10648-026-10186-9  [SSCI-indexed, IF = 11.9, IF5 = 16.4] 
[55] ‡ Moon, J. (2026). A cultural-historical activity theory-anchored learning analytics pipeline for early detection and social-epistemic integration in AI literacy education. Interactive Learning Environments. https://doi.org/10.1080/10494820.2026.2690104  [SSCI-indexed, IF =6.7, IF5 = 7.1]
[54] * Abu, S., Uddin, M., Moon, J., Awoyemi, I., Baah-Mintah, R., & Ghooreian, A. (2026). Human-centered generative AI in education: Ethical challenges and equity-driven solutions. Ethics and Behavior. http://dx.doi.org/10.1080/10508422.2026.2685014 [SSCI-indexed, IF = 2.3, IF5 = 2.5]
[53] * Uddin, M., Luo, F., & Moon, J. (2026). Artificial intelligence for engaging neurodiverse learners in K-12 education: A systematic review. Interactive Learning Environments. https://doi.org/10.1080/10494820.2026.2679063 [SSCI-indexed, IF =6.7, IF5 = 7.1]
[52] * Uddin, M., Moon, J., & Abu, S. (2026). An ethical framework for conversational AI in higher education: Toward an evidence-based ethical governance. AI & Ethics. https://doi.org/10.1007/s43681-026-01056-9 
[51] ‡ * Moon, J., Awoyemi, I., Abu, S., Marchiori, S., & Song, S. (2026). Decoding immersive learning states: A reproducible microgenetic pipeline for behavioral data in virtual reality safety training. Behaviormetrika. https://doi.org/10.1007/s41237-025-00286-1   [SCOPUS-indexed]
[50] Moon, J., Jung, Y., Kim, S., Bae, Y., & Schneider, B. (2026). Fostering innovation at the intersection of maker education and extended reality (XR). Computers & Education: X Reality. https://doi.org/10.1016/j.cexr.2025.100124 [ESCI-indexed, IF =5.9, IF5 = 5.8]
[49] Hong, S., Eom, T., & Moon, J. (2025). Virtual reality simulation to foster authentic learning in pre-service teacher education: A systematic literature review. Educational Research Review https://doi.org/10.1016/j.edurev.2025.100743 [SSCI-indexed; IF = 10.3, IF5 = 16.7] 
[48] Aldemir, T., Kilinc, S., Bicer, A., Moon, J., & Kwok, M. (2025). Exploring emergent AI-TPACK competencies in a two-week AI literacy module for preservice teachers. Teaching and Teacher Education https://doi.org/10.1016/j.tate.2025.105231 [SSCI-indexed; IF = 4.3, IF5 = 5.5] 
[bookmark: _Hlk215436510][47] *Marchiori, R., Song, S., Moon, J., Awoyemi, I., Ghooreian, A., & Ramenzapour, E. (2025). A systematic review of technology-enhanced learning approaches to foster construction engineering and management competencies. Computer Applications in Engineering Education https://doi.org/10.1002/cae.70074 [SCIE-indexed; IF = 2.7, IF5 = 3.0] 
[46] *‡ Hong, S., Moon, J., Eom, T., Awoyemi, I., & Hwang, J. (2025). Generative AI-Enhanced Virtual Reality Simulation for Pre-Service Teacher Education: A Mixed-Methods Analysis of Usability and Instructional Utility for Course Integration. Education Sciences https://doi.org/10.3390/educsci15080997
[ESCI-indexed; IF = 3.5, IF5 = 3.3]
[45] ‡ Moon, J., Jung, Y., Bae, H., Lee, U., & Kim, K. (2025). Socio-material interactions: A multi-case study on AI chatbot integration in asynchronous online learning. Innovations in Education and Teaching International http://dx.doi.org/10.1080/14703297.2025.2534189  [SSCI-indexed; IF = 6.2, IF5 = 4.2] 
[44] Aldemir, T., Moon, J., Bicer, A., Byun, G., Carlos Manrique, P., & Vivek, S. (2025). How Non-CS preservice teachers conceptualize and engage with computational thinking through 3D game design: Insights from an extended reality (XR)-enhanced maker experience. Computers & Education: X Reality  https://doi.org/10.1016/j.cexr.2025.100099  [ESCI-indexed, IF =5.9, IF5 = 5.8]
[43] ‡ Lim, J., Lee, U., Koh, J., Jung, Y., Jung, H., Lee, Y., Byun, G., Jang, Y., Lee, S., & 
Moon, J.  (2025). Development and implementation of a generative artificial intelligence-enhanced simulation to enhance problem-solving skills for pre-service teachers. Computers & Education https://doi.org/10.1016/j.compedu.2025.105306  [SSCI-, SCIE-indexed; IF = 13.2, IF5 = 14.6] 
[42] Park, Y., Moon, J., & Na, H. (2025). Elementary STEM teachers' open educational resources and TPACK in a professional learning network: A case study. Online Learning Journal. 29(1), 192-215. https://doi.org/10.24059/olj.v29i1.4102  [ESCI-indexed; IF = 3.1, IF5 = 3.2] 
[41] Marchiori, R., Song, S., & Moon, J. (2025). Developing heat stress training assessments: A training-driven methodology approach to enhance safety in the construction industry. Journal of Safety Research. 92, 262-271 https://doi.org/10.1016/j.jsr.2024.11.027 
[SSCI-indexed; IF = 4.3, IF5 = 4.8] 
[40] ‡ Moon, J., Ke, F., & Sokolikj, Z. (2024). Game-based performance tasks for assessing representational flexibility of autistic adolescents in a virtual world. Technology, Knowledge, and Learning https://doi.org/10.1007/s10758-024-09806-6 [ESCI-indexed, IF = 4.2, IF5 = 4.7]
[39] Lee, U., Jung, Y., Koh, J., Lee, Y., Byun, G., Lee, H., Eun, S., Moon, J., Lim, C., & Kim, H. (2024). I see you: Teacher analytics with GPT-4 vision-powered observational assessment. Smart Learning Environments https://doi.org/10.1186/s40561-024-00335-4   [ESCI-indexed; IF = 12.1, IF5 = 10.1] 
[38] Bae, H., Hur, J., Park, J., Choi, G. W., & Moon, J. (2024). Pre-service teachers' dual perspectives on generative AI: Benefits, challenges, and integrating into teaching and learning​. Online Learning https://doi.org/10.24059/olj.v28i3.4543  [ESCI-indexed; IF = 2.3, IF5 = 3.7] 
[37] ‡ Moon, J., Lee, U., Koh, J., Jeong, Y., Byun, G., Lee, Y., & Lim, J. (2024). Generative artificial intelligence in educational game design: Nuanced challenges, design implications, and future research. Technology, Knowledge, and Learning  https://doi.org/10.1007/s10758-024-09756-z  [ESCI-indexed, IF = 4.2, IF5 = 4.7]
[bookmark: _Hlk215436648][36] ‡ Moon, J., McNeill, L., Edmonds, C., Banihashem, K., & Noroozi, O. (2024). Using learning analytics to explore peer learning patterns in asynchronous gamified environments​. International Journal of Educational Technology in Higher Education  https://doi.org/10.1186/s41239-024-00476-z  [SSCI-indexed, IF = 38.7, IF5 = 24.5]
[35] ‡ Moon, J., Yeo, S., Banihashem, K., & Noroozi, O. (2024). Using multimodal learning analytics as a formative assessment tool: Exploring collaborative dynamics in mathematics teacher education. Journal of Computer Assisted Learning  https://doi.org/10.1111/jcal.13028  [SSCI-indexed, IF = 5.7, IF5 = 6.8] 
​​​​​​​​​​[34] Yeo, S., Moon, J., & Kim, D. J. (2024). Transforming mathematics education with AI: Innovations, implementations, and insights. The Mathematical Education  https://doi.org/10.7468/mathedu.2024.63.2.387 [KCI-indexed, IF5 =1.28]
[33] ‡ * Awoyemi, I. D., Mercado, F., & Moon, J. (2024). A narrative review on immersive virtual reality in enhancing high school students’ mathematics competence: From TPACK perspective. The Mathematical Education  https://doi.org/10.7468/mathedu.2024.63.2.1  [KCI-indexed, IF5 = 1.28]
[32] Choi, G. W., Lim, J., Kim, S., Moon, J., & Jung, Y. (2024). A case study of South Korean elementary school teachers’ emergence remote teaching. Knowledge Management & e-learning: International Journal. 16(2). 259-285. https://doi.org/10.34105/j.kmel.2024.16.013  [ESCI-indexed, IF = 2.5, IF5 = 2.6] 
[31] McNeill, L., Moon, J., Edmonds, C. (2024). Student engagement in a gamified online learning environment: A data mining approach. Journal of Applied Instructional Design https://doi.org/10.59668/1269.15624 
[30] Choi, G. W., Lee, D., Kim, S. H, & Moon, J. (2024). Utilizing generative artificial intelligence for instructional design: Exploring strengths, weaknesses, opportunities, and threats. TechTrends  https://doi.org/10.1007/s11528-024-00967-w  [ESCI-indexed, IF = 5.2, IF5 = 4.6]
[29] ‡ * Moon, J., Yeo, S., Si, Q., & Ijeluola, A. S. (2025). A scoping review of game-based learning for mathematics teacher education. International Journal of Mathematical Education in Science and Technology https://doi.org/10.1080/0020739X.2024.2337934   [ESCI-indexed, IF = 0.6, IF5 = 0.9]
[28] ‡ Moon, J., Ke, F., Sokolikj, Z., & Chakraborty, S. (2024). Applying multimodal data fusion to track autistic adolescents’ representational flexibility development during virtual reality-based training . Computers & Education: X Reality, 4, 100063. https://doi.org/10.1016/j.cexr.2024.100063  
[27] Banihashem, K., Kerman, N. T., Noroozi, O., Moon, J., & Drachsler, H. (2024). Feedback sources in essay writing: peer-generated or AI-generated feedback?. International Journal of Educational Technology in Higher Education, 21, 23.  https://doi.org/10.1186/s41239-024-00455-4  [SSCI-indexed, IF = 38.7, IF5 = 24.5]
[26] * Na, C., Lee, D., Moon, J., & Shin, Y. (2024). Modeling undergraduate students’ learning dynamics between self-regulated learning patterns and community of inquiry. Education and Information Technologies https://doi.org/10.1007/s10639-024-12527-z  [SSCI-indexed, IF = 5.4, IF5 = 5.7] 
[25] Dai, C., Ke, F., Pan, Y., Moon, J., & Liu, Z. (2024). Effects of artificial intelligence-powered virtual agents on learning outcomes in simulation-based learning: A meta-analysis. Educational Psychology Review, 36, 31. https://doi.org/10.1007/s10648-024-09855-4 [SSCI-indexed, IF = 11.9, IF5 = 16.4]
[24] ‡ Moon, J. (2024). Learning experience design of verbal prompts in virtual reality-based training for autistic children. Research in Learning Technology, 32. https://dx.doi.org/10.25304/rlt.v32.3129  [ESCI-indexed, IF = 2.1, IF5 = 2.4]
[23] Glaser, N., Schmidt, M., Thull, C., Tennant, A., Moon, J., & Ousley, C. (2023). Learner experience design and unpacking sociocultural, technological, and pedagogical design considerations of spherical video-based virtual reality systems for autistic learners: A systematic literature review. Journal of Autism and Developmental Disorders https://doi.org/10.1007/s10803-023-06168-3   [SSCI-indexed, IF = 2.6, IF5 = 4.2] ​
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