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ARTICLE IF CITATIONS

Interactive decision-making in entertainment movies: A mixed-methods approach.. Psychology of
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Escaping the pandemic present: The relationship between nostalgic media use, escapism, and well-being

during the COVID-19 pandemic.. Psychology of Popular Media, 2022, 11, 258-265. 14 21

Finding gold at the end of the rainbowflag? Claim vagueness and presence of emotional imagery
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The Impact of Moral Expectancy Violations on Audiencesa€™ Parasocial Relationships With Movie Heroes
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Exploring Viewers' Experiences of Parasocial Interactions with Videogame Streamers on Twitch.
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The Dark Side of Inspirational Pasts: An Investigation of Nostalgia in Right-Wing Populist
Communication. Media and Communication, 2021, 9, 237-249.

From cognitive overload to digital detox: Psychological implications of telework during the COVID-19

pandemic. Computers in Human Behavior, 2021, 124, 106899. 8.5 44

Wiatching Players: An Exploration of Media Enjoyment on <i>Twitch</i>. Games and Culture, 2020, 15,
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Harder, Better, Faster, Stronger? The Relationship between Cognitive Task Demands in Video Games and
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Blissed by the past: Theorizing media-induced nostalgia as an audience response factor for
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Wallowing in Media Past: Media-Induced Nostalgiad€™s Connection to Parasocial Relationships.
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Eating ghosts: The underlying mechanisms of mood repair via interactive and noninteractive media..
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Journal of Psychology, 2015, 50, 372-378.
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Same Gaming: An Exploration of Relationships Between Gender Traits, Sexual Orientation,
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