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120 TheLsharingLeconomynLWhyLpeopleLparticipateLinLcollaborativeLconsumptionbLJournalgofgtheg
AssociationgforgInformationgSciencegandgTechnologyYL2016YLjkYLfdhkafdim 2.7 1405

119 xoesLGamificationLWorksLaaLuL iteratureLReviewLofLympiricalLStudiesLonLGamificationL2014YL 1326

118 whallengingLgamesLhelpLstudentsLlearnnLunLempiricalLstudyLonLengagementYLflowLandLimmersionLinL
gameabasedLlearningbLComputersgingHumangBehaviorYL2016YLihYLekdaekm 7.7 615

117 xefiningLgamificationL2012YL 452

116 TransformingLhomoLeconomicusLintoLhomoLludensnLuLfieldLexperimentLonLgamificationLinLaL
utilitarianLpeeratoapeerLtradingLservicebLElectronicgCommercegResearchgandgApplicationsYL2013YLefYLfgjafhi4.6 384

115 xemographicLdifferencesLinLperceivedLbenefitsLfromLgamificationbLComputersgingHumangBehaviorYL
2014YLgiYLekmaell 7.7 382

114 TheLriseLofLmotivationalLinformationLsystemsnLuLreviewLofLgamificationLresearchbLInternationalg
JournalgofgInformationgManagementYL2019YLhiYLemeafed 16.4 345

113 WhatLisLeSportsLandLwhyLdoLpeopleLwatchLitsbLInternetgResearchYL2017YLfkYLfeeafgf 4.8 310

112 uLdefinitionLforLgamificationnLanchoringLgamificationLinLtheLserviceLmarketingLliteraturebLElectronicg
MarketsYL2017YLfkYLfeage 4.8 304

111 xoLbadgesLincreaseLuserLactivitysLuLfieldLexperimentLonLtheLeffectsLofLgamificationbLComputersging
HumangBehaviorYL2017YLkeYLhjmahkl 7.7 275

110 WhyLdoLpeopleLuseLgamificationLservicessbLInternationalgJournalgofgInformationgManagementYL2015YL
giYLhemahge 16.4 244

109 â��WorkingLoutLforLlikesâ��nLunLempiricalLstudyLonLsocialLinfluenceLinLexerciseLgamificationbLComputersg
ingHumangBehaviorYL2015YLidYLgggaghk 7.7 208

108 SocialLmotivationsLofLliveastreamingLviewerLengagementLonLTwitchbLComputersgingHumangBehaviorYL
2018YLlhYLilajk 7.7 197

107 WhyLdoLpeopleLwatchLothersLplayLvideoLgamessLunLempiricalLstudyLonLtheLmotivationsLofLTwitchL
usersbLComputersgingHumangBehaviorYL2017YLkiYLmliammj 7.7 194

106 xoesLgamificationLsatisfyLneedssLuLstudyLonLtheLrelationshipLbetweenLgamificationLfeaturesLandL
intrinsicLneedLsatisfactionbLInternationalgJournalgofgInformationgManagementYL2019YLhjYLfedaffe 16.4 151

105 WhyLdoLpeopleLplayLgamessLuLmetaaanalysisbLInternationalgJournalgofgInformationgManagementYL
2017YLgkYLefiaehe 16.4 141

104 WhyLdoLpeopleLbuyLvirtualLgoodssLuttitudeLtowardLvirtualLgoodLpurchasesLversusLgameLenjoymentbL
InternationalgJournalgofgInformationgManagementYL2015YLgiYLfmmagdl 16.4 131
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103 xoLPersuasiveLTechnologiesLPersuadesLaLuLReviewLofLympiricalLStudiesbLLecturegNotesgingComputerg
ScienceYL2014YLeelaegj 0.9 126

102 MeasuringLflowLinLgamificationnLxispositionalLzlowLScaleafbLComputersgingHumangBehaviorYL2014YLhdYLeggaehg7.7 124

101 GamifiedLcrowdsourcingnLwonceptualizationYLliteratureLreviewYLandLfutureLagendabLInternationalg
JournalgofgHumangComputergStudiesYL2017YLedjYLfjahg 4.6 122

100 ’owLtoLdesignLgamificationsLuLmethodLforLengineeringLgamifiedLsoftwarebLInformationgandg
SoftwaregTechnologyYL2018YLmiYLfemafgk 3.4 121

99 PlayerLTypesnLuLMetaasynthesisbLTransactionsgofgthegDigitalgGamesgResearchgAssociationYL2014YLeYL 3 117

98 WhyLdoLplayersLbuyLinagameLcontentsLunLempiricalLstudyLonLconcreteLpurchaseLmotivationsbL
ComputersgingHumangBehaviorYL2017YLjlYLiglaihj 7.7 82

97 eSportsYLskinsLandLlootLboxesnLParticipantsYLpracticesLandLproblematicLbehaviourLassociatedLwithL
emergentLformsLofLgamblingbLNewgMediagandgSocietyYL2019YLfeYLfdahe 3.8 81

96 xoesLgamificationLaffectLbrandLengagementLandLequitysLuLstudyLinLonlineLbrandLcommunitiesbL
JournalgofgBusinessgResearchYL2020YLedmYLhhmahjd 8.7 81

95 wontentLstructureLisLkingnLunLempiricalLstudyLonLgratificationsYLgameLgenresLandLcontentLtypeLonL
TwitchbLComputersgingHumangBehaviorYL2017YLkgYLejeaeke 7.7 74

94 UsesLandLGratificationsLofLPokˆ'monLGonLWhyLdoLPeopleLPlayLMobileL ocationavasedLuugmentedL
RealityLGamessbLInternationalgJournalgofgHumanuComputergInteractionYL2019YLgiYLldhalem 3.6 72

93 StrengtheningLgamificationLstudiesnLwurrentLtrendsLandLfutureLopportunitiesLofLgamificationL
researchbLInternationalgJournalgofgHumangComputergStudiesYL2019YLefkYLeaj 4.6 71

92 GamificationLinLwrowdsourcingnLuLReviewL2016YL 70

91 ’owLgamesLinduceLcooperationsLuLstudyLonLtheLrelationshipLbetweenLgameLfeaturesLandL
weaintentionsLinLanLaugmentedLrealityLgamebLComputersgingHumangBehaviorYL2017YLkkYLejmaelg 7.7 69

90 ServiceLqualityLexplainsLwhyLpeopleLuseLfreemiumLservicesLbutLnotLifLtheyLgoLpremiumnLunLempiricalL
studyLinLfreeatoaplayLgamesbLInternationalgJournalgofgInformationgManagementYL2017YLgkYLehhmaehim 16.4 69

89 “nvestigatingLrelationshipsLbetweenLvideoLgamingYLspectatingLesportsYLandLgamblingbLComputersging
HumangBehaviorYL2018YLldYLghhagig 7.7 69

88 SocialLéetworkLGamesnLPlayersâ��LPerspectivesbLSimulationgandgGamingYL2013YLhhYLkmhalfd 1.9 67

87 womputerLGamesLandLOrganizationLStudiesbLOrganizationgStudiesYL2017YLglYLfkgaflh 3.6 65

86 ’owLtoLGamifysLuLMethodLzorLxesigningLGamificationL2017YL 61
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85 WhyLdoLpeopleLbuyLvirtualLgoodsnLuLmetaaanalysisbLComputersgingHumangBehaviorYL2017YLkeYLimajm 7.7 60

84 TheLingredientsLofLTwitchLstreamingnLuffordancesLofLgameLstreamsbLComputersgingHumangBehaviorYL
2019YLmfYLfdafl 7.7 59

83 GamefulLyxperienceLQuestionnaireLTGuMyzU QUySTUnLanLinstrumentLforLmeasuringLtheLperceivedL
gamefulnessLofLsystemLusebLUsergModelinggandgUseruAdaptedgInteractionYL2019YLfmYLjemajjd 3.9 58

82 ’owLmotivationalLfeedbackLincreasesLuserâ��sLbenefitsLandLcontinuedLusenLuLstudyLonLgamificationYL
quantifiedaselfLandLsocialLnetworkingbLInternationalgJournalgofgInformationgManagementYL2019YLhjYLeieaejf16.4 56

81 WhyLdoLpeopleLplayLlocationabasedLaugmentedLrealityLgamesnLuLstudyLonLPokˆ'monLGObLComputersg
ingHumangBehaviorYL2019YLmgYLeehaeff 7.7 54

80 GamificationLofLproductionLandLlogisticsLoperationsnLStatusLquoLandLfutureLdirectionsbLJournalgofg
BusinessgResearchYL2020YLedjYLggeaghd 8.7 48

79 TheLeffectLofLchallengeabasedLgamificationLonLlearningnLunLexperimentLinLtheLcontextLofLstatisticsL
educationbLInternationalgJournalgofgHumangComputergStudiesYL2020YLehhYLedfhmj 4.6 47

78 TailoredLgamificationnLuLreviewLofLliteraturebLInternationalgJournalgofgHumangComputergStudiesYL2020
YLehhYLedfhmi 4.6 46

77 GamificationYLquantifiedaselfLorLsocialLnetworkingsLMatchingLusersâ��LgoalsLwithLmotivationalL
technologybLUsergModelinggandgUseruAdaptedgInteractionYL2018YLflYLgiakh 3.9 46

76 wooperationLorLcompetitionLâ��LWhenLdoLpeopleLcontributeLmoresLuLfieldLexperimentLonL
gamificationLofLcrowdsourcingbLInternationalgJournalgofgHumangComputergStudiesYL2019YLefkYLkafh 4.6 45

75 NWhyLpayLpremiumLinLfreemiumLservicessNLuLstudyLonLperceivedLvalueYLcontinuedLuseLandLpurchaseL
intentionsLinLfreeatoaplayLgamesbLInternationalgJournalgofgInformationgManagementYL2020YLieYLedfdhd 16.4 37

74 uLgradualLapproachLforLmaximisingLuserLconversionLwithoutLcompromisingLexperienceLwithLhighL
visualLintensityLwebsiteLelementsbLInternetgResearchYL2019YLfmYLemhafek 4.8 35

73 TransparencyLofLintentionsLdecreasesLprivacyLconcernsLinLubiquitousLsurveillancebLCyberpsychologytg
BehaviortgandgSocialgNetworkingYL2014YLekYLjggal 4.4 32

72 TheLGamificationLofLWorknL essonsLzromLwrowdsourcingbLJournalgofgManagementgInquiryYL2019YLflYLehiaehl1.9 29

71 GamificationL2019YLeag 26

70 TheLchallengesLofLenteringLtheLmetaversenLunLexperimentLonLtheLeffectLofLextendedLrealityL
on´ workloadbbLInformationgSystemsgFrontiersYL2022YLeaff 4 24

69 vuildingLwustomerLRelationshipLthroughLGameLMechanicsLinLSocialLGamesghlagji 23

68  iveYL oveYL”uulnLUserLandLwontentLunalysisLofLTwitterLPostsLaboutL”uulbLAmericangJournalgofgHealthg
BehaviorYL2019YLhgYLgfjaggj 1.9 21
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67 GamefulLcivicLengagementnLuLreviewLofLtheLliteratureLonLgamificationLofLeaparticipationbL
GovernmentgInformationgQuarterlyYL2020YLgkYLedehje 7.6 21

66 “sLitLaLtoolLorLaLtoysL’owLuserâ��sLconceptionLofLaLsystemâ��sLpurposeLaffectsLtheirLexperienceLandLusebL
InternationalgJournalgofgInformationgManagementYL2019YLhmYLhjeahkh 16.4 20

65 TheLSharingLyconomynLWhyLPeopleLParticipateLinLwollaborativeLwonsumptionbLSSRNgElectronicg
JournalYL2013YL 1 19

64 ShoppingLinLvirtualLrealitynLuLliteratureLreviewLandLfutureLagendabLJournalgofgBusinessgResearchYL
2021YLeghYLgkail 8.7 18

63 unLiconLthatLeveryoneLwantsLtoLclicknL’owLperceivedLaestheticLqualitiesLpredictLappLiconL
successfulnessbLInternationalgJournalgofgHumangComputergStudiesYL2019YLegdYLkgali 4.6 17

62 SeekYLshareYLorLwithholdnLinformationLtradingLinLMMORPGsbLJournalgofgDocumentationYL2015YLkeYLeeemaeegh1.3 17

61 â��ympathyLmachineâ��nLhowLvirtualLrealityLaffectsLhumanLrightsLattitudesbLInternetgResearchYL2020YLgdYLehdkaehfi4.8 17

60 uLpictureLisLworthLaLthousandLwordsnLanLempiricalLstudyLonLtheLinfluenceLofLcontentLvisibilityLonL
diffusionLprocessesLwithinLaLvirtualLworldbLBehaviourgandgInformationgTechnologyYL2016YLgiYLmfjamhi 2.4 17

59 WhyLxoLTeachersLUseLGameavasedL earningLTechnologiessLTheLRoleLofL“ndividualLandL“nstitutionalL
“wTLReadinessL2015YL 13

58 urchetypesLofLGamificationnLunalysisLofLm’ealthLuppsbLJMIRgMHealthgandgUHealthYL2020YLlYLeemfld 5.5 13

57 TheLRelationshipLvetweenLGamificationYLvrandLyngagementLandLvrandLyquityL2019YL 13

56 zameLandLfortuneYLorLjustLfunsLuLstudyLonLwhyLpeopleLcreateLcontentLonLvideoLplatformsbLInternetg
ResearchYL2019YLgdYLejiaemd 4.8 13

55 WhatLpredictsLesportsLbettingsLuLstudyLonLconsumptionLofLvideoLgamesYLesportsYLgamblingLandL
demographicLfactorsbLNewgMediagandgSocietyYL2021YLfgYLehleaeidi 3.8 13

54 GamificationLofLtheLworkLfloornLuLliteratureLreviewLofLgamifyingLproductionLandLlogisticsLoperationsL
2018YL 12

53 GamificationLofLyaParticipationnLuL iteratureLReviewL2019YL 12

52 xigitalLathleticsLinLanalogueLstadiumsbLInternetgResearchYL2020YLgdYLkegakgi 4.8 12

51 uvatarLcapitalnLTheLrelationshipsLbetweenLplayerLorientationLandLtheirLavatarSsLsocialYLsymbolicYL
economicLandLculturalLcapitalbLComputersgingHumangBehaviorYL2020YLedfYLehafe 7.7 12

50 GettingL’ealthyLbyLwatchingLThemLullnLuLStudyLonLtheLRelationshipLvetweenLPlayerLOrientationsL
andLPerceivedL’ealthLvenefitsLinLanLuugmentedLRealityLGameL2019YL 11
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49 UnderstandingLcontinuanceLintentionLtoLplayLonlineLgamesnLrolesLofLselfaexpressivenessYL
selfacongruityYLselfaefficacyYLandLperceivedLriskbLBehaviourgandgInformationgTechnologyYL2020YLeaek 2.4 11

48 xoesLesportsLspectatingLinfluenceLgameLconsumptionsbLBehaviourgandgInformationgTechnologyYL2020
YLeaek 2.4 11

47 ’owLplayersLacrossLgenderLandLageLexperienceLPokˆ'monLGosbLUniversalgAccessgingthegInformationg
SocietyYL2020YLemYLkmmalef 2.5 10

46 WhyLdoLPeopleLvuyLVirtualLGoodssLuL iteratureLReviewL2016YL 9

45 WhyLxoLPeopleLPlayLGamessLuLReviewLofLStudiesLonLudoptionLandLUseL2015YL 9

44 ziveazactorL“nventoryLofL“ntrinsicLMotivationsLtoLGameplayLT“MGUL2019YL 9

43
xevelopmentLofLmeasurementLinstrumentLforLvisualLqualitiesLofLgraphicalLuserLinterfaceLelementsL
TV“SQUu UnLaLtestLinLtheLcontextLofLmobileLgameLiconsbLUsergModelinggandgUseruAdaptedgInteractionYL
2020YLgdYLmhmamlf

3.9 8

42 yvokingLPhysiologicalLSynchronyLandLympathyLUsingLSocialLVRLwithLviofeedbackbLIEEEgTransactionsg
ongAffectivegComputingYL2019YLeae 5.7 8

41 PlayYLPlaybourLorL aboursLTheLRelationshipsLbetweenLPerceptionLofLOccupationalLuctivityLandL
OutcomesLamongLStreamersLandLYouTubersL2019YL 7

40 ’owLGameLzeaturesLGiveLRiseLtoLultruismLandLwollectiveLuctionsL“mplicationsLforLwultivatingL
wooperationLbyLGamificationL2020YL 7

39 GamwognLuLmeasurementLinstrumentLforLmiscognitionsLrelatedLtoLgamblificationYLgamblingYLandL
videoLgamingbLPsychologygofgAddictivegBehaviorsYL2020YLghYLfhfafij 3.4 7

38 WhatL“sLeSportsLandLWhyLxoLPeopleLWatchL“tsbLSSRNgElectronicgJournalYL2017YL 1 6

37 VirtualLtechnologiesLinLsupportingLsustainableLconsumptionnLzromLaLsingleasensoryLstimulusLtoLaL
multiasensoryLexperiencebLInternationalgJournalgofgInformationgManagementYL2021YLedfhii 16.4 6

36 ’owLdoesLmobilityLaffectLsocialLmediaLadvertisingLeffectivenesssLuLstudyLinLWewhatbLIndustrialg
ManagementgandgDatagSystemsYL2020YLefdYLfdleafede 3.6 6

35 uugmentedLVirtualLRealityLMeditationbLACMgTransactionsgongSocialgComputingYL2021YLhYLeaem 1.7 6

34 TheLUseLofLuugmentedLRealityLinLRetailnLuLReviewLofL iterature 6

33 zictionalLGameLylementsL2016YL 5

32 “ntroductionLtoLGamificationnLMotivationsYLyffectsLandLunalyticsLMinitrackL2016YL 5
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31 GamificationLofLTheLzuturenLunLyxperimentLonLGamifyingLyducationLofLzorecastingL2019YL 5

30 StreamersnLtheLnewLwaveLofLdigitalLentrepreneurshipsLyxtantLcorpusLandLresearchLagendabL
ElectronicgCommercegResearchgandgApplicationsYL2021YLhjYLededfk 4.6 5

29 GamificationLforLclimateLchangeLengagementnLreviewLofLcorpusLandLfutureLagendabLEnvironmentalg
ResearchgLettersYL2021YLejYLdjgddh 6.2 5

28 wonvergenceLbetweenLtheLrealLandLtheLaugmentednLyxperiencesLandLperceptionsLinLlocationabasedL
gamesbLTelematicsgandgInformaticsYL2021YLjiYLedekej 8.1 5

27 TheLRiseLofLMotivationalL“nformationLSystemsnLuLReviewLofLGamificationLResearchbLSSRNgElectronicg
JournalYL2017YL 1 4

26  ikingLtheLGameL2018YL 4

25 wontentLversusLcommunityLfocusLinLliveLstreamingLservicesnLhowLtoLdriveLengagementLinL
synchronousLsocialLmediabLJournalgofgServicegManagementYL2021YLaheadaofaprintYL 7.4 4

24 zlowLinLVRnLuLStudyLonLtheLRelationshipsLvetweenLPreconditionsYLyxperienceLandLwontinuedLUseL
2020YL 4

23 ViewYLPlayLandLPaysLâ��LTheLRelationshipLbetweenLwonsumptionLofLGamingLVideoLwontentLandLVideoL
GameLPlayingLandLvuyingL2020YL 4

22
WhatLdeterminesLtheLsuccessfulnessLofLaLcrowdsourcingLcampaignnLuLstudyLonLtheLrelationshipsL
betweenLindicatorsLofLtrustworthinessYLpopularityYLandLsuccessbLJournalgofgBusinessgResearchYL2022YL
egmYLhlhahmi

8.7 4

21 GamificationLinLfreightLtransportationnLextantLcorpusLandLfutureLagendabLInternationalgJournalgofg
PhysicalgDistributiongandgLogisticsgManagementYL2021YLieYLjliaked 5.2 4

20 GamificationLtoLavoidLcognitiveLbiasesnLunLexperimentLofLgamifyingLaLforecastingLcoursebL
TechnologicalgForecastinggandgSocialgChangeYL2021YLejkYLefdkfi 9.5 4

19 SevenLPointsLtoLReappropriateLGamificationL2021YLeeafl 4

18 TeachingLwithinLaLStorynLUnderstandingLstorificationLofLpedagogybLInternationalgJournalgofg
EducationalgResearchYL2021YLedjYLedekfl 2.1 4

17 ysportsLScholarshipLReviewnLSynthesisYLwontributionsYLandLzutureLResearchbLJournalgofgSportg
ManagementYL2022YLeaef 2.1 4

16 GamblificationnLuLdefinitionbLNewgMediagandgSocietyYehjehhhlffedlgm 3.8 4

15 SatisfactionLandLwillingnessLtoLconsumeLimmersiveLjournalismL2020YL 3

14 TheLroleLofLinteractiveLpracticeLinLbusinessLperformancebLIndustrialgManagementgandgDatagSystemsYL
2020YLefdYLeifeaeihf 3.6 3
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13 TheLrelationshipLbetweenLuserLtypesLandLgamificationLdesignsbLUsergModelinggandgUseruAdaptedg
InteractionYe 3.9 3

12 GamificationLofLbackcastingLforLsustainabilitynLTheLdevelopmentLofLtheLgamefulLbackcastingL
frameworkLTGuMyvuw–UbLJournalgofgCleanergProductionYL2021YLgdfYLefjjdm 10.3 2

11 xemographicLfactorsLhaveLlittleLeffectLonLaestheticLperceptionsLofLiconsnLaLstudyLofLmobileLgameL
iconsbLInternetgResearchYL2021YLaheadaofaprintYL 4.8 2

10 zrontlineLemployeesâ��LcomplianceLwithLfuzzyLrequestsnLuLrequestâ��appraisalâ��behaviorLperspectivebL
JournalgofgBusinessgResearchYL2021YLegeYLiiajl 8.7 2

9 GamifyingLtheLcitynLyascootersLandLtheLcriticalLtensionsLofLplayfulLurbanLmobilitybLMobilitiesYeaek 1.5 1

8 ympathizingLwithLtheLyndLUsernLyffectLofLympathyLandLymotionalL“ntelligenceLonL“deationbL
CreativitygResearchgJournalYL2021YLggYLemeafde 1.8 1

7 PsychometricLinvestigationLofLtheLgamificationL’exadLuserLtypesLscaleLinLvrazilianLPortuguesebbL
ScientificgReportsYL2022YLefYLhmfd 4.9 1

6 PlayingLitLsafenLuLliteratureLreviewLandLresearchLagendaLonLmotivationalLtechnologiesLinL
transportationLsafetybLReliabilitygEngineeringgandgSystemgSafetyYL2022YLedlieh 6.3 1

5 zromLtheL’andsLofLanLyarlyLudopterâ��sLuvatarLtoLVirtualL”unkyardsnLunalysisLofLVirtualLGoodsâ��L
 ifetimeLSurvivalbLAppliedgSciencesgpSwitzerlandqYL2019YLmYLefjl 2.6 0

4 “nternetaofaGamificationnLuLReviewLofL iteratureLonL“oTaenabledLGamificationLforLUserLyngagementbL
InternationalgJournalgofgHumanuComputergInteractionYeafi 3.6 0

3 wrowdsourcingLapproachesLforLknowledgeLorganizationLsystemsnLwrowdLcollaborationLorLcrowdL
worksbLProceedingsgofgthegAssociationgforgInformationgSciencegandgTechnologyYL2016YLigYLeaj 0.4 0

2 SpaceLPacenLMethodLforLwreatingLuugmentedLRealityLToursLvasedLonLgjdLVideosbLLecturegNotesgofg
thegInstitutegforgComputergSciencestgSocialuInformaticsgandgTelecommunicationsgEngineeringYL2021YLeemaegl0.2 0

1 WhatLisLGamefulLyxperiencesLTowardsLaLwonceptualLxefinitionbLProceedingsgugAcademygofg
ManagementYL2021YLfdfeYLehggk 0.1
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