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417 Using Citizen Science to Complement IoT Data Collection: A Survey of Motivational and Engagement
Factors in Technology-Centric Citizen Science Projects. IoT, 2021, 2, 275-309. 2.3 6

418 Improved Glycemic Control With a Digital Health Intervention in Adults With Type 2 Diabetes:
Retrospective Study. JMIR Diabetes, 2021, 6, e28033. 0.9 20

419 Not all clicks are equal: detecting engagement with digital content. Journal of Media Business
Studies, 2022, 19, 90-107. 1.0 15

420 Short video apps as a health information source: an investigation of affordances, user experience and
usersâ€™ intention to continue the use of TikTok. Internet Research, 2021, 31, 2120-2142. 2.7 91

421 Measuring the Impact of Crowdsourcing Features on Mobile App User Engagement and Retention: A
Randomized Field Experiment. Management Science, 2022, 68, 1297-1329. 2.4 18

422 â€œThis is the story of meâ€•: Designing audiovisual narratives to support reflection on cancer journeys. ,
2021, , . 2



25

Citation Report

# Article IF Citations

423
Machine Learning Analysis to Identify Digital Behavioral Phenotypes for Engagement and Health
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447 Analyzing the relationships between learnersâ€™ motivation and observable engaged behaviors in a
gamified learning environment. International Journal of Human Computer Studies, 2021, 154, 102670. 3.7 16

448 Understanding the actual use of open data: Levels of engagement and how they are related. Telematics
and Informatics, 2021, 63, 101673. 3.5 10

449
Predictable Robots for Autistic Childrenâ€”Variance in Robot Behaviour, Idiosyncrasies in Autistic
Childrenâ€™s Characteristics, and Childâ€“Robot Engagement. ACM Transactions on Computer-Human
Interaction, 2021, 28, 1-42.

4.6 8

450 User Engagement Prediction for Clarification in Search. Lecture Notes in Computer Science, 2021, ,
619-633. 1.0 8

451 A Qualitative Study of Student Expectations of Online Faculty Engagement. , 2021, , 2020-2031. 0

452 Augmented Reality. Advances in Human and Social Aspects of Technology Book Series, 2021, , 78-108. 0.3 2

453 Ethical Design of Social Technology. Advances in Human and Social Aspects of Technology Book
Series, 2021, , 20-47. 0.3 0

454 Improving Humanness of Virtual Agents and Usersâ€™ Cooperation Through Emotions. IEEE Transactions
on Affective Computing, 2023, 14, 1461-1471. 5.7 3

455 An empirical study on anthropomorphism and engagement with disembodied AIs and consumers' reâ€•use
behavior. Psychology and Marketing, 2021, 38, 21-42. 4.6 77

456 Tired of Choosing? Just Add Structure and Virtual Reality. Lecture Notes in Computer Science, 2019, ,
142-155. 1.0 1

457 Design for Engagement of Online Positive Psychology Interventions. , 2019, , 297-313. 15

458 A Data-Driven Approach to Analyze User Behavior on a Personalized Gamification Platform. Lecture
Notes in Computer Science, 2019, , 266-275. 1.0 1

459 Design and Evaluation of Affective Expressions of a Zoomorphic Robot. Lecture Notes in Computer
Science, 2020, , 1-12. 1.0 11

460 Narrative Intelligibility and Closure in Interactive Systems. Lecture Notes in Computer Science, 2013, ,
13-24. 1.0 18

461 Exploring the User Engagement in Interacting with Game Interfaces. Lecture Notes in Computer
Science, 2013, , 231-240. 1.0 2



27

Citation Report

# Article IF Citations

462 A Study on the Naturalness of Gesture-Based Interaction for Children. Lecture Notes in Computer
Science, 2013, , 718-728. 1.0 9

463 Gamification in the Enterprise: Differences from Consumer Market, Implications, and a Method to
Manage Them. , 2015, , 489-511. 11

465 Interactivity and User Engagement in Art Presentation Interfaces. Springer Series on Cultural
Computing, 2016, , 107-123. 0.4 1
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