
A Video Game Improves Behavioral Outcomes in Adolescents and Young Adults With
Cancer: A Randomized Trial

Pediatrics

122, e305-e317

DOI: 10.1542/peds.2007-3134

Citation Report



Citation Report

2

# Article IF Citations

2 Games For Health: The Latest Tool In The Medical Care Arsenal. Health Affairs, 2009, 28, w842-w848. 2.5 20

3 Putting Social Psychology into Serious Games. Social and Personality Psychology Compass, 2009, 3,
547-565. 2.0 14

4 The impact of visual media to encourage low protein cooking in inherited metabolic disorders.
Journal of Human Nutrition and Dietetics, 2009, 22, 409-413. 1.3 6

5 Digital Games for Young Children Ages Three to Six: From Research to Design. Computers in the
Schools, 2009, 26, 299-313. 0.4 98

6 Spinal or Local Anesthesia in Lichtenstein Hernia Repair. Annals of Surgery, 2009, 249, 541. 2.1 0

7 Intrahepatic Cholangiocarcinoma. Annals of Surgery, 2009, 249, 542. 2.1 0

8 Appropriate Nutritional Support for Patients Undergoing Major Upper Abdominal Surgery. Annals of
Surgery, 2009, 249, 543-544. 2.1 0

9 On Hazard Ratios and Magnitude of Impact on Prognosis. Annals of Surgery, 2009, 249, 545. 2.1 0

10 On Hazard Ratios and Magnitude of Impact on Prognosis. Annals of Surgery, 2009, 249, 545-546. 2.1 0

11 Laparoscopic Resection for Diverticular Disease Follow-Up of 500 Consecutive Patients. Annals of
Surgery, 2009, 249, 549. 2.1 0

12 Improving Informed Consent of Surgical Patients Using a Multimedia-Based Program?. Annals of
Surgery, 2009, 249, 546-547. 2.1 4

13 Extent of Surgery Affects Papillary Thyroid Cancer. Annals of Surgery, 2009, 249, 550. 2.1 0

14 Spinal or Local Anesthesia in Lichtenstein Hernia Repair. Annals of Surgery, 2009, 249, 541. 2.1 0

15 Major Hepatectomy for the Treatment of Complex Bile Duct Injury. Annals of Surgery, 2009, 249,
542-543. 2.1 6

16 Improving Informed Consent of Surgical Patients Using a Multimedia-Based Program?. Annals of
Surgery, 2009, 249, 547-548. 2.1 0

17 HopeLab's Approach to Re-Mission. International Journal of Learning and Media, 2009, 1, 29-35. 0.4 33

18 Extent of Surgery Affects Papillary Thyroid Cancer. Annals of Surgery, 2009, 249, 549-550. 2.1 3

19 Intrahepatic Cholangiocarcinoma. Annals of Surgery, 2009, 249, 541-542. 2.1 4



3

Citation Report

# Article IF Citations

20 Laparoscopic Resection for Diverticular Disease Follow-Up of 500 Consecutive Patients. Annals of
Surgery, 2009, 249, 548-549. 2.1 0

21 Major Hepatectomy for the Treatment of Complex Bile Duct Injury. Annals of Surgery, 2009, 249, 543. 2.1 1

22 Appropriate Nutritional Support for Patients Undergoing Major Upper Abdominal Surgery. Annals of
Surgery, 2009, 249, 544-545. 2.1 0

23 Video Games in Psychotherapy. Review of General Psychology, 2010, 14, 141-146. 2.1 121

24 Let the Games Begin: Civic Playing on High-Tech Consoles. Review of General Psychology, 2010, 14,
147-153. 2.1 24

25 Technology and Play. , 2010, , . 0

26 Virtual Environments in Healthcare: Immersion, Disruption, and Flow. International Anesthesiology
Clinics, 2010, 48, 101-121. 0.3 55

27 Balancing Play, Meaning and Reality: The Design Philosophy of LEVEE PATROLLER. Simulation and
Gaming, 2010, 41, 316-340. 1.2 53

28 Conceptual Model for the Design of a Serious Video Game Promoting Self-Management among Youth
with Type 1 Diabetes. Journal of Diabetes Science and Technology, 2010, 4, 744-749. 1.3 56

29 Clinical Pharmacology in the Adolescent Oncology Patient. Journal of Clinical Oncology, 2010, 28,
4790-4799. 0.8 93

30 Health Effects of Media on Children and Adolescents. Pediatrics, 2010, 125, 756-767. 1.0 361

31 Video Games in Health Care: Closing the Gap. Review of General Psychology, 2010, 14, 113-121. 2.1 366

32 Progress in Quality of Life in Children and Adolescents With Cancer. Seminars in Oncology Nursing,
2010, 26, 18-25. 0.7 18

33 Serious games for health. , 2010, , . 132

34 Star Wars in Psychotherapy: Video Games in the Office. Academic Psychiatry, 2010, 34, 233-236. 0.4 23

35 A Breath Biofeedback Computer Game for Children With Cystic Fibrosis. Clinical Pediatrics, 2010, 49,
337-342. 0.4 42

36 The Pleasures of Success: Game-Related Efficacy Experiences as a Mediator Between Player
Performance and Game Enjoyment. Cyberpsychology, Behavior, and Social Networking, 2011, 14, 555-557. 2.1 95

37 Evaluating social games for kids and teenagers diagnosed with cancer. , 2011, , . 13



4

Citation Report

# Article IF Citations

38 The psychology serious game prototype for preschool children. , 2011, , . 15

39 Serious games for health: An empirical study of the game â€œBalanceâ€• for teenagers with diabetes
mellitus. Entertainment Computing, 2011, 2, 97-101. 1.8 68

40 Context aware serious games framework for sport and health. , 2011, , . 16

41 Age Span Challenges: Adherence in Pediatric Oncology. Seminars in Oncology Nursing, 2011, 27, 142-153. 0.7 24

42 Treatment non-adherence in teenage and young adult patients with cancer. Lancet Oncology, The, 2011,
12, 100-108. 5.1 125

43 Blended Game-Based Learning Environments: Extending a Serious Game into a Learning Content
Management System. , 2011, , . 20

44 Serious Games: A New Paradigm for Education?. , 2011, , 9-23. 111

46 Research Essay. International Journal of Gaming and Computer-Mediated Simulations, 2011, 3, 82-90. 0.9 0

47 Technology in the Practice of School Psychology: The Future is Past Tense. , 2011, , . 2

48 Malignant hematologic diseases in adolescents and young adults. Blood, 2011, 117, 5803-5815. 0.6 99

49 The Multiple Dimensions of Video Game Effects. Child Development Perspectives, 2011, 5, 75-81. 2.1 120

50 The Role of Structural Characteristics in Problematic Video Game Play: An Empirical Study.
International Journal of Mental Health and Addiction, 2011, 9, 320-333. 4.4 120

51 Connections for game education and research in the iSchools. , 2011, , . 0

52 Interactive Games to Promote Behavior Change in Prevention and Treatment. JAMA - Journal of the
American Medical Association, 2011, 305, 1704. 3.8 94

53 â€œI Want to Meet Other Kids Like Meâ€•: Support Needs of Children with Asthma and Allergies. Issues in
Comprehensive Pediatric Nursing, 2011, 34, 62-78. 0.6 37

54 Wind runners. , 2012, , . 7

55 The perception of physical therapists in Taiwan toward the use of somatosensory games in
rehabilitation. Journal of Medical Marketing, 2012, 12, 165-176. 0.2 0

56 Patient-Empowerment Interactive Technologies. Science Translational Medicine, 2012, 4, 152ps16. 5.8 21



5

Citation Report

# Article IF Citations

57 Challenges of Health Games in the Social Network Environment. Games for Health Journal, 2012, 1,
171-173. 1.1 0

58 When Losing Means Winning: The Impact of Conflict in a Digital Game on Young Adults' Intentions to
Get Protected from Cancer. Games for Health Journal, 2012, 1, 279-286. 1.1 13

59 Designing Serious Video Games for Health Behavior Change: Current Status and Future Directions.
Journal of Diabetes Science and Technology, 2012, 6, 807-811. 1.3 74

60
The Truth About Patient Experience: What We Can Learn from Other Industries, and How Three Ps Can
Improve Health Outcomes, Strengthen Brands, and Delight Customers. Journal of Healthcare
Management, 2012, 57, 255-263.

0.4 21

61 Adolescent and Young Adult Oncology. Journal of the National Comprehensive Cancer Network:
JNCCN, 2012, 10, 1112-1150. 2.3 173

62 An Online Spaced-Education Game for Global Continuing Medical Education. Annals of Surgery, 2012,
256, 33-38. 2.1 45

64 Physician â€œCostsâ€• in Providing Behavioral Health in Primary Care. Yearbook of Pediatrics, 2012, 2012,
97-99. 0.2 0

65 A systematic review of psychological interventions for adolescents and young adults living with
chronic illness.. Health Psychology, 2012, 31, 380-393. 1.3 130

66 Learning from Computer Games: A Research Review. Communications in Computer and Information
Science, 2012, , 6-17. 0.4 10

67 Acceptability and feasibility of family use of The Cellie Cancer Coping Kit. Supportive Care in Cancer,
2012, 20, 3315-3324. 1.0 23

68 Role of Video Games in Improving Health-Related Outcomes. American Journal of Preventive Medicine,
2012, 42, 630-638. 1.6 382

69 Psychosocial Care of Adolescent and Young Adult Patients With Cancer and Survivors. Journal of
Clinical Oncology, 2012, 30, 1221-1226. 0.8 355

70 Video Games:. Pediatric Clinics of North America, 2012, 59, 647-658. 0.9 37

71 InterACTIV: An Exploratory Study of the Use of a Game Console to Promote Physical Activation of
Hospitalized Adult Patients With Cancer. Oncology Nursing Forum, 2012, 39, E84-E90. 0.5 26

72 Video gameplay, personality and academic performance. Computers and Education, 2012, 58, 1260-1266. 5.1 70

73 The impact of Nintendo Wii to physical education students' balance compared to the traditional
approaches. Computers and Education, 2012, 59, 196-205. 5.1 68

74 Malnutrition and obesity in pediatric oncology patients: Causes, consequences, and interventions.
Pediatric Blood and Cancer, 2012, 59, 1160-1167. 0.8 58

75 Towards a living earth simulator. European Physical Journal: Special Topics, 2012, 214, 77-108. 1.2 26



6

Citation Report

# Article IF Citations

76 Online group-based cognitive-behavioural therapy for adolescents and young adults after cancer
treatment: A multicenter randomised controlled trial of Recapture Life-AYA. BMC Cancer, 2012, 12, 339. 1.1 71

77 Videogames and Health Improvement: A Literature Review of Randomized Controlled Trials. Games for
Health Journal, 2012, 1, 331-341. 1.1 61

78 A Model for Treating Voice Disorders in School-Age Children within a Video Gaming Environment.
Journal of Voice, 2012, 26, 656-663. 0.6 16

79 Towards a Comprehensive Methodology for the Research and Evaluation of Serious Games. Procedia
Computer Science, 2012, 15, 233-247. 1.2 68

80 Interactivity and Reward-Related Neural Activation during a Serious Videogame. PLoS ONE, 2012, 7,
e33909. 1.1 99

81 Serious Games in Health Care: a Survey. Yearbook of Medical Informatics, 2012, 21, 30-33. 0.8 5

82 Serious games in prevention and rehabilitationâ€”a new panacea for elderly people?. European Review of
Aging and Physical Activity, 2012, 9, 41-50. 1.3 162

83 An Online Spaced-Education Game to Teach and Assess Residents: A Multi-Institutional Prospective
Trial. Journal of the American College of Surgeons, 2012, 214, 367-373. 0.2 38

84 Making music after stroke: using musical activities to enhance arm function. Annals of the New York
Academy of Sciences, 2012, 1252, 305-311. 1.8 30

85 Mobile Learning: Shaping the Frontiers of Learning Technologies in Global Context. New Frontiers of
Educational Research, 2013, , 237-251. 0.4 18

86 Computer simulation games as an adjunct for treatment in male veterans with alcohol use disorder.
Journal of Substance Abuse Treatment, 2013, 44, 316-322. 1.5 21

87 Videogame Mechanics in Games for Health. Games for Health Journal, 2013, 2, 194-204. 1.1 23

88 Serious Games in Formal Medical Education: An Experimental Study. , 2013, , . 8

89 Serious Gaming for Behavior Change: The State of Play. IEEE Pervasive Computing, 2013, 12, 48-55. 1.1 24

90 Educational games - Are they worth the effort? A literature survey of the effectiveness of serious
games. , 2013, , . 145

91 Assessment in and of Serious Games: An Overview. Advances in Human-Computer Interaction, 2013, 2013,
1-11. 1.8 311

92 Exploring audience involvement with an interactive narrative: implications for incorporating
transmedia storytelling into entertainment-education campaigns. Critical Arts, 2013, 27, 127-146. 0.1 26

93
Psychosocial and emotional adjustment for children with pediatric cancer and their primary
caregivers and the impact on their health-related quality of life during the first 6Â months. Quality of
Life Research, 2013, 22, 625-634.

1.5 39



7

Citation Report

# Article IF Citations

94 When Wii doesn't Fit. , 2013, , . 15

95 Tailoring persuasive health games to gamer type. , 2013, , . 139

96 Facing the Challenge: Evaluation of Serious Games / Herausforderung Serious Games: Evaluation von
Spielen mit Lerncharakter. I-com, 2013, 12, 32-38. 0.9 2

97 Serious games in medicine. Bio-Algorithms and Med-Systems, 2013, 9, 97-102. 1.0 2

98 Electronic Mediaâ€“Based Health Interventions Promoting Behavior Change in Youth. JAMA Pediatrics,
2013, 167, 574. 3.3 136

99 Integration of Game Design and Theory into Group Psychotherapy with Veterans with Severe/Chronic
Mental Illness. Games for Health Journal, 2013, 2, 109-112. 1.1 0

100 Adapting a Videogame to the Needs of Pediatric Cancer Patients and Survivors. Games for Health
Journal, 2013, 2, 213-221. 1.1 10

101 The effect of Re-Mission video game on the quality of life of adolescents with cancer. Turk Onkoloji
Dergisi, 2013, 28, 51-58. 0.0 7

102 Multisite Parent-Centered Risk Assessment to Reduce Pediatric Oral Chemotherapy Errors. Journal of
Oncology Practice, 2013, 9, e1-e7. 2.5 24

103 Character Recognition as an Alternate Measure of Television Exposure Among Children: Findings From
the<i>Alam Simsim</i>Program in Egypt. Journal of Health Communication, 2013, 18, 594-609. 1.2 6

104 Measuring psychosocial outcomes: is the consumer or the professional the best judge?. European
Journal of Cancer Care, 2013, 22, 281-288. 0.7 10

105 The Efficacy of Casual Videogame Play in Reducing Clinical Depression: A Randomized Controlled
Study. Games for Health Journal, 2013, 2, 341-346. 1.1 80

106 Learning in a game-based virtual environment: a comparative evaluation in higher education. European
Journal of Engineering Education, 2013, 38, 85-106. 1.5 38

107 Health promotion for adolescent childhood leukemia survivors: Building on prevention science and
ehealth. Pediatric Blood and Cancer, 2013, 60, 905-910. 0.8 25

108 Interventions for promoting participation in shared decision-making for children with cancer. , 2013, ,
CD008970. 56

109 Multimedia educational interventions for consumers about prescribed and over-the-counter
medications. The Cochrane Library, 2013, , CD008416. 1.5 37

111 Towards a New Learning. International Journal of Game-Based Learning, 2013, 3, 1-6. 0.9 8

112 The Effect Internet Video Game on the Aggression in Individuals with Internet Game Play. Journal of
Korean Neuropsychiatric Association, 2013, 52, 57. 0.2 0



8

Citation Report

# Article IF Citations

114 Examining key design decisions involved in developing a serious game for child sexual abuse
prevention. Frontiers in Psychology, 2014, 5, 73. 1.1 14

115 Instructional and Gaming Elements. , 0, , 55-92. 0

116 La realidad virtual en las intervenciones psicolÃ³gicas con pacientes oncolÃ³gicos. Psicooncologia,
2014, 10, . 0.1 4

117 Video games on prescription. BMJ, The, 2014, 349, g5615-g5615. 3.0 0

118 Exploring Game Ideas for Stresslessness in the Automotive Domain. , 2014, , . 5

119 Transforming Health Care: Empowering Therapeutic Communities through Technology-Enhanced
Narratives. Journal of Consumer Research, 2014, 41, 237-260. 3.5 58

120 Serious games for energy social science research. Technology Analysis and Strategic Management,
2014, 26, 1212-1227. 2.0 24

121 Digital Entertaining Health Applications. , 2014, , . 1

122 A game-based learning approach to road safety. , 2014, , . 19

123 Context-aware assistive systems at the workplace. , 2014, , . 38

124 Development of a serious game for children with hemophilia. , 2014, , . 5

125 Video games and participation in health - How online games can foster populationâ€™s participation in
public health policies. , 2014, , . 1

126 Applying Activity Theory in Comparatively Evaluating Serious Games. , 2014, , . 0

127 An Intelligent Serious Game for Supporting African and African Caribbean Men during Pre- and
Post-Diagnosis of Prostate Cancer. , 2014, , . 0

128 Game-based lifestyle interventions for adolescents: An evidence-based approach. , 2014, , . 2

129 Exergaming in the Car. , 2014, , . 0

130
Systematic Review and Meta-Analysis of Psychological Interventions to Promote Treatment Adherence
in Children, Adolescents, and Young Adults With Chronic Illness. Journal of Pediatric Psychology,
2014, 39, 918-931.

1.1 115

131 Design and implementation of serious games for training and education. , 2014, , . 10



9

Citation Report

# Article IF Citations

132 Interventions for enhancing medication adherence. The Cochrane Library, 2014, 2014, CD000011. 1.5 1,352

133 Videogames, Here for Good. Pediatrics, 2014, 134, 849-851. 1.0 19

134 Utilising a computer game as a therapeutic intervention for youth in residential care: Some
preliminary findings on use and acceptability. Children and Youth Services Review, 2014, 47, 362-369. 1.0 17

135 The research and evaluation of serious games: Toward a comprehensive methodology. British Journal
of Educational Technology, 2014, 45, 502-527. 3.9 180

136 Training and Learning in e-Health Using the Gamification Approach: The Trainer Interaction. Lecture
Notes in Computer Science, 2014, , 228-237. 1.0 10

137 Navigating to Excellence. American Journal of Medical Quality, 2014, 29, 3S-18S. 0.2 1

138 Computer games supporting cognitive behaviour therapy in children. Clinical Child Psychology and
Psychiatry, 2014, 19, 100-110. 0.8 57

139 Game-Based Learning. , 2014, , 485-503. 116

140 Adherence-Related Issues in Adolescents and Young Adults with Hematological Disorders. Acta
Haematologica, 2014, 132, 348-362. 0.7 13

141
Combining Non-Pharmacological Treatments with Pharmacotherapies for Neurological Disorders: A
Unique Interface of the Brain, DrugÃ¢â‚¬â€œDevice, and Intellectual Property. Frontiers in Neurology, 2014,
5, 126.

1.1 21

142 Game playbooks: tools to guide multidisciplinary teams in developing videogame-based behavior change
interventions. Translational Behavioral Medicine, 2014, 4, 108-116. 1.2 39

143 A meta-analysis of serious digital games for healthy lifestyle promotion. Preventive Medicine, 2014, 69,
95-107. 1.6 309

144 Facilitating Intuitive-Guided Learning in a Serious Game through Integration with a Learning Content
Management System. , 2014, , . 0

145 Designing Serious Games for Cognitive Assessment of the Elderly. Proceedings of the International
Symposium of Human Factors and Ergonomics in Healthcare, 2014, 3, 28-35. 0.2 25

146 Effect of a Novel Video Game on Stroke Knowledge of 9- to 10-Year-Old, Low-Income Children. Stroke,
2014, 45, 889-892. 1.0 20

147 The benefits of playing video games.. American Psychologist, 2014, 69, 66-78. 3.8 1,423

148 The effects of an informational video on patient knowledge, satisfaction and compliance with venous
thromboembolism prophylaxis: A pilot study. Patient Education and Counseling, 2014, 96, 264-267. 1.0 29

149 Rehabilitation Gaming. Advances in Human and Social Aspects of Technology Book Series, 2014, , 122-147. 0.3 5



10

Citation Report

# Article IF Citations

150 A Participatory Game Design Approach for Children After Cancer Treatment. , 2014, , . 6

151 Anticipatory Guidance and Psychoeducation as a Standard of Care in Pediatric Oncology. Pediatric
Blood and Cancer, 2015, 62, S684-93. 0.8 40

152 Assessing Medication Adherence as a Standard of Care in Pediatric Oncology. Pediatric Blood and
Cancer, 2015, 62, S818-28. 0.8 33

153 She said/he said: A peaceful debate on video game violence.. Psychology of Popular Media Culture, 2015,
4, 397-411. 2.6 14

154 Organizations, Communication, and Health. , 0, , . 4

155 Co-design of a Prostate Cancer Serious Game for African Caribbean Men. , 2015, , . 3

156 A mobile serious game for lifestyle change: Conveying nutritional knowledge and motivation through
play. , 2015, , . 6

157 Translating group programmes into online formats: establishing the acceptability of a parentsâ€™ sex
and relationships communication serious game. BMC Public Health, 2015, 15, 1225. 1.2 9

158 Rapid Deployment and Evaluation of Mobile Serious Games: A Cognitive Assessment Case Study.
Procedia Computer Science, 2015, 69, 96-103. 1.2 25

159 Prendre le virage des partenariats. Healthcare Management Forum, 2015, 28, S19-S22. 0.6 0

160 Interactive media for parental education on managing children chronic condition: a systematic review
of the literature. BMC Pediatrics, 2015, 15, 201. 0.7 11

161 The impact of effective paediatric adherence promotion interventions: systematic review and
metaâ€•analysis. Child: Care, Health and Development, 2015, 41, 789-802. 0.8 33

162 SPSSI Research Summary on Media Violence. Analyses of Social Issues and Public Policy, 2015, 15, 4-19. 1.0 44

163 Pilot Development of an Electronic Pediatric Inflammatory Bowel Disease Quiz Game. Journal of
Pediatric Gastroenterology and Nutrition, 2015, 61, 292-296. 0.9 11

164
Will <scp>MOOCs</scp> transform learning and teaching in higher education? Engagement and
course retention in online learning provision. British Journal of Educational Technology, 2015, 46,
455-471.

3.9 220

165 The Application of Gaming Theory in Health Care. Nursing Administration Quarterly, 2015, 39, 340-344. 0.9 3

166 Strategies to improve adherence to treatment in adolescents and young adults with cancer: a
systematic review. Clinical Oncology in Adolescents and Young Adults, 0, , 35. 0.8 21

167 Can an intervention based on a serious videogame prior to cognitive behavioral therapy be helpful in
bulimia nervosa? A clinical case study. Frontiers in Psychology, 2015, 6, 982. 1.1 36



11

Citation Report

# Article IF Citations

168 A Serious Videogame as an Additional Therapy Tool for Training Emotional Regulation and Impulsivity
Control in Severe Gambling Disorder. Frontiers in Psychology, 2015, 6, 1721. 1.1 69

169 Self-management interventions for young people with chronic conditions: A systematic overview.
Patient Education and Counseling, 2015, 98, 704-715. 1.0 94

170 â€œMoving the needleâ€• through partnerships. Healthcare Management Forum, 2015, 28, S15-S18. 0.6 0

171 Analysis of decision making skills for large scale disaster response. , 2015, , . 2

172 Does Digital Game Interactivity Always Promote Self-Efficacy?. Cyberpsychology, Behavior, and Social
Networking, 2015, 18, 669-673. 2.1 9

173 Design approaches for the gamification of production environments. , 2015, , . 39

174 Game-Based Interventions in Public Health: Exploiting the Engaging Factor of Gameplay. , 2015, , 1-8. 1

175 Can Videogames Improve Executive Functioning? A Research Based on Computational Neurosciences.
Lecture Notes in Computer Science, 2015, , 201-212. 1.0 0

176 Exploring and Upgrading the Educational Business-Game Taxonomy. Journal of Educational Computing
Research, 2015, 52, 303-340. 3.6 12

177 A Game-Based Training Approach to Enhance Human Hand Motor Learning and Control Abilities. , 2015, ,
. 5

178 Guest editorial: games for learning and dialogue on humanitarian work. Journal of Humanitarian
Logistics and Supply Chain Management, 2015, 5, 61-72. 1.7 10

179 Psychosocial Interventions for Adolescents and Young Adults with Cancer. Seminars in Oncology
Nursing, 2015, 31, 242-250. 0.7 21

180 Digital Games and Learning: Identifying Pathways of Influence. Educational Psychologist, 2015, 50,
335-348. 4.7 20

181 The War on Prevention. Personality and Social Psychology Bulletin, 2015, 41, 66-77. 1.9 146

182 Good death for children with cancer: a qualitative study. Japanese Journal of Clinical Oncology, 2015,
45, 349-355. 0.6 29

184 Examining Enjoyment of Casual Videogames. Games for Health Journal, 2015, 4, 452-459. 1.1 14

185 Predicting Video Game Behavior. Games and Culture, 2015, 10, 481-501. 1.7 23

186 Video Games as Nursing Interventions. Issues in Mental Health Nursing, 2015, 36, 156-160. 0.6 6



12

Citation Report

# Article IF Citations

187 Development and usability evaluation of the mHealth Tool for Lung Cancer (mHealth TLC): A virtual
world health game for lung cancer patients. Patient Education and Counseling, 2015, 98, 506-511. 1.0 50

189 Technology-mediated interventions for enhancing medication adherence. Journal of the American
Medical Informatics Association: JAMIA, 2015, 22, e177-e193. 2.2 76

190 Clinical and Neurobiological Perspectives of Empowering Pediatric Cancer Patients Using Videogames.
Games for Health Journal, 2015, 4, 362-374. 1.1 32

191 Psychosocial interventions for adolescents and young adult cancer patients: A systematic review and
meta-analysis. Critical Reviews in Oncology/Hematology, 2015, 95, 370-386. 2.0 106

192 Gamification of Business Processes: Re-designing Work in Production and Service Industry. Procedia
Manufacturing, 2015, 3, 3424-3431. 1.9 31

193 Towards a gamification of industrial production. , 2015, , . 46

194 Using an Educational Multimedia Application to Prepare Children for Outpatient Surgeries. Health
Communication, 2015, 30, 1190-1200. 1.8 32

195 Participatory Design of Therapeutic Video Games for Young People with Neurological Vision
Impairment. , 2015, , . 30

196 A Conceptual Model Towards the Scaffolding of Learning Experience. Lecture Notes in Computer
Science, 2015, , 83-96. 1.0 1

197 Interventions to Promote Adherence: Innovations in Behavior Change Strategies. SpringerBriefs in
Public Health, 2015, , 51-62. 0.2 2

198 Development and User Satisfaction of â€œPlan-It Commander,â€• a Serious Game for Children with ADHD.
Games for Health Journal, 2015, 4, 502-512. 1.1 89

199 â€œRePlay Healthâ€•: An Experiential Role-Playing Sport for Modeling Healthcare Decisions, Policies, and
Outcomes. Games for Health Journal, 2015, 4, 295-304. 1.1 4

200 The Use of Videogames as Complementary Therapeutic Tool for Cognitive Behavioral Therapy in Bulimia
Nervosa Patients. Cyberpsychology, Behavior, and Social Networking, 2015, 18, 744-751. 2.1 35

201 Predictors of Radiation Therapy Noncompliance in an Urban Academic Cancer Center. International
Journal of Radiation Oncology Biology Physics, 2015, 91, 232-238. 0.4 55

202 Designing Serious Game Interventions for Individuals with Autism. Journal of Autism and
Developmental Disorders, 2015, 45, 3820-3831. 1.7 184

203 Mapping learning and game mechanics for serious games analysis. British Journal of Educational
Technology, 2015, 46, 391-411. 3.9 509

204 Framework for personalized and adaptive game-based training programs in health sport. Multimedia
Tools and Applications, 2015, 74, 5289-5311. 2.6 49

205 Games for Empathy for Sensitive Social Groups. International Journal of Recent Contributions From
Engineering, Science & IT, 2016, 4, 39. 0.7 0



13

Citation Report

# Article IF Citations

206 Educational Neuroscience and the Affective Affordances of Video Games in Language Learning. , 2016, ,
157-189. 0

207 NightShift simulation to train newly qualified doctors in non-technical skills: a feasibility study.
Future Hospital Journal, 2016, 3, 94-98. 0.2 5

208 Emerging Technologies for Clinical Practice. , 2016, , 365-378. 7

209 Video Games and Mental Health. , 2016, , 356-361. 0

211 Rehabilitation of Motor Function after Stroke: A Multiple Systematic Review Focused on Techniques
to Stimulate Upper Extremity Recovery. Frontiers in Human Neuroscience, 2016, 10, 442. 1.0 558

212
Incorporating Natural Products, Pharmaceutical Drugs, Self-Care and Digital/Mobile Health
Technologies into Molecular-Behavioral Combination Therapies for Chronic Diseases. Current
Clinical Pharmacology, 2016, 11, 128-145.

0.2 26

213 A frameâ€•reflective discourse analysis of serious games. British Journal of Educational Technology,
2016, 47, 342-357. 3.9 14

214 <i>Bacon Brains</i>: Video Games for Teaching the Science of Addiction. Journal of Child and
Adolescent Substance Abuse, 2016, 25, 504-515. 0.5 7

215 Interventions for promoting participation in shared decision-making for children with cancer. The
Cochrane Library, 2016, 2016, CD008970. 1.5 38

216 PROCEE: a PROstate Cancer Evaluation and Education serious game for African Caribbean men. Journal
of Assistive Technologies, 2016, 10, 199-210. 0.9 4

217 Playful Cognitive Behavioral Therapy Apps. , 2016, , . 5

219 A neurofeedback video game (MindLight) to prevent anxiety in children: A randomized controlled trial.
Computers in Human Behavior, 2016, 63, 321-333. 5.1 114

220
Exploring effectiveness and effective components of self-management interventions for young people
with chronic physical conditions: A systematic review. Patient Education and Counseling, 2016, 99,
1293-1309.

1.0 35

221 Design considerations for a serious game for children after hematopoietic stem cell transplantation.
Entertainment Computing, 2016, 15, 57-73. 1.8 20

222 Digital Make-Believe. Human-computer Interaction Series, 2016, , . 0.4 7

223 Apples and Oranges: Serious Chronic Illness in Adults and Children. Journal of Pediatrics, 2016, 179,
256-258. 0.9 11

224 Entertainment Computing and Serious Games. Lecture Notes in Computer Science, 2016, , . 1.0 15

225 Technology-Based Interventions for Asthmaâ€”Can They Help Decrease Health Disparities?. Journal of
Allergy and Clinical Immunology: in Practice, 2016, 4, 1135-1142. 2.0 28



14

Citation Report

# Article IF Citations

226 Psychosocial Interventions for Adolescents and Young Adults Diagnosed with Cancer During
Adolescence: A Critical Review. Journal of Adolescent and Young Adult Oncology, 2016, 5, 310-321. 0.7 39

227 Correlation between videogame mechanics and executive functions through EEG analysis. Journal of
Biomedical Informatics, 2016, 63, 131-140. 2.5 52

228 Serious game design for digital forensics training. , 2016, , . 1

229 Serious Games. , 2016, , . 155

230 Serious Games Application Examples. , 2016, , 319-405. 14

231 Performance Assessment in Serious Games. , 2016, , 273-302. 12

232 Serious Gamesâ€”Economic and Legal Issues. , 2016, , 303-318. 2

234 Games for Health. Lecture Notes in Computer Science, 2016, , 212-264. 1.0 6

235 Operationalization and Measurement of Evaluation Constructs. Lecture Notes in Computer Science,
2016, , 306-331. 1.0 7

236 Outcome-focused design for health education games: Understanding playing techniques and values
reinforced by a game's procedural rhetoric. , 2016, , . 0

238 An Educational Video Game for Nutrition of Young People. Simulation and Gaming, 2016, 47, 490-516. 1.2 21

240
The design and implementation of a randomized controlled trial of a risk reduction and human
immunodeficiency virus prevention videogame intervention in minority adolescents: <i>PlayForward:
Elm City Stories</i>. Clinical Trials, 2016, 13, 400-408.

0.7 30

241 The use of games to help children eyes testing. Multimedia Tools and Applications, 2016, 75, 3453-3478. 2.6 23

242 eHealth and mHealth in Pediatric Oncology. , 2016, , 351-365. 5

243 Medication adherence decision-making among adolescents and young adults with cancer. European
Journal of Oncology Nursing, 2016, 20, 207-214. 0.9 35

244 Serious games for the job training of persons with developmental disabilities. Computers and
Education, 2016, 95, 328-339. 5.1 38

245 Feasibility and Efficacy of an mHealth Game for Managing Anxiety: â€œFlowyâ€• Randomized Controlled
Pilot Trial and Design Evaluation. Games for Health Journal, 2016, 5, 50-67. 1.1 72

246 Pediatric Psychosocial Oncology: Textbook for Multidisciplinary Care. , 2016, , . 11



15

Citation Report

# Article IF Citations

247 Monitoring player attention: A non-invasive measurement method applied to serious games.
Entertainment Computing, 2016, 14, 33-43. 1.8 6

248
Serious games for improving knowledge and self-management in young people with chronic
conditions: a systematic review and meta-analysis. Journal of the American Medical Informatics
Association: JAMIA, 2016, 23, 230-239.

2.2 159

249 Measuring Medication Adherence in Pediatric Cancer: An Approach to Validation. Journal of Pediatric
Psychology, 2017, 42, 232-244. 1.1 27

250 The Role of Cognitive and Affective Challenge in Entertainment Experience. Communication Research,
2017, 44, 29-53. 3.9 83

251 Warm-Up Your Audience Before Dancing With Them. Empirical Studies of the Arts, 2017, 35, 47-66. 0.9 0

252 Effect of MP4 Therapy Videos on Adherence to Voice Therapy Home Practice in Children With
Dysphonia. Journal of Voice, 2017, 31, 114.e17-114.e23. 0.6 9

253 Essential features of serious games design in higher education: Linking learning attributes to game
mechanics. British Journal of Educational Technology, 2017, 48, 972-994. 3.9 134

254 Serious Games and Edutainment Applications. , 2017, , . 14

255 Illness Experience, Self-Determination, and Recreational Activities in Pediatric Asthma. Games for
Health Journal, 2017, 6, 179-186. 1.1 7

256 Cancer is a propagandist. Studies in History and Philosophy of Science Part C:Studies in History and
Philosophy of Biological and Biomedical Sciences, 2017, 63, 28-31. 0.8 1

257 Shall we play again? The effects of repetitive gameplay and self-efficacy on behavioural intentions to
take earthquake precautions. Behaviour and Information Technology, 2017, 36, 1037-1045. 2.5 8

258 A systematic review of serious games in asthma education. Pediatric Allergy and Immunology, 2017, 28,
257-265. 1.1 59

259 Qualitative Study into Adapting Persuasive Games for Mental Wellbeing to Personality, Stressors and
Attitudes. , 2017, , . 10

260 Five Lenses for Designing Exertion Experiences. , 2017, , . 24

261 Community Game Day: Using an End-of-Life Conversation Game to Encourage Advance Care Planning.
Journal of Pain and Symptom Management, 2017, 54, 680-691. 0.6 27

262 Optimizing medication adherence in children with cancer. Current Opinion in Pediatrics, 2017, 29,
41-45. 1.0 19

263 Monster Appetite. , 2017, , . 14

264 Visuohaptic augmented feedback for enhancing motor skills acquisition. Visual Computer, 2017, 33,
401-411. 2.5 12



16

Citation Report

# Article IF Citations

265 Serious games for health: three steps forwards. Advances in Simulation, 2017, 2, 3. 1.0 78

266
Necessary but not sufficient? Engaging young people in the development of an avatarâ€•based online
intervention designed to provide psychosocial support to young people affected by their own or a
family member's cancer diagnosis. Health Expectations, 2017, 20, 459-470.

1.1 7

268 Acceptability of Group Visits for Attention-Deficit Hyperactivity Disorder in Pediatric Clinics. Journal
of Developmental and Behavioral Pediatrics, 2017, 38, 565-572. 0.6 6

269 Social and Emotional Learning Programs for Adolescents. Future of Children, 2017, 27, 73-94. 0.9 96

270 Designing a Mobile Health App for Patients With Dysphagia Following Head and Neck Cancer: A
Qualitative Study. JMIR Rehabilitation and Assistive Technologies, 2017, 4, e3. 1.1 26

271 Mission Possible: A Gamified Approach to Handle Cancer Survivors Stress. , 2017, , . 2

272 Improving adherence and outcomes in diabetic patients. Patient Preference and Adherence, 2017,
Volume 11, 271-275. 0.8 12

273 Videogames as Therapy. International Journal of Privacy and Health Information Management, 2017, 5,
71-96. 0.2 46

274 Serious game's participatory design and evaluation for asthma kids. , 2017, , . 0

275 Arbi Care application increases preschool childrenâ€™s hand-washing self-efficacy among preschool
children. EnfermerÃa ClÃnica, 2018, 28, 27-30. 0.1 10

276
Biopsychosocial Distress in Young Adult Oncology Patients: Examining Sex Differences in Sources of
High Distress and Requests for Assistance. Journal of Adolescent and Young Adult Oncology, 2018, 7,
367-373.

0.7 8

278 Use of a Smartphone Application for Prompting Oral Medication Adherence Among Adolescents and
Young Adults With Cancer. Oncology Nursing Forum, 2018, 45, 69-76. 0.5 39

279 How Serious Games Will Improve Healthcare. Computers in Health Care, 2018, , 139-157. 0.2 8

280 Simulating Oppression: Digital Gaming, Race and the Education of African American Children. Urban
Review, 2018, 50, 345-362. 1.0 2

281 Digital Health. Computers in Health Care, 2018, , . 0.2 14

282 A State-of-the-Art Systematic Content Analysis of Games for Health. Games for Health Journal, 2018, 7,
1-15. 1.1 75

283 Virtual environments in cancer care: Pilot-testing a three-dimensional web-based platform as a tool
for support in young cancer patients. Health Informatics Journal, 2018, 24, 419-431. 1.1 8

284 The Effectiveness of Psychosocial Interventions for Psychological Outcomes in Pediatric Oncology:
AÂ Systematic Review. Journal of Pain and Symptom Management, 2018, 55, 1004-1017. 0.6 58



17

Citation Report

# Article IF Citations

286
Adherence to Oral Medications During Maintenance Therapy Among Children and Adolescents With
Acute Lymphoblastic Leukemia: A Medication Refill Analysis. Journal of Pediatric Oncology Nursing,
2018, 35, 86-93.

1.5 19

287 The (Serious) Games. , 2018, , 25-40. 2

288 Application of a Discrete Choice Experiment to Assess Adherence-Related Motivation Among
Adolescents and Young Adults With Cancer. Journal of Pediatric Psychology, 2018, 43, 172-184. 1.1 11

289 Web-Based Stress Management for Newly Diagnosed Patients With Cancer (STREAM): A Randomized,
Wait-List Controlled Intervention Study. Journal of Clinical Oncology, 2018, 36, 780-788. 0.8 71

290 Emotional Implications of Metaphor: Consequences of Metaphor Framing for Mindset about Cancer.
Metaphor and Symbol, 2018, 33, 267-279. 0.4 78

291 Promotion of Learning Motivation through Individualization of Learner-Game Interaction. , 2018, , . 2

292 KiddyAttack. , 2018, , . 4

293 Psychosocial Support in Adolescents and Young Adults With Cancer. Cancer Journal (Sudbury, Mass ),
2018, 24, 321-327. 1.0 11

294 Enhancing health among youth living with HIV using an iPhone game. AIDS Care - Psychological and
Socio-Medical Aspects of AIDS/HIV, 2018, 30, 21-33. 0.6 42

295 Digital Health Interventions for Adolescent and Young Adult Cancer Survivors. JCO Clinical Cancer
Informatics, 2018, 2, 1-15. 1.0 107

296 Kimo - A Serious Game for Childhood and Juvenile Cancer Learning. , 2018, , . 1

298 10 Lenses to Design Sports-HCI. Foundations and Trends in Human-Computer Interaction, 2018, 12,
172-237. 1.8 18

299 Fostering Health Education With a Serious Game in Children With Asthma: Pilot Studies for Assessing
Learning Efficacy and Automatized Learning Personalization. Frontiers in Education, 2018, 3, . 1.2 5

300 ResistanceSim: development and acceptability study of a serious game to improve understanding of
insecticide resistance management in vector control programmes. Malaria Journal, 2018, 17, 422. 0.8 6

301 Precision gaming for health: Computer games as digital medicine. Methods, 2018, 151, 28-33. 1.9 9

302 Healthy play, better coping: The importance of play for the development of children in health and
disease. Neuroscience and Biobehavioral Reviews, 2018, 95, 421-429. 2.9 137

303 The role of serious games in the iManageCancer project. Ecancermedicalscience, 2018, 12, 850. 0.6 13

304
The Effects of a Serious Game on Depressive Symptoms and Anxiety in Breast Cancer Patients with
Depression: A Pilot Study Using Functional Magnetic Resonance Imaging. Games for Health Journal,
2018, 7, 409-417.

1.1 17



18

Citation Report

# Article IF Citations

305 Kindness is Contagious. , 2018, , . 16

306 Cells of War: A Serious Game for Familiarizing Players With the Immune System. Simulation and
Gaming, 2018, 49, 567-589. 1.2 3

307 Cost-Effectiveness Analysis of an Adherence-Promotion Intervention for Children With Leukemia: A
Markov Model-Based Simulation. Journal of Pediatric Psychology, 2018, 43, 758-768. 1.1 6

308 Serious Games for Children with Chronic Diseases: A Systematic Review. Games for Health Journal,
2018, 7, 291-301. 1.1 46

309
A Prototype Exerciseâ€“Empowerment Mobile Video Game for Children With Cancer, and Its Usability
Assessment: Developing Digital Empowerment Interventions for Pediatric Diseases. Frontiers in
Pediatrics, 2018, 6, 69.

0.9 33

310 Serious Games for Neuro-Rehabilitation A User Centred Design Approach. , 2018, , 79-103. 0

311 Gamification and Serious Games in a Healthcare Informatics Context. , 2018, , . 18

312 Clinical Rehabilitation Experience Utilizing Serious Games. , 2018, , . 1

313 The management of adolescents and young adults with cancer. Cancer Treatment Reviews, 2018, 67,
45-53. 3.4 36

314 Performance test for prototype game for children with adhd. Journal of Physics: Conference Series,
2018, 978, 012004. 0.3 10

315 Impact of educational interventions on adolescent attitudes and knowledge regarding vaccination: A
pilot study. PLoS ONE, 2018, 13, e0190984. 1.1 18

316
Evaluation of the effectiveness of an interactive avatarâ€•based education application for improving
heart failure patientsâ€™ knowledge and selfâ€•care behaviours: A pragmatic randomized controlled trial
protocol. Journal of Advanced Nursing, 2018, 74, 2667-2676.

1.5 10

317 Online gaming and gaming disorder: more than just a trivial pursuit. Irish Journal of Psychological
Medicine, 2022, 39, 1-7. 0.7 20

318 Health Games in Brazil. Lecture Notes in Computer Science, 2019, , 457-472. 1.0 0

319 Comparative effects of clinic- and virtual reality-based McKenzie extension therapy in chronic
non-specific low-back pain. Human Movement, 2019, 20, 66-79. 0.5 4

320 (Smart)Watch Out! encouraging privacy-protective behavior through interactive games. International
Journal of Human Computer Studies, 2019, 132, 121-137. 3.7 17

321 A Proposal for Global-Change Education based on an educational board game: A Planet on the Abyss.
SHS Web of Conferences, 2019, 66, 01029. 0.1 2

322 Enhancing Attentional Control: Lessons from Action Video Games. Neuron, 2019, 104, 147-163. 3.8 112



19

Citation Report

# Article IF Citations

325 Teaching HCI Skills in Higher Education through Game Design: A Study of Studentsâ€™ Perceptions.
Informatics, 2019, 6, 22. 2.4 12

326 Actual Persuasiveness: Impact of Personality, Age and Gender on Message Type Susceptibility. Lecture
Notes in Computer Science, 2019, , 283-294. 1.0 20

327
A Systematic Review of Rates, Outcomes, and Predictors of Medication Non-Adherence Among
Adolescents and Young Adults with Cancer. Journal of Adolescent and Young Adult Oncology, 2019, 8,
485-494.

0.7 24

328 Measuring the Impact of Patient Engagement and Patient Centricity in Clinical Research and
Development. Therapeutic Innovation and Regulatory Science, 0, , 216847901881751. 0.8 20

329 Asthme de lâ€™adolescentÂ : comment amÃ©liorer lâ€™observanceÂ ?. Perfectionnement En PÃ©diatrie, 2019, 2, 57-61.0.0 1

330 <i>One Night Stan:</i> Feasibility Study of an HIV Prevention and Sexual Risk Reduction Social Card
Game for Young Black Women. Games for Health Journal, 2019, 8, 112-120. 1.1 10

331 Conceptual framework for designing video games for children with type 1 diabetes. Revista
Latino-Americana De Enfermagem, 2019, 27, e3090. 0.4 8

332 Persuasive Technology: Development of Persuasive and Behavior Change Support Systems. Lecture
Notes in Computer Science, 2019, , . 1.0 6

333
Interventions to Promote Oral Medication Adherence in the Pediatric Chronic Illness Population: A
Systematic Review From the Childrenâ€™s Oncology Group. Journal of Pediatric Oncology Nursing, 2019,
36, 219-235.

1.5 15

334 Rapid-Play Games for Evaluating Future Technology. Lecture Notes in Computer Science, 2019, , 426-430. 1.0 1

335 Developing and piloting a serious game to educate children about overâ€•theâ€•counter medication safety.
Journal of Pharmaceutical Health Services Research, 2019, 10, 235-241. 0.3 11

336 Teaching Patients with Advanced Cancer to Self-Advocate: Development and Acceptability of the
Strong Togetherâ„¢ Serious Game. Games for Health Journal, 2019, 8, 55-63. 1.1 9

337
Effectiveness of technologyâ€•based educational interventions on the empowerment related outcomes
of children and young adults with cancer: A quantitative systematic review. Journal of Advanced
Nursing, 2019, 75, 2072-2084.

1.5 14

338
Relationships Among Violent and Non-Violent Video Games, Anxiety, Self-Esteem, and Aggression in
Female and Male Gamers. International Journal of Gaming and Computer-Mediated Simulations, 2019, 11,
15-37.

0.9 5

339
A Psychosocial Interventionâ€™s Impact on Quality of Life in AYAs with Cancer: A Post Hoc Analysis from
the Promoting Resilience in Stress Management (PRISM) Randomized Controlled Trial. Children, 2019,
6, 124.

0.6 17

340
Effectiveness of avatar-based technology in patient education for improving chronic disease
knowledge and self-care behavior: a systematic review. JBI Database of Systematic Reviews and
Implementation Reports, 2019, 17, 1101-1129.

1.7 20

341 What keeps them motivated? Childrenâ€™s views on an applied game for anxiety. Entertainment
Computing, 2019, 29, 69-74. 1.8 6

342
Maximizing Authentic Learning and Real-World Problem-solving in Health Curricula Through
Psychological Fidelity in a Game-Like Intervention: Development, Feasibility, and Pilot Studies. Medical
Science Educator, 2019, 29, 205-214.

0.7 8



20

Citation Report

# Article IF Citations

343 Impact of a Make-A-Wish experience on healthcare utilization. Pediatric Research, 2019, 85, 634-638. 1.1 4

344 Games and Health Communication: Brazilian Playersâ€™ Point of View. , 2019, , 395-413. 0

347 Cancer!? I Don't Have Time for That: Impact of a Psychosocial Intervention for Young Adults with
Cancer. Journal of Adolescent and Young Adult Oncology, 2019, 8, 172-189. 0.7 10

348 A Description and Evaluation of the Concussion Education Application HEADS UP Rocket Blades.
Health Promotion Practice, 2019, 20, 22-30. 0.9 3

349 How Serious Games for Health Enhance Empowerment-Related Patient Education: The Impact of
Gender. Technology, Knowledge and Learning, 2019, 24, 325-340. 3.1 7

350 The War on Prevention II: Battle Metaphors Undermine Cancer Treatment and Prevention and Do Not
Increase Vigilance. Health Communication, 2020, 35, 1698-1704. 1.8 51

351 eHealth and mHealth interventions in pediatric cancer: A systematic review of interventions across
the cancer continuum. Psycho-Oncology, 2020, 29, 17-37. 1.0 106

352 Promoting adherence in adolescents and young adults with cancer to optimize outcomes: A
developmentally oriented narrative review. Pediatric Blood and Cancer, 2020, 67, e28128. 0.8 9

353 Interventions to Enhance Adherence to Oral Antineoplastic Agents: A Scoping Review. Journal of the
National Cancer Institute, 2020, 112, 443-465. 3.0 35

354 Patient empowerment for cancer patients through a novel ICT infrastructure. Journal of Biomedical
Informatics, 2020, 101, 103342. 2.5 35

355 Quantifying the psychosocial impact of a weekend retreat on adolescent and young adult (AYA)
oncology patients. Journal of Psychosocial Oncology, 2020, 38, 702-713. 0.6 1

356
How Effective are Serious Games for Promoting Mental Health and Health Behavioral Change in
Children and Adolescents? A Systematic Review and Meta-analysis. Child and Youth Care Forum, 2020,
49, 817-838.

0.9 27

357 Game-Based Learning for Health Professionals Working in Cancer Care. , 2020, , . 3

359 Hot, horny and healthyâ€”online intervention to incentivize HIV and sexually transmitted infections
(STI) testing among young Mexican MSM: a feasibility study. MHealth, 2020, 6, 28-28. 0.9 6

360 Research Advances in ADHD and Technology. Synthesis Lectures on Assistive Rehabilitative and
Health-Preserving Technologies, 2020, 9, i-156. 0.2 5

361
Adherence to Multiple Treatment Recommendations in Adolescents and Young Adults with Cancer: A
Mixed Methods, Multi-Informant Investigation. Journal of Adolescent and Young Adult Oncology,
2020, 9, 651-661.

0.7 16

362 A smartphone game to prevent HIV among young Kenyans: local perceptions of mechanisms of effect.
Health Education Research, 2020, 35, 153-164. 1.0 5

364 Psychosocial Interventions for Adolescents and Young Adults With Cancer: An Integrative Review.
Journal of Pediatric Oncology Nursing, 2020, 37, 408-422. 1.5 10



21

Citation Report

# Article IF Citations

365
Effects of Internet-based psycho-educational interventions on mental health and quality of life
among cancer patients: a systematic review and meta-analysis. Supportive Care in Cancer, 2020, 28,
2541-2552.

1.0 59

366 A Randomized Controlled Trial of Video Psychoeducation for Electroconvulsive Therapy in the United
States. Psychiatric Services, 2020, 71, 562-569. 1.1 13

367 Evaluation of an Educational Whiteboard Video to Introduce Fertility Preservation to Female
Adolescents and Young Adults With Cancer. JCO Oncology Practice, 2020, 16, e488-e497. 1.4 4

368 Playing with fire. Understanding how experiencing a fire in an immersive virtual environment affects
prevention behavior. PLoS ONE, 2020, 15, e0229197. 1.1 8

369 HabitApp: New Play Technologies in Pediatric Cancer to Improve the Psychosocial State of Patients and
Caregivers. Frontiers in Psychology, 2020, 11, 157. 1.1 19

370 Development and feasibility testing of an interactive avatar education application for education of
patients with heart failure. British Journal of Cardiac Nursing, 2020, 15, 1-13. 0.0 5

371 Therapeutic Patient Education with Learning Objects Improves Asthma Control in Mexican Children.
Journal of Medical Systems, 2020, 44, 79. 2.2 4

372 Pediatric oncology. , 2020, , 159-184. 2

373 Using Observation to Determine Teachable Moments Within a Serious Game: A GridlockED as Medical
Education (GAME) Study. AEM Education and Training, 2021, 5, e10456. 0.6 10

374 Feasibility and acceptability of a game-based symptom-reporting app for children with cancer:
perspectives of children and parents. Supportive Care in Cancer, 2021, 29, 301-310. 1.0 25

375 It Does Matter If You Win or Lose, and How You Play the (Video) Game. Games and Culture, 2021, 16,
481-493. 1.7 3

376 Partial Reinforcement in Game Biofeedback for Relaxation Training. IEEE Transactions on Affective
Computing, 2021, 12, 141-153. 5.7 7

377 Advanced Technologies, Systems, and Applications V. Lecture Notes in Networks and Systems, 2021, , . 0.5 0

378 A quasi-experimental test of a virtual reality game prototype for adolescent E-Cigarette prevention.
Addictive Behaviors, 2021, 112, 106639. 1.7 16

380 The EN-Survival Game: An Environmental Game for Residential Accommodation. , 2021, , 87-106. 0

381 Ethical Issues of Gamification in Healthcare. Advances in Medical Technologies and Clinical Practice
Book Series, 2021, , 1-19. 0.3 5

382 Adolescentsâ€™ Perceptions About Cancer and Preferences for Cancer Education. Cancer Control, 2021,
28, 107327482110360. 0.7 6

383 Identifying and Meeting the Needs of Adolescents and Young Adults with Cancer. Current Oncology
Reports, 2021, 23, 17. 1.8 21



22

Citation Report

# Article IF Citations

384 Opinion of mental healthcare providers on the impact of electronic games on psychiatric patients in
Saudi Arabia. Informatics in Medicine Unlocked, 2021, 25, 100647. 1.9 0

385 A multimedia solution to motivate childhood cancer patients to keep up with cancer treatment. , 2021,
, . 1

386 A Serious Game to Improve Emotion Regulation in Treatment-Seeking Individuals With Gambling
Disorder: A Usability Study. Frontiers in Psychology, 2021, 12, 621953. 1.1 8

388
Digital health interventions (DHI) for the treatment of attention deficit hyperactivity disorder (ADHD)
in children - a comparative review of literature among various treatment and DHI. Psychiatry
Research, 2021, 297, 113742.

1.7 28

389 The efficacy of interactive group psychoeducation for children with leukaemia: A randomised
controlled trial. Patient Education and Counseling, 2021, 104, 3008-3015. 1.0 1

391 Learning about serious game design and development at the K-12 level. International Journal of
Information and Learning Technology, 2021, 38, 316-327. 1.5 3

392 A descriptive pilot survey of behavioural addictions in an adolescent secondary school population in
Ireland. Irish Journal of Psychological Medicine, 2021, , 1-13. 0.7 2

393 A Video Game for Brazilian T1D Children about Knowledge of Disease and Self-care: A Methodological
Study. Journal of Diabetes Science and Technology, 2022, 16, 1444-1450. 1.3 2

394 Designing a Self-Efficacy Game for Health Literacy in Marginalized Communities. , 2021, , . 2

395 A Digital Gaming Intervention to Improve HIV Testing for Adolescents and Young Adults: Protocol for
Development and a Pilot Randomized Controlled Trial. JMIR Research Protocols, 2021, 10, e29792. 0.5 4

397 Oculomotor control in children with Special Educational Needs (SEN): the development and piloting
of a novel app-based therapeutic intervention. Health and Technology, 2021, 11, 919-928. 2.1 1

398 The Playing Brain. The Impact of Video Games on Cognition and Behavior in Pediatric Age at the Time of
Lockdown: A Systematic Review. Pediatric Reports, 2021, 13, 401-415. 0.5 16

400
Reductions of Anxiety Symptoms, State Anxiety, and Anxious Arousal in Youth Playing the Videogame
MindLight Compared to Online Cognitive Behavioral Therapy. Games for Health Journal, 2021, 10,
330-338.

1.1 1

401
Understanding Adolescent and Young Adult 6-Mercaptopurine Adherence and mHealth Engagement
During Cancer Treatment: Protocol for Ecological Momentary Assessment. JMIR Research Protocols,
2021, 10, e32789.

0.5 5

402 <i>Life on Pause</i>: Lessons Learned in Creating an Adolescent and Young Adult Cancer Survivor
Podcast. Journal of Adolescent and Young Adult Oncology, 2022, 11, 439-441. 0.7 1

403 A Computer-Based Interactive Narrative and a Serious Game for Children With Asthma: Development
and Content Validity Analysis. Journal of Medical Internet Research, 2021, 23, e28796. 2.1 4

404 Self-efficacy in symptom management for adolescents and young adults with cancer: a systematic
review. Supportive Care in Cancer, 2021, 29, 2851-2862. 1.0 9

405 Digital Gaming Interventions in Psychiatry: Evidence, Applications and Challenges. Psychiatry Research,
2021, 295, 113585. 1.7 34



23

Citation Report

# Article IF Citations

406 Rapid Play Digital Games for Emergency Management Instruction. Advances in Educational
Technologies and Instructional Design Book Series, 2021, , 63-95. 0.2 0

407 A Game-Based School Program for Mental Health Literacy and Stigma on Depression (Moving Stories):
Cluster Randomized Controlled Trial. JMIR Mental Health, 2022, 9, e26615. 1.7 6

408 Digital Technology in Health Science Education. , 2021, , 841-865. 0

411
The Modern Hunterâ€“Gatherer Hunts Aliens and Gathers Power-Ups: The Evolutionary Appeal of
Violent Video Games and How They Can Be Beneficial. Integrated Series on Information Systems, 2010, ,
329-342.

0.1 5

412 Serious Learning in Serious Games. , 2011, , 45-58. 19

413 Engaging the Public: Citizen Science. , 2019, , 159-167. 5

414 A Framework for Evaluating Behavior Change Interventions through Gaming. Lecture Notes in
Computer Science, 2013, , 368-379. 1.0 3

415 Creating Age-Specific Interactive Environments about Medical Treatments for Children and
Adolescent Patients Diagnosed with Cancer. Lecture Notes in Computer Science, 2014, , 141-152. 1.0 9

416 Mobile Learning and Games: Experiences with Mobile Games Development for Children and Teenagers
Undergoing Oncological Treatment. Lecture Notes in Computer Science, 2014, , 153-164. 1.0 10

417 Pegaso: A Serious Game to Prevent Obesity. Lecture Notes in Computer Science, 2014, , 427-435. 1.0 6

418 Participatory Game Design for the INTERACCT Serious Game for Health. Lecture Notes in Computer
Science, 2015, , 13-25. 1.0 12

419 Adolescents and Young Adults with Cancer: A Biopsychosocial Approach. , 2016, , 199-217. 14

420 Psychotherapeutic Modalities for Children with Cancer and Their Families. , 2016, , 81-105. 2

421 Make-Believe in Gameful and Playful Design. Human-computer Interaction Series, 2016, , 101-124. 0.4 20

422 Adherence to Treatment Regimes in Adolescent and Young Adult Cancer Patients. Pediatric Oncology,
2017, , 565-581. 0.5 3

423 Psychosocial Issues in Adolescent and Young Adult Patients and Survivors. Pediatric Oncology, 2017, ,
583-602. 0.5 6

424 Get It Right! Introducing a Framework for Integrating Validation in Applied Game Design. Lecture Notes
in Computer Science, 2016, , 461-470. 1.0 2

425 Gamification of Production? A Study on the Acceptance of Gamified Work Processes in the Automotive
Industry. Advances in Intelligent Systems and Computing, 2017, , 433-445. 0.5 18



24

Citation Report

# Article IF Citations

426 Mobile Gaming Trends and Revenue Models. Lecture Notes in Computer Science, 2016, , 671-683. 1.0 11

427 Serious Games Evaluation: Processes, Models, and Concepts. Lecture Notes in Computer Science, 2016, ,
265-283. 1.0 17

428 Lay Theories and Metaphors of Health and Illness. , 2017, , 341-354. 3

429 A Serious Game to Promote Environmental Attitude. Smart Innovation, Systems and Technologies,
2018, , 48-55. 0.5 10

430 Seriousâ€¦ly! Just Kidding in Personalised Therapy Through Natural Interactions with Games. Lecture
Notes in Computer Science, 2018, , 726-745. 1.0 3

431 Virtual Reality and Serious Games in Healthcare. Studies in Computational Intelligence, 2011, , 169-192. 0.7 53

432 Designing and Evaluating Casual Health Games for Children and Teenagers with Cancer. Lecture Notes
in Computer Science, 2011, , 198-209. 1.0 24

433 The Methodology of Designing Serious Games for Children and Adolescents Focused on
Psychological Goals. Lecture Notes in Computer Science, 2012, , 245-255. 1.0 7

434 How to Analyse Therapeutic Games: The Player / Game / Therapy Model. Lecture Notes in Computer
Science, 2012, , 193-206. 1.0 32

435 Fear and Happiness in â€œRe-Missionâ€•: Teasing Out Emotional Gaming Events Responsible for Cancer Risk
Perception. , 2013, , 27-44. 4

436 Serious Games in der Gesundheitskommunikation. , 2019, , 197-207. 1

437 Serious Games in der Gesundheitskommunikation. , 2017, , 1-11. 3

438 eLearning in der medizinischen Aus-, Weiter- und Fortbildung. , 2016, , 223-239. 5

439 SAPS and Digital Games: Improving Mathematics Transfer and Attitudes in Schools. Mathematics
Education in the Digital Era, 2015, , 141-173. 0.2 11

440 Edutainment in Sport and Health. , 2017, , 883-908. 6

441 Edutainment in Sport and Health. , 2016, , 1-26. 2

442 Teaching Creativity. , 2015, , 139-158. 2

443 The Hitman Study. European Psychologist, 2010, 15, 99-108. 1.8 119



25

Citation Report

# Article IF Citations

444 Correlates of self-efficacy for disease management in adolescent/young adult cancer survivors: A
systematic review.. Health Psychology, 2017, 36, 192-205. 1.3 27

445 Wise interventions: Psychological remedies for social and personal problems.. Psychological Review,
2018, 125, 617-655. 2.7 289

446 A Study on Analysis of Key Success Factors of a Serious Game: In Case of "Anti-Aging Village".
International Journal of Multimedia and Ubiquitous Engineering, 2014, 9, 205-214. 0.3 2

447 State-of-the-art in Business Games. International Journal of Serious Games, 2015, 2, . 0.8 15

448 Measuring Effectiveness of Persuasive Games Using an Informative Control Condition. International
Journal of Serious Games, 2015, 2, . 0.8 47

449 Smart Phone Applications in Clinical Practice. Journal of Mental Health Counseling, 2013, 35, 283-295. 0.6 17

450 Intelligent Agent and Virtual Game to support education in e-health. , 2015, , . 4

451 An ASR-Based Interactive Game for Speech Therapy. , 0, , . 2

452 Self Determination and Health Behaviors in Children with Cystic Fibrosis. The Open Pediatric Medicine
Journal, 2011, 5, 1-7. 1.6 3

453 Digital Gaming to Improve Adherence Among Adolescents and Young Adults Living With HIV:
Mixed-Methods Study to Test Feasibility and Acceptability. JMIR Serious Games, 2018, 6, e10213. 1.7 27

454 A Smartphone Game-Based Intervention (Tumaini) to Prevent HIV Among Young Africans: Pilot
Randomized Controlled Trial. JMIR MHealth and UHealth, 2018, 6, e10482. 1.8 39

455 A Game-Based School Program for Mental Health Literacy and Stigma Regarding Depression (Moving) Tj ET
Q

q
1 1 0.784314 rg
BT /Overlock 10 Tf 50 302 Td (Stories): Protocol for a Randomized Controlled Trial. JMIR Research Protocols, 2019, 8, e11255.0.5 13

456
Creating a Theoretically Grounded Gaming App to Increase Adherence to Pre-Exposure Prophylaxis:
Lessons From the Development of the Viral Combat Mobile Phone Game. JMIR Serious Games, 2019, 7,
e11861.

1.7 28

457 Digital Interventions to Support Adolescents and Young Adults With Cancer: Systematic Review. JMIR
Cancer, 2019, 5, e12071. 0.9 60

458 Development of CliniPup, a Serious Game Aimed at Reducing Perioperative Anxiety and Pain in Children:
Mixed Methods Study. JMIR Serious Games, 2019, 7, e12429. 1.7 21

459 A Web-Based Serious Game for Health to Reduce Perioperative Anxiety and Pain in Children (CliniPup):
Pilot Randomized Controlled Trial. JMIR Serious Games, 2019, 7, e12431. 1.7 21

460
A Smartphone Game to Prevent HIV Among Young Africans (Tumaini): Assessing Intervention and Study
Acceptability Among Adolescents and Their Parents in a Randomized Controlled Trial. JMIR MHealth
and UHealth, 2019, 7, e13049.

1.8 31

461 A Research Roadmap: Connected Health as an Enabler of Cancer Patient Support. Journal of Medical
Internet Research, 2019, 21, e14360. 2.1 18



26

Citation Report

# Article IF Citations

462 Investigating Serious Games That Incorporate Medication Use for Patients: Systematic Literature
Review. JMIR Serious Games, 2020, 8, e16096. 1.7 41

463 A Mobile Gaming Intervention for Persons on Pre-Exposure Prophylaxis: Protocol for Intervention
Development and Randomized Controlled Trial. JMIR Research Protocols, 2020, 9, e18640. 0.5 8

464 Quality Criteria for Serious Games: Serious Part, Game Part, and Balance. JMIR Serious Games, 2020, 8,
e19037. 1.7 72

465 Opportunities for Mobile Appâ€“Based Adherence Support for Children With Tuberculosis in South
Africa. JMIR MHealth and UHealth, 2020, 8, e19154. 1.8 8

466 The Value of Children's Voices for a Video Game Development in the Context of Type 1 Diabetes: Focus
Group Study. JMIR Diabetes, 2017, 2, e17. 0.9 10

467 How to Systematically Assess Serious Games Applied to Health Care. JMIR Serious Games, 2014, 2, e11. 1.7 101

468 Epic Allies: Development of a Gaming App to Improve Antiretroviral Therapy Adherence Among Young
HIV-Positive Men Who Have Sex With Men. JMIR Serious Games, 2016, 4, e6. 1.7 76

469 A Video Game Promoting Cancer Risk Perception and Information Seeking Behavior Among Young-Adult
College Students: A Randomized Controlled Trial. JMIR Serious Games, 2016, 4, e13. 1.7 11

470 The Role of Transfer in Designing Games and Simulations for Health: Systematic Review. JMIR Serious
Games, 2017, 5, e23. 1.7 43

471
Using Videogame Apps to Assess Gains in Adolescentsâ€™ Substance Use Knowledge: New Opportunities
for Evaluating Intervention Exposure and Content Mastery. Journal of Medical Internet Research,
2015, 17, e245.

2.1 29

472 Is Participatory Design Associated with the Effectiveness of Serious Digital Games for Healthy
Lifestyle Promotion? A Meta-Analysis. Journal of Medical Internet Research, 2016, 18, e94. 2.1 103

473
Behavioral Outcome Effects of Serious Gaming as an Adjunct to Treatment for Children With
Attention-Deficit/Hyperactivity Disorder: A Randomized Controlled Trial. Journal of Medical Internet
Research, 2016, 18, e26.

2.1 89

474 Toward Game-Based Digital Mental Health Interventions: Player Habits and Preferences. Journal of
Medical Internet Research, 2017, 19, e128. 2.1 47

475 Video Game Intervention for Sexual Risk Reduction in Minority Adolescents: Randomized Controlled
Trial. Journal of Medical Internet Research, 2017, 19, e314. 2.1 56

476 A Mobile Game for Patients With Breast Cancer for Chemotherapy Self-Management and Quality-of-Life
Improvement: Randomized Controlled Trial. Journal of Medical Internet Research, 2018, 20, e273. 2.1 97

477 InSpire to Promote Lung Assessment in Youth: Evolving the Self-Management Paradigms of Young
People With Asthma. Medicine 2 0, 2013, 2, e1. 2.4 17

478 The Impact of Information Technology on Patient Engagement and Health Behavior Change: A
Systematic Review of the Literature. JMIR Medical Informatics, 2016, 4, e1. 1.3 170

479
A Mobile Gaming Intervention to Increase Adherence to Antiretroviral Treatment for Youth Living
With HIV: Development Guided by the Information, Motivation, and Behavioral Skills Model. JMIR
MHealth and UHealth, 2018, 6, e96.

1.8 47



27

Citation Report

# Article IF Citations

480
Mobile Health Intervention to Increase Oral Cancer Therapy Adherence in Patients With Chronic
Myeloid Leukemia (The REMIND System): Clinical Feasibility and Acceptability Assessment. JMIR MHealth
and UHealth, 2017, 5, e184.

1.8 26

482 Efficacy of Mobile Serious Games in Increasing HIV Risk Perception in Swaziland: A Randomized
Control Trial (SGprev Trial) Research Protocol. JMIR Research Protocols, 2016, 5, e224. 0.5 22

483
Epic Allies, a Gamified Mobile Phone App to Improve Engagement in Care, Antiretroviral Uptake, and
Adherence Among Young Men Who Have Sex With Men and Young Transgender Women Who Have Sex
With Men: Protocol for a Randomized Controlled Trial. JMIR Research Protocols, 2018, 7, e94.

0.5 40

484 Interactive serious game for shoulder rehabilitation based on real-time hand tracking. Technology
and Health Care, 2020, 28, 403-414. 0.5 8

485 Rehabilitation Gaming. Advances in Healthcare Information Systems and Administration Book Series, 0,
, 50-75. 0.2 3

486 The Role of the Researcher in Making Serious Games for Health. Advances in Healthcare Information
Systems and Administration Book Series, 0, , 213-231. 0.2 10

487 A Serious Game for On-the-Ward Infection Control Awareness Training. Advances in Healthcare
Information Systems and Administration Book Series, 0, , 233-246. 0.2 3

488 Mobile Learning. , 0, , 1-13. 5

489 Evaluation of Serious Games. , 2013, , 105-115. 8

490 Massively Multiplayer Online Role Playing Games for Health Communication in Brazil. , 2013, , 294-312. 1

491 Playing for Better or for Worse?. , 2013, , 48-69. 5

492 Videogames as Therapy. , 2013, , 43-68. 20

493 A Brief Methodology for Researching and Evaluating Serious Games and Game-Based Learning.
Advances in Game-based Learning Book Series, 0, , 357-393. 0.2 10

494 Game-Based Learning as a Promoter for Positive Health Behaviours in Young People. Advances in
Multimedia and Interactive Technologies Book Series, 2014, , 71-93. 0.1 3

495 The Travelling Rose. Advances in Multimedia and Interactive Technologies Book Series, 2014, , 94-115. 0.1 1

496 Gamification and Health Literacy. Advances in Medical Technologies and Clinical Practice Book Series,
2016, , 35-46. 0.3 2

497 Review of Serious Games for People with Diabetes. Advances in Medical Technologies and Clinical
Practice Book Series, 2016, , 412-447. 0.3 6

498 Not Just Playing Around. , 2012, , 1429-1442. 2



28

Citation Report

# Article IF Citations

499 Videogames as Therapy. , 2020, , 324-363. 3

500 Research Essay. International Journal of Mobile and Blended Learning, 2011, 3, 57-67. 0.5 15

501 Electronic game: A key effective technology to promote behavioral change in cancer patients. Journal
of Cancer Research and Therapeutics, 2016, 12, 474. 0.3 7

502 The impact of an interactive computer game on the quality of life of children undergoing
chemotherapy. Iranian Journal of Nursing and Midwifery Research, 2017, 22, 431. 0.2 18

503 Digital games as an effective approach for cancer management: Opportunities and challenges. Journal
of Education and Health Promotion, 2017, 6, 30. 0.3 18

504 A Gamification Model to Encourage Positive Healthcare Behaviours in Young People with Long Term
Conditions. EAI Endorsed Transactions on Serious Games, 2014, 1, e3. 0.3 13

505 Web-based, mobile-device friendly, self-report survey system incorporating avatars and gaming
console techniques. Online Journal of Public Health Informatics, 2014, 6, e191. 0.4 3

506 Adherence to medication: A nation-wide study from the Childrenâ€™s Cancer Hospital, Egypt. World
Journal of Psychiatry, 2013, 3, 25. 1.3 11

507 Playful Participation. Conjunctions Transdisciplinary Journal of Cultural Participation, 2017, 4, . 0.2 2

508 An Overview of Using Serious Games for the Effective Development in Health and Medicine. Journal of
Korea Game Society, 2013, 13, 73-89. 0.1 5

509 Exploring Middle School Studentsâ€™ Perspectives on Using Serious Games for Cancer Prevention
Education: Focus Group Study. JMIR Serious Games, 2022, 10, e31172. 1.7 1

510 A Game Design Framework for Alleviating Negative Emotions of Cancer Patients. , 2021, , . 0

511 Rubyâ€™s Mission: Towards an Applied Gaming Intervention for reducing Loneliness of Children with
Chronic Illness. , 2021, , . 0

512 Fighting COVID-19 at Purdue University: Design and Evaluation of a Game for Teaching COVID-19
Hygienic Best Practices. , 2021, , . 3

513 Alien Attack: A Non-Pharmaceutical Complement for ADHD Treatment. Entropy, 2021, 23, 1321. 1.1 0

514 Engaging youth in the design of prescription opioid safety education for schools. Journal of the
American Pharmacists Association: JAPhA, 2022, 62, 441-449. 0.7 5

515 Space Vision. Proceedings of the ACM on Human-Computer Interaction, 2021, 5, 1-27. 2.5 1

516 Helping Oncology Nurses Advise Younger Patients about Self Care: Feasibility of Using Animated and
DVD Formats for Nurse Instruction. Creative Education, 2010, 01, 51-57. 0.2 1



29

Citation Report

# Article IF Citations

517 Serious Rigor fÃ¼r Serious Games. , 2011, , 417-420. 0

518 Press Start. , 2011, , 1-30. 5

520 Serious Rigor for Serious Games. , 2011, , 389-392. 0

521 Not Just Playing Around. International Journal of Virtual and Personal Learning Environments, 2011, 2,
59-72. 0.4 0

522 Usos da etnografia em mundos virtuais baseados na imagem. Revista Electronica De Comunicacao,
Informacao & Inovacao Em Saude: RECIIS, 2011, 5, . 0.2 1

523 Uses of ethnography in image-based virtual worlds. Revista Electronica De Comunicacao, Informacao
& Inovacao Em Saude: RECIIS, 2011, 5, . 0.2 0

524 The Mobile Learning Network. International Journal of Game-Based Learning, 2011, 1, 37-48. 0.9 0

525 Conducting Ethical Research with a Game-Based Intervention for Groups at Risk of Social Exclusion.
Lecture Notes in Computer Science, 2012, , 594-599. 1.0 0

526 SOCIAL MEDIA AND GAMES AS SELF-MANAGEMENT TOOLS FOR CHILDREN AND ADOLESCENTS WITH TYPE 1
DIABETES MELLITUS. , 2012, , . 2

527 Not in My Class You Donâ€™t!. , 2013, , 41-58. 0

528 Video Games. Advancing Responsible Adolescent Development, 2013, , 105-126. 0.2 0

529 The Mobile Learning Network. , 2013, , 91-102. 0

530 The Extraction of Quality Evaluation Elements for Medical Serious Game. Journal of the Korea Society
of Computer and Information, 2013, 18, 19-26. 0.0 0

531 Communicating Electronically with Adolescents. , 2013, , 81-90. 0

532 Overcoming the Barriers to Uptake. International Journal of Game-Based Learning, 2013, 3, 1-9. 0.9 4

534 Resiliency in Pediatric Chronic Illness: Assisting Youth at School and Home. Plenum Series on Human
Exceptionality, 2014, , 423-446. 2.0 2

535 Critical Transport. International Journal of Game-Based Learning, 2014, 4, 71-93. 0.9 0

537 Digital Matters. , 2015, , 39-76. 0



30

Citation Report

# Article IF Citations

538 Nanopolitanism. , 2015, , 201-235. 0

539 Just for Fun. , 2015, , 7-38. 0

540 Press Start. , 2015, , 1-6. 0

541 Critical Transport. , 2015, , 1586-1608. 0

542 The Serious Games Applied for Health. , 2015, , 5641-5650. 0

544 My Little Avatar. , 2015, , 236-292. 0

545 Tempest in a Teapot. , 2015, , 77-107. 0

546 The Travelling Rose. , 2015, , 1296-1311. 1

547 Game-Based Learning as a Promoter for Positive Health Behaviours in Young People. , 2015, , 1312-1328. 0

548 Game Overâ€”Play Again?. , 2015, , 293-299. 0

549 Weapons-Grade Cartoons. , 2015, , 135-172. 0

550 A Serious Game for On-the-Ward Infection Control Awareness Training. , 2015, , 1306-1319. 0

551 The Role of the Researcher in Making Serious Games for Health. , 2015, , 1329-1347. 2

552 Massively Multiplayer Laboratories. , 2015, , 108-134. 0

553 Have Nanosuitâ€”Will Travel. , 2015, , 173-200. 0

554 Change through Experience. Advances in Medical Technologies and Clinical Practice Book Series, 2016,
, 10-34. 0.3 0

555 Storytelling in Serious Games. Lecture Notes in Computer Science, 2016, , 521-539. 1.0 11

556 Three Perspectives on Video Game Learning. Advances in Multimedia and Interactive Technologies Book
Series, 2016, , 167-195. 0.1 1



31

Citation Report

# Article IF Citations

558 Mediale Kommunikation im Kontext von Krebserkrankungen. , 2017, , 1-12. 0

559 Promoting Healthy Adolescent Lifestyles Through Serious Games: Enacting a Multidisciplinary
Approach. , 2017, , 323-348. 1

560 Home Medication Safety and Adherence. , 2017, , 239-252. 0

563 Clinical Use of Video Games. , 2018, , 3260-3272. 0

565 Self-Efficacy and Adolescentsâ€™ Health. , 2018, , 3386-3395. 1

572 Virtual reality and immersive experience technologies for cognitive health and well-being. Digital
Medicine, 2019, 5, 93. 0.1 0

573 De la lucha al testimonio. Las representaciones audiovisuales e interactivas del cÃ¡ncer en los
videojuegos. Interface: Communication, Health, Education, 0, 23, . 0.4 1

574 Das Potential von Computerspielen nutzen. , 2019, , 151-185. 0

575 A Framework of Childhood Obesity Prevention Through Game-Based Learning. Advances in Game-based
Learning Book Series, 2019, , 154-183. 0.2 1

576 e-Health Strategies. , 2019, , 285-309. 0

577 Clinical Use of Video Games. Advances in Multimedia and Interactive Technologies Book Series, 2019, ,
76-89. 0.1 3

578 Mediale Kommunikation im Kontext von Krebserkrankungen. , 2019, , 555-566. 1

579 Videogiochi e persistenza motivazionale: uno studio preliminare. Ricerche Di Psicologia, 2019, , 27-41. 0.2 1

582
A Web-Based, Positive Emotion Skills Intervention for Enhancing Posttreatment Psychological
Well-Being in Young Adult Cancer Survivors (EMPOWER): Protocol for a Single-Arm Feasibility Trial.
JMIR Research Protocols, 2020, 9, e17078.

0.5 8

586 A Virtual Pet Serious Game in Motivating Children with Cancer in Treatment and Self-Care: A
Conceptual Design. Malaysian Journal of Paediatrics and Child Health, 2020, 26, 6-19. 0.1 2

587 Staying Motivated During Difficult Times: A Snapshot of Serious Games for Paediatric Cancer Patients.
IEEE Transactions on Games, 2020, 12, 367-375. 1.2 9

588 &lt;p&gt;Moving the Dial on Heart Failure Patient Adherence Rates&lt;/p&gt;. Patient Preference and
Adherence, 2020, Volume 14, 2407-2418. 0.8 4

589 Self-Management in Children, Adolescents, and Young Adults with Cancer: State of the Science.
Pediatric Oncology, 2020, , 21-61. 0.5 0



32

Citation Report

# Article IF Citations

590 Technological Applications and Pediatric Psychological Care. , 2020, , 164-176. 0

591 Guidelines for Developing Patient Education Materials. , 2020, , 145-160. 2

592 Supportive Care Aspects in Pediatric Population. Advances and Controversies in Hematopoietic
Transplantation and Cell Therapy, 2020, , 129-140. 0.0 0

594 The potential for emerging technologies to support self-regulation in children with ADHD: A
literature review. International Journal of Child-Computer Interaction, 2022, 31, 100421. 2.5 25

595 The Effect of Conscientiousness and Gender on Digital Game Addiction in High School Students.
Journal of Education and Future, 2020, , 43-53. 0.8 8

596 First-Person Shooter Game Engines and Healthcare. Advances in Healthcare Information Systems and
Administration Book Series, 0, , 76-89. 0.2 0

597 SimBody. Advances in Healthcare Information Systems and Administration Book Series, 0, , 265-282. 0.2 1

598 Not Just Playing Around. , 0, , 65-78. 0

599 Gamification and Health Literacy. , 0, , 51-62. 1

600 Change through Experience. , 0, , 1421-1446. 1

601 Digital Divide. Advances in Multimedia and Interactive Technologies Book Series, 0, , 94-101. 0.1 1

602 Physical and Cognitive Therapy Enhancement Using Game-Based Learning. Lecture Notes in Networks
and Systems, 2021, , 343-359. 0.5 0

604 Patient education strategies in dermatology: part 2: methods. Journal of Clinical and Aesthetic
Dermatology, 2009, 2, 28-34. 0.1 5

605 We are family: designing and developing a mobile health application for the San Francisco bay area
House Ball and Gay Family communities. MHealth, 2020, 6, 42. 0.9 0

606
The effect of visual interventions on illness beliefs and medication adherence for chronic
conditions: A scoping review of the literature and mapping to behaviour change techniques (BCTs).
Research in Social and Administrative Pharmacy, 2022, 18, 3239-3262.

1.5 7

607 Serious video games and psychological support: A depression intervention among young cancer
patients. Entertainment Computing, 2022, 41, 100479. 1.8 4

608 We are family: designing and developing a mobile health application for the San Francisco bay area
House Ball and Gay Family communities. MHealth, 2020, 6, 42-42. 0.9 5

609 Accelerating the Energy Transition Through Serious Gaming: Testing Effects on Awareness,
Knowledge and Efficacy Beliefs. Electronic Journal of E-Learning, 2020, 18, . 1.5 6



33

Citation Report

# Article IF Citations

610 A Pilot Randomized Control Trial of Teens Taking Charge: A Web-based Self-management Program for
Adolescents with Cancer. , 2022, 39, 366-378. 1

611 Usability and Acceptability of the QuestLeukemia Mobile Application: A Pilot Study for An Educational
and Psychological Intervention for Children with Chronic Illnesses. , 2022, 39, 137-142. 0

612 Pie-Eyed: Adapting MtG Elements to Create a New Card Came Called Dogs of War. Creative Education,
2022, 13, 1022-1044. 0.2 0

613 A Framework of Childhood Obesity Prevention Through Game-Based Learning. , 2022, , 468-491. 0

615 Games for Changeâ€”A Comparative Systematic Review of Persuasive Strategies in Games for Behavior
Change. IEEE Transactions on Games, 2023, 15, 121-133. 1.2 8

616 Communication tools used in cancer communication with children: a scoping review protocol. BMJ
Open, 2022, 12, e056403. 0.8 2

617
Personality-targeted persuasive gamified systems: exploring the impact of application domain on the
effectiveness of behaviour change strategies. User Modeling and User-Adapted Interaction, 2022, 32,
165-214.

2.9 5

618 Theoretically driven educational app design: the creation of a mathematics app. Educational
Technology Research and Development, 0, , 1. 2.0 3

619 Gameful Learning for a More Sustainable World. Business and Information Systems Engineering, 2022,
64, 459-482. 4.0 4

620 Play the Pain: A Digital Strategy for Play-Oriented Research and Action. Frontiers in Psychiatry, 2021,
12, 746477. 1.3 6

621 Development and Validation of a Risk Assessment Tool for Gaming Disorder in China: The Gaming
Hazard Assessment Scale. Frontiers in Public Health, 2022, 10, 870358. 1.3 1

628 The Challenge of (Non-)Disclosure: Exploring the Lived Experience of Ethiopian Adolescents with HIV
and Their Attitudes Toward Technology. , 2022, , . 3

629 Interdisciplinary Tensions When Developing Digital Interventions Supporting Individuals With ADHD.
Frontiers in Digital Health, 2022, 4, . 1.5 2

630 Game Changer: Is Palliative Care Ready for Games?. JCO Clinical Cancer Informatics, 2022, 6, e2200003. 1.0 4

633 Application of Serious Games in Health Care: Scoping Review and Bibliometric Analysis. Frontiers in
Public Health, 0, 10, . 1.3 7

634 Cost effectiveness of virtual reality game compared to clinic based McKenzie extension therapy for
chronic non-specific low back pain. British Journal of Pain, 2022, 16, 601-609. 0.7 7

635 Video Game Design for Learning to Learn. International Journal of Human-Computer Interaction, 2023,
39, 2211-2228. 3.3 11

636 A Constructive Approach for Raising Information Privacy Competences: The Case of Escape Room
Games. Lecture Notes in Computer Science, 2022, , 33-49. 1.0 4



34

Citation Report

# Article IF Citations

637 Communication Tools Used in Cancer Communication with Children: A Scoping Review. Cancers, 2022,
14, 4624. 1.7 2

638
The effect of a peerâ€•assisted videoâ€•based training programme and counselling to reduce anxiety in
children newly diagnosed with cancer: Nonâ€•randomised controlled trial. European Journal of Cancer
Care, 2022, 31, .

0.7 1

639 Improving Symptom Management for Survivors of Young Adult Cancer: Development of a Novel
Intervention. Journal of Adolescent and Young Adult Oncology, 2023, 12, 472-487. 0.7 3

640 Screen-based digital learning methods in radiation oncology and medical education. Technical
Innovations and Patient Support in Radiation Oncology, 2022, 24, 86-93. 0.6 2

641 Developing and testing an educational app on bowel preparation. Gastrointestinal Nursing, 2022, 20,
44-49. 0.0 0

642 â€œItâ€™s All in the Gameâ€• A board game to facilitate disease-related conversations between children with a
chronic disease and their peers. , 2022, , . 0

643 TOMO VOX: Exploring Cozy Games and Character-driven Storyworlds for Pediatric Voice Therapy. ,
2022, , . 2

644 Serious games for health promotion in adolescents â€“ a systematic scoping review. Education and
Information Technologies, 2023, 28, 5519-5550. 3.5 5

645 Digital Literacy for Adult Education Beyond Borders. Advances in Educational Technologies and
Instructional Design Book Series, 2022, , 115-149. 0.2 0

646 Magis â€“ A magical adventure: Using a mobile game to deliver an ACT intervention for elementary
schoolchildren in classroom settings. Journal of Contextual Behavioral Science, 2023, 27, 26-33. 1.3 1

647 Decision-Making Game for Simulation of Breast Cancer Biopsy and Treatment. , 2022, , . 0

648 Relationships Among Violent and Non-Violent Video Games, Anxiety, Self-Esteem, and Aggression in
Female and Male Gamers. , 2022, , 1735-1755. 0

650 Pilot Testing a Multiplayer HIV/STI Prevention Videogame Intervention for Black Adolescent Girls:
Protocol for a Randomized Controlled Trial (Preprint). JMIR Research Protocols, 0, , . 0.5 0

651 Adherence to Oral Chemotherapy in Acute Lymphoblastic Leukemia during Maintenance Therapy in
Children, Adolescents, and Young Adults: A Systematic Review. Current Oncology, 2023, 30, 720-748. 0.9 5

652 Digital Health Interventions for Adult Patients With Cancer Evaluated in Randomized Controlled
Trials: Scoping Review. Journal of Medical Internet Research, 0, 25, e38333. 2.1 11

653 Who Engages and Why It Matters?. International Journal of Gaming and Computer-Mediated
Simulations, 2023, 15, 1-13. 0.9 0

654
Kindness Makes You Happy andÂ Happiness Makes You Healthy: Actual Persuasiveness andÂ Personalisation
ofÂ Persuasive Messages inÂ aÂ Behaviour Change Intervention forÂ Wellbeing. Lecture Notes in Computer
Science, 2023, , 198-214.

1.0 0

655 The Influence of Serious Games in the Promotion of Healthy Diet and Physical Activity Health: A
Systematic Review. Nutrients, 2023, 15, 1399. 1.7 4



35

Citation Report

# Article IF Citations

656 Increasing Access to Mental Health Services: Videogame Playersâ€™ Perspectives. International Journal of
Environmental Research and Public Health, 2023, 20, 4772. 1.2 0

657 Pilot randomized controlled clinical trial of an adherence social norms intervention for
adolescents with epilepsy. Epilepsy and Behavior, 2023, 140, 109082. 0.9 2

658 A review of the effect of the light environment of the VDT workspace on the â€œlearning to learnâ€•
effect of video game training. Frontiers in Neuroscience, 0, 17, . 1.4 0

659 A therapy game for elementary students with ADHD. AIP Conference Proceedings, 2023, , . 0.3 0

660 The Cognitive Skills in Interpretation of Spatial Situations in the League of Legends game. Simulation
and Gaming, 0, , 104687812311656. 1.2 0

663 Virtual Reality in treatment and rehabilitation. , 2023, , 449-476. 0

667 Potenziale spielerischer Gesundheitsanwendungen (g-Health) fÃ¼r die FÃ¶rderung von
Gesundheitskompetenz. The Springer Reference Pflegerapie, Gesundheit, 2023, , 403-414. 0.2 0

671 The HOPE projectâ€”A case study on the development of a serious game to increase pediatric cancer
patientsâ€™ motivation. , 2023, , 49-63. 1

672 Advances in Behavioural Science to Support Patient and Carer Self-Management. Organizational
Behaviour in Health Care, 2023, , 279-314. 0.4 0

673 Design andÂ Evaluation ofÂ aÂ Serious Game forÂ Young Haemato-Oncological Patients. Lecture Notes in
Computer Science, 2023, , 140-154. 1.0 0

675 Puppy island. , 2020, , . 1

686 Game-Based Interventions in Public Health: Exploiting the Engaging Factor of Gameplay. , 2024, , 791-798. 0


