
The backerâ€“developer connection: Exploring crowdfundingâ€™s influence on video game
production

New Media and Society

17, 198-214

DOI: 10.1177/1461444814558910

Citation Report



Citation Report

2

# Article IF Citations

1 Extended abstract: Fans as creative mass for user localization and open innovation. , 2016, , . 0

2 Early career artists and the exchange of gifts on a crowdfunding platform. Continuum, 2016, 30,
744-753. 0.5 12

3 Crowdfunding: Towards a redefinition of the artistâ€™s role â€“ the case of MegaTotal. International
Journal of Cultural Studies, 2017, 20, 83-99. 0.9 14

4 Why supporters contribute to reward-based crowdfunding. International Journal of Entrepreneurial
Behaviour and Research, 2017, 23, 336-353. 2.3 78

5 Funding and Management in the Media Convergence Era: Introduction. JMM International Journal on
Media Management, 2017, 19, 103-107. 0.4 6

6 Using crowdfunding for extracting feedback. , 2017, , . 0

7 Crowdfunding for Video Games: Factors that Influence the Success of and Capital Pledged for
Campaigns. JMM International Journal on Media Management, 2017, 19, 240-259. 0.4 26

8 Show Me the Money: Importance of Crowdfunding Factors on Backersâ€™ Decisions to Financially
Support Kickstarter Campaigns. Social Media and Society, 2017, 3, 205630511773694. 1.5 12

9 Crowdfunding Nostalgia: Kickstarter and the Revival of Classic PC Game Genres. The Computer Games
Journal, 2017, 6, 17-32. 1.0 5

10 Extending Signaling Theory to Rhetorical Signals: Evidence from Crowdfunding. Organization
Science, 2018, 29, 529-546. 3.0 162

11 Storytelling Industries. , 2018, , . 17

12 Legitimacy of Crowdfunding. Journal of Media Management and Entrepreneurship, 2019, 1, 31-47. 0.2 2

13 Mining and investigating the factors influencing crowdfunding success. Technological Forecasting
and Social Change, 2019, 148, 119723. 6.2 34

14 â€˜The fate of <i>Shenmue</i> is in your hands now!â€™: Kickstarter, video games and the financialization of
crowdfunding. Convergence, 2019, 25, 985-999. 1.6 1

15 The impacts of live streaming and Twitch.tv on the video game industry. Media, Culture and Society,
2019, 41, 670-688. 1.9 89

16 Understanding the crowdfunding phenomenon and its implications for sustainability. Technological
Forecasting and Social Change, 2019, 141, 138-148. 6.2 118

17 Double Duty: Crowdfunding and the Evolving Game Production Network. Games and Culture, 2020, 15,
114-137. 1.7 18

18 Investment crowdfunding in the visitor economy: the roles of venture quality, uncertainty, and
funding amount. Current Issues in Tourism, 2020, 23, 2533-2554. 4.6 21



3

Citation Report

# Article IF Citations

19 The effects of motivation, deterrents, trust, and risk on tourism crowdfunding behavior. Asia Pacific
Journal of Tourism Research, 2020, 25, 244-260. 1.8 42

20 The study on the relationships among film fansâ€™ willingness to pay by film crowdfunding and their
influencing factors. Economic Research-Ekonomska Istrazivanja, 2020, 33, 804-827. 2.6 8

21 Die Ã–konomie sozialer Medien. Springer Reference Sozialwissenschaften, 2021, , 1-23. 0.2 1

22
The key successful factors of video and mobile game crowdfunding projects using a lexicon-based
feature selection approach. Journal of Ambient Intelligence and Humanized Computing, 2022, 13,
3083-3101.

3.3 8

23 Beyond fans: The relational labor and communication practices of creators on Patreon. New Media
and Society, 2023, 25, 2684-2703. 3.1 8

24
Understanding the implications of equity crowdfunding on sustainability-oriented innovation and
changes in agri-food systems: Insights into an open innovation approach. Technological Forecasting
and Social Change, 2021, 171, 120959.

6.2 43

25 Crowdfunding Serious Games. Advances in Educational Technologies and Instructional Design Book
Series, 2021, , 112-129. 0.2 1

26 Who Is the Note-Worthy Fan? Featuring Players in the Official Facebook Communication of
Mainstream Video Games. Replay the Polish Journal of Game Studies, 2016, 3, 81-100. 0.0 3

27 Culture de la convergence chez les crÃ©atifs de jeux vidÃ©o. Communication, 2015, , . 0.1 1

28 Ã–konomische Analyse des Kulturangebots. , 2016, , 59-100. 0

29 Multi-platform practices among digital patronage creators. Convergence, 2022, 28, 1438-1456. 1.6 0

31 Communication of post-release plans in crowdfunding development initiatives: A signaling
perspective. International Journal of Information Management, 2023, 69, 102592. 10.5 4

32 Crowdfunding and innovation: aÂ bibliometric review and future research agenda. European Journal of
Innovation Management, 2022, ahead-of-print, . 2.4 9

33 Crowdfunding Serious Games. , 2022, , 198-211. 0

34 Die Ã–konomie sozialer Medien. , 2022, , 315-337. 0

35 Transmedia Fantasy-JRPG: Kickstarter, Genre Leveraging and Eiyuden Chronicle: Hundred Heroes. , 2023,
, 119-136. 0

36 â€œTedious by Design.â€• Institutionalized Labor of Content Creators in the Game as a Service Model: The
Path of Exile Case Study. Przeglad Kulturoznawczy, 2022, , 527-547. 0.1 0


