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0.3 5

214 Spielbasiertes Marketing. , 2020, , 487-507. 3

215 Critical Playable Cities. Gaming Media and Social Effects, 2020, , 71-85. 0.7 4

216 Selecting the Most Suitable Gamification Elements for Each Situation. , 2019, , 55-69. 4

217 An interdisciplinary perspective on gamification: Mechanics, psychological mediators and outcomes.
International Journal of Serious Games, 2019, 6, 3-26. 0.8 28
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Science, 2020, , 193-203. 1.0 2

270 7 Pâ€™s of Gamification: A Strategic Design Tool for Ideation of Gamified Solutions. Lecture Notes in
Computer Science, 2020, , 146-156. 1.0 0
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279 â€œGamificaciÃ³n" de la enseÃ±anza para ciencia, tecnologÃa, ingenierÃa y matemÃ¡ticas: cartografÃa
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289 Gamification in Education Context: The Intention, The Design and The Result. Jurnal INFORM, 2021, 6,
75-80. 0.3 1

290 OyunlaÅŸtÄ±rma Ã–zelliklerinin Marka Sadakati Ãœzerine Etkisi. Journal of YaÅŸar University, 2020, 15, 270-287. 0.1 1

291 Social Interaction Through Gamification in Mobile Learning: Case Study Analysis. , 2021, , . 0

292 Gamification as a marketing strategy for Garuda Indonesia loyalty program. International Journal of
Research in Business and Social Science, 2021, 10, 418-422. 0.1 1

293 Aksara: Interactive Digital Pocket Books as an Effort to Increase Politeness in Language. Journal of
Information Technology and Computer Science, 2020, 5, 151-159. 0.2 0

294 Gamification in Service Learning. Advances in Educational Technologies and Instructional Design
Book Series, 0, , 152-175. 0.2 1

295 Making Citizens' Activities Flourish Through a Crowdsourcing-Based Social Infrastructure. , 0, ,
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