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– Schöbel, S., Ernst, S.-J., Söllner, M., Leimeister, J.M., “More than the Sum of its Parts - Towards
Identifying Preferred Game Design Element Combinations in Learning Management Systems,”
ICIS 2017: Transforming Society with Digital Innovation, 2018.

– Bergmann, N., Gnewuch, U., Schacht, S., Maedche, A., “Understanding the Influence of Personality
Traits on Gamification: The Role of Avatars in Energy Saving Tasks,” ICIS 2017: Transforming
Society with Digital Innovation, 2018.

– Azhari, A., Fang, X., “Gamification framework: Using lexical approach on social media application
online reviews,” Lecture Notes in Computer Science, 10903 LNCS, pp. 406-424, 2018.

DOI: 10.1007/978-3-319-91250-9_32
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