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Обобщена таблица на цитиранията 

 Брой цитирания 

Цитирания в реферирани и индексирани издания 

(Web of Science / Scopus) 

48 

Цитирания в издания извън Web of Science и 

Scopus с научно рецензиране 

25 

Общ брой цитирания 73 

2006 

10. Bontchev, B., Vassileva, D. (2006). Software architecture of a self adaptive 

hypermedia e-learning system. Proceedings of the 3rd International Conference 

on Computer Science, Istanbul, Turkey, Vol. 2, pp. 306–311. 

Цитира се в: 

1. Stavrev, S., Terzieva, T. (2015). Virtual environment simulator for educational 

safety crossing, Proceedings of the 11th annual international conference on 

computer science and education in computer science (CSECS), pp. 92-98. ISSN 

1313-8624 (Издание извън Web of Science и Scopus с научно рецензиране) 

2. González-Videgaray, M., Romero-Ruiz, R., Hernández-Zamora, G., del-Río-

Martínez, J. (2008). InteligenciaNet: Experiencia con un Ambiente Virtual de 

Aprendizaje para Educación Superior en Modalidad Mixta. ISBN: 978-607-

7573-17-3  (Издание извън Web of Science и Scopus с научно рецензиране) 

3. Volarić, T., Ljubić, H., Rozić, R. (2024). Fuzzy-Based Knowledge Design and 

Delivery Model for Personalised Learning, Digital Transformation in Education 

and Artificial Intelligence Application: Second International Conference, 

MoStart 2024, Proceedings, pp. 152-163. ISSN: 18650929 (Инд. база: Scopus) 
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2009 

14. Vassileva, D., Bontchev, B. (2009). Adaptation engine construction based on 

formal rules. Proceedings of the 1st International Conference on Computer 

Supported Education (CSEDU 2009), Lisbon, Portugal, pp. 327–332. ISBN: 978-

989-8111-82-1. 

Цитира се в: 

4. Göbel, S., Wendel, V. (2016). Personalization and Adaptation. In: Dörner, R., 

Göbel, S., Effelsberg, W., Wiemeyer, J. (Eds.), Serious Games: Foundations, 

Concepts and Practice, Springer, Cham, pp. 161-210. ISBN: 978-3-319-40612-

1. DOI: 10.1007/978-3-319-40612-1_6. (Издание извън Web of Science и 

Scopus с научно рецензиране) 

5. 1. Muñoz-Merino, P. J., Kloos, C. D., Muñoz-Organero, M., Pardo, A. (2015). 

A software engineering model for the development of adaptation rules and its 

application in a hinting adaptive e-learning system. Computer Science and 

Information Systems, Vol. 12, No. 1, pp. 203-231. ISSN: 1820-0214. DOI: 

10.2298/CSIS140114007M. (Инд. база: Scopus) 

6. Kasim, T., Li, H. J., Rezgui, Y., Beach, T., Hou, S. (2014). A comparative study 

between traditional sustainability assessment methods, rules-based automated 

approach and the application of engineering ontologies. Proceedings of the 21st 

International Workshop of the European Group for Intelligent Computing in 

Engineering (EG-ICE 2014), Cardiff, UK, pp. 1–10. ISBN: 978-0-99308070-8. 

(Инд. база: Scopus) 

15. Vassileva, D., Bontchev, B. (2009). A service oriented approach for 

implementing adaptation engines. Proceedings of the 5th International Scientific 

Conference on eLearning and Software for Education (eLSE 2009), Bucharest, 

Romania, pp. 199–208. ISBN: 978-973-663-717-9. 

Цитира се в: 

7. Lazić, L., Gavrilović, N. (2017). Servisno-orijentisani pristup implementaciji i 

testiranju adaptivnog e-learning sistema, Zbornik radova XVI Međunarodni 

naučno-stručni simpozijum INFOTEH-JAHORINA, Vol. 16, pp. 525-560. 

ISSN: 1840-3891 (Издание извън Web of Science и Scopus с научно 

рецензиране) 

17. Vassileva, D., Bontchev, B. (2009). Activities workflow of adaptive courseware 

design and delivery. Proceedings of the IADIS International Conference on Multi 

Conference on Computer Science and Information Systems (MCCSIS 2009), 

Algarve, Portugal, pp. 223–230. ISBN: 978-972-8924-83-6. 

Цитира се в: 

8. Yarandi, M., Tawil, A. R., Jahankhani, H. (2011). Adaptive e-learning system 

using ontology. Proceedings of the 2011 22nd International Workshop on 

Database and Expert Systems Applications (DEXA), IEEE Computer Society, 

Toulouse, France, pp. 511-516. ISBN: 978-0-7695-4486-1. DOI: 

10.1109/DEXA.2011.9. (Инд. база: Scopus) 

9. Nafea, S. M., Maglaras, L. A., Siewe, F., Shehab, M. E. (2015). A novel 

adaptive learning management system using ontology. Proceedings of the 7th 

IEEE International Conference on Intelligent Computing and Information 
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Systems (ICICIS 2015), Cairo, Egypt, pp. 328–335. ISBN: 978-1-5090-1949-6. 

DOI: 10.1109/IntelCIS.2015.7397242. (Инд. база: Scopus) 

21. Bontchev B., Vassileva D. (2009). Adaptive courseware design based on learner 

character. Proceedings of the 12th International Conference on Interactive 

Computer Aided Learning (ICL 2009), Villach, Austria, pp. 724–731. ISBN: 978-

3-89958-481-3. 

Цитира се в: 

10. Ivanova, T., Terzieva, V., Ivanova, M. (2023). Application of Artificial Neural 

Networks in Intelligent Tutoring: A Contemporary Glance, International 

Conference in Methodologies and intelligent Systems for Techhnology 

Enhanced Learning, pp. 139-150. ISSN: 23673370 (Инд. база: Scopus) 

11. Grubišić, A., Stankov, S., Žitko, B. (2013). Stereotype Student Model for an 

Adaptive e-Learning System. International Journal of Social, Behavioral, 

Educational, Economic, Business and Industrial Engineering, pp. 20–27. ISSN: 

2010-376X. e-ISSN: 2010-3778 (Издание извън Web of Science и Scopus с 

научно рецензиране) 

20. Vassileva, D., Bontchev, B., Chavkova, B., Mitev, V. (2009). Software 

construction of an authoring tool for adaptive e-learning platforms. Proceedings 

of the 4th Balkan Conference in Informatics (BCI 2009), Thessaloniki, Greece, pp. 

187–192. ISBN: 978-0-7695-3783-2. DOI: 10.1109/BCI.2009.43. 

Цитира се в: 

12. Alameen, A., Dhupia, B. (2019). Implementing adaptive e-learning conceptual 

model: A survey and comparison with open source LMS. International Journal 

of Emerging Technologies in Learning, Vol. 14, Issue 21, pp. 18–45. ISSN: 

1868-8799. DOI: 10.3991/ijet.v14i21.11030. (Инд. база: Scopus) 

13. O'Donnell, E., Lawless, S., Sharp, M., Wade, V. P. (2015). A review of 

personalised e-learning: Towards supporting learner diversity. International 

Journal of Distance Education Technologies, Vol. 13, Issue 1, pp. 22–47. ISSN: 

1539-3100. DOI: 10.4018/ijdet.2015010102. (Инд. база: Scopus) 

2010 

23. Bontchev B., Vassileva D. (2010). Modeling educational quizzes as board 

games. Proceedings of the IADIS International Conference e-Society 2010, Porto, 

Portugal, pp. 21–27. ISBN: 978-972-8939-07-6. 

Цитира се в: 

14. Fessl, A., Bratic, M., Pammer, V. (2014). Continuous learning with a quiz for 

stroke nurses. International Journal of Technology Enhanced Learning, Vol. 6, 

Issue 3, pp. 265–275. ISSN: 1753-5255. DOI: 10.1504/IJTEL.2014.068362. 

(Инд. база: Scopus) 

15. Hussein, M. H., Ow, S. H., Elaish, M. M. (2022). Digital game-based learning 

in K-12 mathematics education: A systematic literature review. Education and 

Information Technologies, Vol. 27, pp. 2859–2891. ISSN: 1360-2357. DOI: 

10.1007/s10639-021-10721-x (Издание извън Web of Science и Scopus с 

научно рецензиране) 
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16. Suryapranata, L. K. P., Bahagia, F. I., Lazarusli, I. A. (2023). Gamification 

using visual novel to improve chemistry learning motivation. Journal of Games, 

Game Art, and Gamification, Vol. 8, No. 1, pp. 13–17. ISSN: 2548-6853 

(Издание извън Web of Science и Scopus с научно рецензиране) 

17. Udbhasa, S. et al. (2023). Interactive, Visual-Learning based Tool for Hearing 

Impaired Children to Improve Language and Cognitive Skills. Proceedings of 

the 2023 International Conference on Information Technology (ICIT), Amman, 

Jordan, pp. 416–421. ISSN: 2831-3380. DOI: 

10.1109/ICIT58056.2023.10225863 (Издание извън Web of Science и Scopus 

с научно рецензиране) 

18. Sarinho, V. T., de Azevedo, G. S., Boaventura, F. M. B. (2018). AsKME: A 

Feature-Based Approach to Develop Multiplatform Quiz Games. Proceedings 

of the 17th Brazilian Symposium on Computer Games and Digital 

Entertainment (SBGames 2018), Foz do Iguacu, Brazil, pp. 38–3809. ISSN: 

2159-6654. DOI: 10.1109/SBGAMES.2018.00014 (Издание извън Web of 

Science и Scopus с научно рецензиране) 

19. Brandão, J., Carvalho, V. (2014). "GAME QUIZ" - Implementing a serious 

game platform based in quiz games for the teaching of information and 

technology. Proceedings of the 11th International Conference on Remote 

Engineering and Virtual Instrumentation (REV 2014), Porto, Portugal, pp. 47–

50. ISBN: 978-1-4799-2024-2. DOI: 10.1109/REV.2014.6784218 (Издание 

извън Web of Science и Scopus с научно рецензиране) 

20. Boaventura, F. M. B., Sarinho, V. T. (2019). A Feature-Based Approach to 

Develop Digital Board Games. In: van der Spek, E., Göbel, S., Do, E. L., Clua, 

E., Baalsrud Hauge, J. (eds.) Entertainment Computing and Serious Games. 

ICEC-JCSG 2019, Lecture Notes in Computer Science, Vol. 11863, Springer, 

Cham. ISBN: 978-3-030-34643-0. DOI: 10.1007/978-3-030-34644-7_14 

(Издание извън Web of Science и Scopus с научно рецензиране) 

25. Bontchev B., Vassileva D. (2010). Educational Quiz Board Games for Adaptive 

E-Learning. World Academy of Science, Engineering and Technology, Vol. 66, pp. 

256–263. ISSN: 2010-3778. 

Цитира се в: 

21. Hussein, M. H., Ow, S. H., Elaish, M. M. (2022). Digital game-based learning 

in K-12 mathematics education: A systematic literature review. Education and 

Information Technologies, Vol. 27, pp. 2859–2891. ISSN: 1360-2357. DOI: 

10.1007/s10639-021-10721-x. (Издание извън Web of Science и Scopus с 

научно рецензиране) 

22. Udbhasa, S., Lelkada, P., Priyanka, M., Senarathna, E., Vidhanaarachchi, S., 

Wickramarathne, J., Wijekoon, J. L. (2023). Interactive, Visual-Learning based 

Tool for Hearing Impaired Children to Improve Language and Cognitive Skills. 

Proceedings of the 2023 International Conference on Information Technology 

(ICIT), Amman, Jordan, pp. 416–421. ISSN: 2831-3399. DOI: 

10.1109/ICIT58056.2023.10225863. (Издание извън Web of Science и Scopus 

с научно рецензиране) 

23. Suryapranata, L. K. P., Bahagia, F. I., Lazarusli, I. A. (2023). Gamification 

Using Visual Novel to Improve Chemistry Learning Motivation, Journal of 
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Games, Game Art, and Gamification, Vol. 8, pp. 13-17. ISSN: 2548-6853 

(Издание извън Web of Science и Scopus с научно рецензиране) 

24. Jumiati, T., Supartini, N. (2024).  , Journal of Linguistics, Literacy, and 

Pedagogy, Vol. 3, pp. 90-101. ISSN: 2964-6790 (Издание извън Web of 

Science и Scopus с научно рецензиране) 

25. Fessl, A., Bratic, M., Pammer, V. (2014). Continuous learning with a quiz for 

stroke nurses. International Journal of Technology Enhanced Learning, Vol. 6, 

Issue 3, pp. 265–275. ISSN: 1753-5255. DOI: 10.1504/IJTEL.2014.068362 

(Инд. база: Scopus) 

2011 

29. Bontchev, B., Vassileva, D. (2011). Adaptive assessment based on learning 

styles and student knowledge level. Proceedings of the 3rd International 

Conference on Computer Supported Education (CSEDU 2011), Noordwijkerhout, 

Netherlands, Vol. 2, pp. 449–454. ISBN: 978-989-8425-50-8. 

Цитира се в: 

26. Haboh, S. M. (2026). AI-Powered Digital and Virtual Training in Hybrid and 

Flexible Work Environments, Innovative Approaches to AI-Supported Hybrid 

and Remote Workplaces, pp. 193-226. (Издание извън Web of Science и 

Scopus с научно рецензиране) 

31. Bontchev, B., Vassileva, D. (2011). Learning Objects Types Dependability on 

Styles of Learning. Proceedings of the 8th WSEAS International Conference on 

Engineering Education, Corfu, Greece, pp. 227–234. ISBN: 978-1-61804-021-3. 

Цитира се в: 

27. Lindberg, R. S. N., Laine, T. H. (2017). Approaches to detecting and utilizing 

play and learning styles in adaptive educational games. Communications in 

Computer and Information Science, Vol. 739, Springer, pp. 336–358. ISSN: 

1865-0929. ISBN: 978-3-319-63183-7. DOI: 10.1007/978-3-319-63184-4_18 

(Инд. база: Scopus) 

28. Lindberg, R. S. N., Laine, T. H. (2016). Detecting play and learning styles for 

adaptive educational games. Proceedings of the 8th International Conference on 

Computer Supported Education (CSEDU 2016), Rome, Italy, Vol. 1, pp. 181–

189. ISBN: 978-989-758-179-3. DOI: 10.5220/0005858501810189 (Инд. база: 

Scopus) 

29. Kurilovas, E., Zilinskiene, I., Dagiene, V. (2014). Recommending suitable 

learning scenarios according to learners' preferences: An improved swarm based 

approach. Computers in Human Behavior, Vol. 30, pp. 550–557. ISSN: 0747-

5632. DOI: 10.1016/j.chb.2013.06.036 (Инд. база: Scopus) 

30. Anitha, D., Deisy, C. (2015). Proposing a novel approach for classification and 

sequencing of Learning Objects in E-learning systems based on learning style. 

Journal of Intelligent & Fuzzy Systems: Applications in Engineering and 

Technology, Vol. 29, No. 2, pp. 539–552. ISSN: 1064-1246. DOI: 10.3233/IFS-

141312. (Инд. база: Scopus) 

31. Azzi, I., Radouane, A., Laaouina, L., Jeghal, A., Yahyaouy, A., Tairi, H. 

(2024). Fuzzy Classification Approach to Select Learning Objects Based on 
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Learning Styles in Intelligent E-Learning Systems. Informatics, Vol. 11, Issue 

2, Article No. 29. ISSN: 2227-9709. DOI: 10.3390/informatics11020029. (Инд. 

база: Scopus) 

32. Zilinskiene, I., Dagiene, V., Kurilovas, E. (2012). A swarm-based approach to 

adaptive learning: selection of a dynamic learning scenario. Proceedings of the 

European Conference on e-Learning (ECEL 2012), Kidmore End, Academic 

Conferences International Limited, pp. 583–XVIII. ISSN: 2049-0992 (Издание 

извън Web of Science и Scopus с научно рецензиране) 

36. Vassileva, D. (2011). Evaluation of learning styles adaption in the adopta e-

learning platform. Proceedings of the 12th International Conference on Computer 

Systems and Technologies (CompSysTech 2011), ACM Press, pp. 540–545. ISBN: 

978-1-4503-0917-2. DOI: 10.1145/2023607.2023697. 

Цитира се в: 

33. Al-Azawei, A., Badii, A. (2014). State of the art of learning styles-based 

adaptive educational hypermedia systems (Ls-Baehss). International Journal of 

Computer Science & Information Technology, Vol. 6, No. 3, pp. 1–19. ISSN: 

0975-3826. DOI: 10.5121/ijcsit.2014.6301 (Издание извън Web of Science и 

Scopus с научно рецензиране) 

34. Soflano, M., Connolly, T. M., Hainey, T. (2014). Learning styles in adaptive 

games-based learning. In: Proceedings of the International Joint Conference 

SOCO'13-CISIS'13-ICEUTE'13, Advances in Intelligent Systems and 

Computing, Vol. 239, Springer, pp. 709-717. ISSN: 2194-5357. (Инд. база: 

Scopus) 

2012 

38. Bontchev, B., Vassileva, D. (2012). Adaptive Edutainment in UML. 

Proceedings of the 8th WSEAS International Conference on Education and 

Educational Technology (EDUTE 2012), Porto, Portugal, pp. 129–134. ISBN: 978-

1-61804-104-3. 

Цитира се в: 

35. Hidayat, A., Utomo, V. G. (2016). Automatic detection of learning style in 

adaptive online module system. Proceedings of the 2016 International 

Conference on Informatics and Computing (ICIC), Mataram, Indonesia, pp. 94–

98. ISBN: 978-1-5090-1648-8. DOI: 10.1109/IAC.2016.7905696. (Инд. база: 

Scopus) 

36. Hidayat, A., Utomo, V. G. (2016). Adaptive Online Module Prototype for 

Learning Unified Modelling Language (UML). International Journal of 

Electrical and Computer Engineering (IJECE), Vol. 6, No. 6, pp. 2931–2938. 

ISSN: 2088-8708. DOI: 10.11591/ijece.v6i6.10930 . (Инд. база: Scopus) 

39. Vassileva, D. (2012). Adaptive e-learning content design and delivery based on 

learning styles and knowledge level. Serdica Journal of Computing, Vol. 6, No. 2, 

pp. 207–252. ISSN: 1312-6555. 

Цитира се в: 

37. Mahnane, L., Laskri, M. T. (2012). Domain ontology and Hermann brain 

dominance instrument model for personalized e-learning hypermedia system. 



7 

 

International Journal of Web-Based Learning and Teaching Technologies, Vol. 

7, No. 4, pp. 1-12. ISSN: 1548-1093. DOI: 10.4018/jwltt.2012100101. (Инд. 

база: Scopus) 

38. Mahnane, L., Tayeb, L. M., Trigano, P. (2013). A model for an adaptive e-

learning hypermedia system. International Journal of Information and 

Communication Technology Education, Vol. 9, No. 4, pp. 21-39. ISSN: 1550-

1876. DOI: 10.4018/ijicte.2013100102. (Инд. база: Scopus) 

39. Vagale, V., Niedrite, L. (2016). The organization of topics sequence in adaptive 

e-learning systems. Frontiers in Artificial Intelligence and Applications, Vol. 

291, IOS Press BV, pp. 327-340. ISSN: 0922-6389. DOI: 10.3233/978-1-

61499-714-6-327. (Инд. база: Scopus) 

40. Christudas, B. C. L., Kirubakaran, E., Thangaiah, P. R. J. (2018). An 

evolutionary approach for personalization of content delivery in e-learning 

systems based on learner behavior forcing compatibility of learning materials. 

Telematics and Informatics, Vol. 35, pp. 520-533. ISSN: 0736-5853. DOI: 

10.1016/j.tele.2018.01.007. Q1. (Инд. база: Scopus) 

41. Mwambe, O. O., Tan, P. X., Kamioka, E. (2020). Bioinformatics-based 

adaptive system towards real-time dynamic e-learning content personalization. 

Education Sciences, Vol. 10, No. 2, p. 42. ISSN: 2227-7102. DOI: 

10.3390/educsci10020042. Q2. (Инд. база: Scopus) 

42. Vagale, V., Niedrite, L., Ignatjeva, S. (2020). Implementation of personalized 

adaptive e-learning system. Baltic Journal of Modern Computing, Vol. 8, No. 2, 

pp. 293-310. ISSN: 2255-8942. DOI: 10.22364/BJMC.2020.8.2.06. (Инд. база: 

Scopus) 

43. El-Sabagh, H. A. (2021). Adaptive e-learning environment based on learning 

styles and its impact on development students' engagement. International 

Journal of Educational Technology in Higher Education, Vol. 18, p. 53. ISSN: 

2365-9440. DOI: 10.1186/s41239-021-00289-4. Q1. (Инд. база: Scopus) 

44. Siddiquei, N. L., Khalid, R. (2021). Development and validation of learning 

style scale for e-learners. SAGE Open, Vol. 11, No. 2. ISSN: 2158-2440. DOI: 

10.1177/21582440211022324. (Инд. база: Scopus) 

45. Renganayagalu, S. K., Mallam, S. C., Hernes, M. (2022). Maritime education 

and training in the COVID-19 era and beyond, TransNav, Vol. 16, pp. 59-69. 

ISSN: 2083-6473. DOI: 10.12716/1001.16.01.06. (Инд. база: Scopus) 

46. Nouman, N., Shaikh, Z. A., Wasi, S. (2024). A novel personalized learning 

framework with interactive e-mentoring. IEEE Access, Vol. 12, pp. 10428-

10458. ISSN: 2169-3536. DOI: 10.1109/ACCESS.2024.3354167. Q2. (Инд. 

база: Scopus) 

37. Bontchev, B., Vassileva, D. (2012). Courseware adaptation to learning styles 

and knowledge level. In: E-Learning Book 4, InTech, pp. 3–22. ISBN: 979-953-

307-688-0. 

Цитира се в: 

47. Seghroucheni, Y. Z., El Mohajir, B. E. (2014). Exploitation of the 

recommendation systems in the calculation of the learning path, Proceedings of 

2014 5th International Conference on Information and Communication Systems 
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(ICICS), pp. 1-6. ISBN: 978-147993023-4. DOI: 

10.1109/IACS.2014.6841985(Инд. база: Scopus) 

48. Terzieva, T., Arnaudova, V., Rahnev, A., Ivanova, V. (2020). Technologies and 

tools for creating adaptive e-learning content. Mathematics & Informatics, Vol. 

63, No. 4, pp. 382–390. ISSN: 1314-8532. (Издание извън Web of Science и 

Scopus с научно рецензиране) 

2016 

41. Bontchev, B., Vassileva, D. (2016). Assessing Engagement in an Emotionally-

Adaptive Applied Game. Proceedings of the 4th International Conference on 

Technological Ecosystems for Enhancing Multiculturality (TEEM 2016), ACM, 

ISBN: 978-1-4503-4747-1, pp. 747–754. DOI: 10.1145/3012430.3012602. 

Цитира се в: 

49. Lara-Cabrera, R., Camacho, D. (2017). A taxonomy and state of the art revision 

on Affective games. Future Generation Computer Systems, Vol. 44, pp. 1-12. 

ISSN: 0167-739X. DOI: 10.1016/j.future.2014.08.004. Q1. (Инд. база: Scopus) 

50. Jerčić, P., Sundstedt, V. (2019). Practicing emotion-regulation through 

biofeedback on the decision-making performance in the context of serious 

games: a systematic review. Entertainment Computing, Vol. 30, p. 100289. 

ISSN: 1875-9521. DOI: 10.1016/j.entcom.2019.01.001. Q2. (Инд. база: 

Scopus) 

51. Tlili, A., Denden, M., Essalmi, F., Jemni, M., Chen, N. S., Huang, R. (2019). 

Does Providing a Personalized Educational Game Based on Personality Matter? 

A Case Study, IEEE Access, Vol. 7, pp. 119566-119575. ISSN: 2169-3536. 

DOI: 10.1109/ACCESS.2019.2936384. Q1. (Инд. база: Scopus) 

52. Arthur, T., Borg, D., Wang, Y., Harris, D., Vine, S., Buckingham, G., Wilson, 

M., Brosnan, M. (2026). Prediction-based attention computing: a proof of 

concept study. Virtual Reality, Vol. 30, Issue 1, Article No. 44. ISSN: 1359-

4338. DOI: 10.1007/s10055-025-01307-w (Инд. база: Scopus) 

53. Rashed, A., Shirmohammadi, S., Amer, I., Hefeeda, M. (2025). A Review of 

Player Engagement Estimation in Video Games: Challenges and Opportunities. 

ACM Transactions on Multimedia Computing, Communications and 

Applications, Vol. 21, Issue 7. ISSN: 1551-6857. DOI: 10.1145/3722116 (Инд. 

база: Scopus) 

54. Rashed, A., Shirmohammadi, S., Hefeeda, M. (2025). Real-Time Player 
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