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The rise of addictive technology and the business of keeping

us hooked Alter, A.
Daimler und Benz Stiftung (Ed.). Tools revisited — Rationalitat
und Kreativitat durch Management-Tools? Breuer, H.

Sustainability-Oriented Business Model Development:
Principles, Criteria and Tools. International Journal of
Entrepreneurial Venturing. Special Issue , Creating Solutions
with SustainableEntrepreneurship”

Breuer, H., Fichter, K.,
Lideke-Freund, F.,
Tiemann, I.

Design is a game: Developing design competence in a game

Buur, Jacob; Iversen, Ole

setting. PDC. Sejer
Actionable gamification: Beyond points, badges, and
leaderboards. Chou, Y. K.

From game design elements to gamefulness: defining
gamification. Proceedings of the 15th international academic
MindTrek conference: Envisioning future media
environments: ACM.

Deterding, Sebastian;
Dixon, Dan; Khaled, Rilla;
Nacke, Lennart

Gamification und Crowdfunding imInnovationsmanagement
— Entwicklung und Einfiihrung einer SharePoint-basierten
Anwendung. In HMD Praxis der Wirtschaftsinformatik

Drews, Paul; Schomborg,
Till; Leue-Bensch, Carina

Designing exploratory design games: a framework for
participation in Participatory Design?

Eva Brandt

Gamestorming: A playbook for innovators, rulebreakers, and
changemakers.

Dave Gray, Sunni Brown,
James Macanufo

Strategic Play

Jacqueline Lloyd Smith,
Denise Meyerson

The Gamfication of learning and instruction - Fieldbook

Karl M. Kapp, Lucas Blair,
Rich Mesch

Innovation games: Creating breakthrough products through
collaborative play

Luke Hohmann

How Games can address Organisational Innovation
Challenges. In ISPIM Innovation

Symposium (p. 1). The International Society for Professional
Innovation Management (ISPIM).

Mosleh, W. S., & Leue-
Bensch, C.
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Building a better business using Lego Serius Play Per Kristiansen, Robert
Method Rasmussen

Hearts, clubs, diamonds, spades: Players who suit
MUDs. In Journal of MUD research 1 (1), p. 19. Richard Bartle

Is it all a game? Understanding the principles of Robson, K., Plangger, K., Kietzmann, J.
gamification H., McCarthy, I., & Pitt, L.

Play. Learn. Innovate: Grasping the Social
Dynamics of Participatory Innovation. PhD
Dissertation, SDU, 2012. Henrik Sproedt
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Framework for Participation in Participatory
Design? Proceedings of the ninth Participatory
Design Conference https://dblp.org/db/conf/pdc/pdc2006

ASIIN ® 5
cie M BN T
u.:.l;i:}fi::q"“

. & ispim
< Lufthansa Systems  ISPIML.  kamstrup


http://gamify-project.eu/
file:///C:/Users/Lucija/Dropbox%20(ISPIM)/GAMIFY/Project_Templates/scienceathome.org
https://dblp.org/db/conf/pdc/pdc2006

