
Referências dos slides da aula 19/08/2016 

Livros 

Kapp, K. M. (2012). The Gamification of Learning and Instruction: Game-based 

Methods and Strategies for Training and Education.  

Waltz, S. P., & Deterding, S. (2015). The Gameful World: Approaches, Issues, 

Applications.  

McGonigal, J. (2011). Reality is broken: Why games make us better and how they can 

change the world. Penguin Group , The.  

Salen, K., & Zimmerman, E. (2003). Rules of Play: Game Design Fundamentals.  

Koster, R., & Wright, W. (2004). A Theory of Fun for Game Design.  

Adams, E., & Dormans, J. (2012). Game Mechanics: Advanced Game Design. New 

Riders. 

Huizinga, J. (1949). Homo Ludens.  

Caillois, R., & Barash, M. (2001). Man, play, and games. University of Illinois Press. 

Csikszentmihalyi, M. (1990). Flow: The Psychology of Optimal Experience. Harper & 

Row.  

Deci, E. L., & Ryan, R. M. (1985). Intrinsic Motivation and Self-Determination in 

Human Behavior. Boston, MA: Springer US. http://doi.org/10.1007/978-1-4899-

2271-7 

Pink, D. H. (2011). Drive: The Surprising Truth About What Motivates Us. Riverhead 

Books.  

Artigos 

Deterding, S., Sicart, M., Nacke, L., O’Hara, K., & Dixon, D. (2011). From Game 

Design Elements to Gamefulness: Defining “Gamification.” Proceedings of the 

2011 Annual Conference Extended Abstracts on Human Factors in Computing 

Systems - CHI EA ’11, 2425. http://doi.org/10.1145/1979742.1979575 

Borges, S. de S., Durelli, V. H. S., Reis, H. M., & Isotani, S. (2013). Gamificação 

Aplicada à Educação : Um Mapeamento Sistemático. Anais Do Simpósio 

Brasileiro de Informática Educativa, (July 2015), 234–243. 

http://doi.org/10.5753/CBIE.SBIE.2013.234 

Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in Education : 

A Systematic Mapping Study. Educational Technology & Society, 18(3), 1–14. 



Nelson, M. J. M. (2012). Soviet and American precursors to the gamification of work. 

Proceeding of the 16th International Academic …, 23–26. 

http://doi.org/10.1145/2393132.2393138 

Kim, T. W., & Werbach, K. (2016). More than just a game: ethical issues in 

gamification. Ethics and Information Technology, 18(2), 157–173. 

http://doi.org/10.1007/s10676-016-9401-5 

Thiebes, S., Lins, S., & Basten, D. (2014). Gamifying information systems A synthesis 

of gamification mechanics and dynamics. Twenty Second European Conference on 

Information Systems, 1–17. Retrieved from 

http://aisel.aisnet.org/ecis2014/proceedings/track01/4/ 

Fuß, C., Steuer, T., Noll, K., & Miede, A. (2014). Teaching the achiever, explorer, 

socializer, and killer - Gamification in university education. (S. Göbel & J. 

Wiemeyer, Eds.)Lecture Notes in Computer Science (including subseries Lecture 

Notes in Artificial Intelligence and Lecture Notes in Bioinformatics) (Vol. 8395). 

Cham: Springer International Publishing. http://doi.org/10.1007/978-3-319-05972-

3 

Landers, R. N., Bauer, K. N., Callan, R. C., & Armstrong, M. B. (2015). Psychological 

Theory and the Gamification of Learning. In Gamification in Education and 

Business (pp. 165–186). Cham: Springer International Publishing. 

http://doi.org/10.1007/978-3-319-10208-5_9 

 


