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1 Publications by CKIR
1.1 Publications

Kallinen, K. , Salminen, M., Ravaja. N., Kedzior, R., & Sääksjärvi, M. (2007). Presence and emotion in computer game players during 1st person vs. 3rd person playing view: Evidence from self-report, eye-tracking, and facial muscle activity data. In L. Moreno (Ed.), Proceedings of the PRESENCE 2007 (pp.187-190).

Salminen, M., & Ravaja, N. (2007). Oscillatory brain responses evoked by video game events: The case of Super Monkey Ball 2. CyberPsychology & Behavior, 10, 330-338.

IJsselsteijn, W., van der Hoogen, W., Klimmt, C., de Kort, Y., Lindley, C., Mathiak, K. Poels, K., Ravaja, N., Turpeinen, M. & Vorderer, P. (2008). Measuring the experience of digital game enjoyment. In A. Spink, M. Ballintijn, N. Bogers, F. Grieco, L. Loijens, L. Noldus, G. Smit, & P. Zimmerman (Eds.), Proceedings of Measuring Behavior 2008, 6th International Conference on Methods and Techniques in Behavioral Research, Maastricht. Wageningen, The Netherlands: Noldus Information Technology BV.

Kivikangas, J. M., Järvelä, S. & Ravaja, N. (2008). Psychophysiology of emotions in digital games. In T. Vanhala & J. Anttonen (Eds.), Proceedings of EHTI'08: the first Finnish symposium on Emotions and Human-Technology Interaction (pp. 8-12). Tampere, Finland: Tampereen Yliopistopaino Oy.
Ravaja, N. & Kivikangas, J.M. (2008). Psychophysiology of digital game playing: The relationship of self-reported emotions with phasic physiological responses. In A.J. Spink, M.R. Ballintjin, N.D. Bogers, F. Grieco, L.W.S. Loijens, L.P.J.J. Noldus, G. Smit, & P.H. Zimmerman (Eds.), Proceedings of Measuring Behavior 2008, 6th International Conference on Methods and Techniques in Behavioral Research, Maastricht. Wageningen, The Netherlands: Noldus Information Technology BV.
Ravaja, N., Turpeinen, M., Saari, T., Puttonen, S., & Keltikangas-Järvinen, L. (2008). The psychophysiology of James Bond: Phasic emotional responses to violent video game events. Emotion, 8, 114-120.

Salminen, M., & Ravaja, N. (2008). Increased oscillatory theta activation evoked by violent digital game events. Neuroscience Letters, 435, 69-72.
Salminen, M., Kivikangas, J.M., Ravaja, N. & Kallinen, K. (2009). Frontal EEG asymmetry in the study of player experiences during competitive and cooperative dual play. Paper accepted to IADIS Multi Conference on Computer Science and Information Systems 2009.

Ravaja, N. (in press). The psychophysiology of digital gaming: the effect of a non co-located opponent. Media Psychology.
Ravaja, N., & Kivikangas, M. (in press). Validity in digital game research revisited. In U. Ritterfeld, M. Cody, & P. Vorderer (Eds.), The Social Science of Serious Games: Theories and Applications. Mahwah, NJ: Lawrence Erlbaum Associates.

Saari, T., Turpeinen, M., & Ravaja, N. (in press). Technological and psychological fundamentals of psychological customization systems: An example of emotionally adapted games. In C. Mourlas & P. Germanakos (Eds.), Mass Customization for Personalized Communication Environments: Integrating Human Factors. Hershey, PA: IGI Global Publishing.

Saari, T., Turpeinen, M., Kuikkaniemi, K., Kosunen, I., & Ravaja, N. (in press). Emotional adaptation space for games: An example of a psychophysiologically adapted first-person shooter game. Proceedings of HCI International 2009.

1.2 Presentations

Ravaja, N. (2006). Emotion-Related Psychophysiological Responses to Video Game Events: Potential Criterion Variables for Game Design. Presented at: 56th Annual Conference of the International Communication Association, Dresden, Germany, June 19-23, 2006. http://convention2.allacademic.com/one/ica/ica06/
Ravaja, N. (2007). Generalizability and validity in video game research: Response to Shapiro and Peña. Presented at: the Annenberg Workshop on Games for Learning, Development & Change, May 21–22, 2007. http://games.uscannenberg.org/AWGHome.php
Ravaja, N. (2007). Psychophysiology of digital game playing: Effects of opponent and player personality. Presented at: the 57. Annual Conference of the International Communication Association, May 24-28, 2007. http://www.icahdq.org/conferences/2007/confregistration.asp
Ravaja, N. (2007). Physiological responses to violent game events: Does it matter whose character you kill? Presented at: FUGA Workshop symposium, March 20, 2007.

Ravaja, N. (2007). Psychophysiology of digital game playing: Effects of competition versus collaboration in the laboratory and in real life. Presented at: FUGA meeting at HGO, Karlshamn, October 12-14, 2007.

Ravaja, N. (2008). Fun of dying. Presented at: FUGA Mini-Symposium at TKK-HIIT, April 24, 2008

Ravaja, N. (2008). Psychophysiology of digital game playing: Effects of competition versus collaboration in the laboratory and in real life. Presented at: 58th Annual Conference of the International Communication Association, Montreal, Quebec, Canada. May 22-26, 2008. http://convention3.allacademic.com/one/ica/ica08/
Ravaja, N. (2008). Psychophysiology of digital game playing: The relationship of self-reported emotions with phasic physiological responses. Presented at: 6th International Conference on Methods and Techniques in Behavioral Research, Maastricht, The Netherlands. August 26-29, 2008. http://www.noldus.com/mb2008/
Ravaja, N. (2008). Physiological Impact of Video Games. More Fun, More Risk? Presented at: Digital Games as a Challenge for the Protection of Minors: An Interdisciplinary European Symposium, Berlin, Germany, October 16-17, 2008. http://www.hans-bredow-institut.de/en/content/more-fun-more-risk-digital-games-challengeprotection-minors

2 Publications by TKK / HIIT

2.1 Publications

Kuikkaniemi, K., Laitinen, T., Kosunen, I., Saari, T., Turpeinen, M., (2008). Position paper: Progressive System Architecture for Building Emotionally Adaptive Games. In the Proceedings of BRAINPLAY ’07: Playing with Your Brain Workshop, ACM Advances in Computer Entertainment (ACE) conference. Salzburg, Austria, June 2007.

Kuikkaniemi, K., Laitinen, T., Kosunen, I., Saari, T., Turpeinen, M., (2008). Developing emotionally adaptive gaming. In the Proceedings of the First Finnish Symposium on Emotions and Human-Technology Interaction, Tampere, Finland, 30.5.2008.

Kuikkaniemi, K., Laitinen, T., Kosunen, I., Saari, T., Turpeinen, M., (2008). Demonstration: Biosignal adaptive first-person shooter game platform for biofeedback gaming experimentations. International conference on fun and games, Eindhoven, Netherlands, October 2008.

Saari, T., Turpeinen, M., Kuikkaniemi, K., Kosunen, I., Ravaja, N. (2009). Emotionally Adapted Games – An Example of a First Person Shooter. HCI International, July 2009, San Diego, CA, US, Proceedings Volume 4, LNCS_5613).

2.2 Presentations

Turpeinen, M (2006). Fuga introduction. HIIT-Nokia Workshop, Helsinki, Finland, 2.5.2006

Turpeinen, M (2008). Fuga introduction. HIIT-BID Collaboration event, UC Berkeley, CA, US, 17.4.2008

Kuikkaniemi, K., Kosunen, I., Laitinen, T., Turpeinen, M., Saari, T., (2008). Biofeedback gaming. FUGA Symbosium 1., Espoo, Finland, 23.4.2008

Turpeinen, M (2008). Fuga introduction. HIIT Scientific Advidory Board meeting, Helsinki, 23.5.2008

Kuikkaniemi, K., Kosunen, I., Laitinen, T., Turpeinen, M., Saari, T., (2008). Developing emotionally adaptive gaming. The First Finnish Symposium on Emotions and Human-Technology Interaction, Tampere, Finland, 30.5.2008.

Turpeinen, M (2008). Fuga introduction. NATO audiovisual group meeting, Stockholm, 7.10.2008

Kuikkaniemi, K., Kosunen, I., Laitinen, T., Turpeinen, M., Saari, T., (2008). Designing biosignal adaptive gaming. Nokia-Fuga workshop, Helsinki, Finland, 16.12.2008

Turpeinen, M (2009). Fuga Introduction. UC Berkeley: iSchool Faculty meeting, Berkeley, CA, 18.2.2009

Turpeinen, M (2009). Fuga introduction, enactive research in HIIT. Aalto University: Media Factory kick-off seminar, Helsinki, 26.2.2009.

Kuikkaniemi, K., Kosunen, I., Laitinen, T., Turpeinen, M., Saari, T., (2009). Biofeedback gaming. FUGA Symbosium 2., Espoo, Finland 2.4.2009

Kuikkaniemi, K. (2009) Perspectives on game research. University of Helsinki monthly staff seminar, Helsinki, Finland, 17.4.2009

Kuikkaniemi, K., Ruotsalo, T., Lin, R., Xiang, Y., Siikavirta, S., (2009). Future of Media 2025. Bit Bang-project spring seminar. Espoo,13.5.2009

3 Publications by HGO / BTH

3.1 Publications

Nacke, L., Nacke, A. & Lindley C.A. (n.d.) Brain Training for Silver Gamers: Game Medium Strongly Affects Challenge and Arousal for the Elderly. Accepted for journal publication in Cyberpsychology and Behavior.

Nacke, L. & Lindley C.A. (n.d.) Correlations between Immersion, Flow and Usability: Toward an integrative understanding of entertaining gameplay experiences. Submitted for journal publication in Entertainment Computing.

Drachen, A. & Nacke, L. (2009) Toward a Framework of Game Experience in Character-Based Games. Submitted for publication in DiGRA 2009: Breaking New Ground: Innovation in Games, Play, Practice and Theory.

Lindley, C. A., & Sennersten, C. C. (2006). Game Play Schemas: From Player Analysis to Adaptive Game Mechanics. In Proceedings of the 2006 international conference on Game research and development (CyberGames 2006) (pp. 47-53). Perth, Australia: Murdoch University.

Lindley C. A. & Sennersten C. C. (2006). A Cognitive Framework for the Analysis of Game Play: Tasks, Schemas and Attention Theory. In Proceedings of the Workshop on the Cognitive Science of Games and Game Play, 28th Annual Conference of the Cognitive Science Society (p. 2671).Vancouver, Canada.

Sennersten C., Alfredson J., Castor M., Hedström J., Lindahl B., Lindley C. A., & Svensson E. (2007). Verification of an Experimental Platform Integrating a Tobii Eyetracking System with the HiFi Game Engine (FOI-R-2227-SEISSN 1650-1942). Stockholm, Sweden: Swedish Defence Research Agency.

Nacke, L. (2007). The Fun of Gaming: Measuring the Human Experience of Game Enjoyment. In Reader of the Quo Vadis Conference. (pp. 66-67). Berlin, Germany: Aruba Studios.

Lindley C. A., Nacke L. & Sennersten C. (2007). What does it mean to understand gameplay?. In Ludic Engagement Designs for All (LEDA). Esbjerg, Denmark: Aalborg University.

Nacke, L., & Lindley, C. A. (2008). Flow and Immersion in First-Person Shooters: Measuring the player's gameplay experience. In Proceedings of the Conference on Future Play (pp.  81-88). Toronto, Ontario, Canada: ACM, New York, NY. doi: 10.1145/1496984.1496998.

Grimshaw, M., Lindley, C. A., & Nacke, L. (2008). Sound and Immersion in the First-Person Shooter: Mixed Measurement of the Player’s Sonic Experience. In Proceedings of AudioMostly, Conference on Interaction with Sound (pp. 9-15). Piteå, Sweden: Interactive Institute.

Lindley, C. A., Nacke, L., & Sennersten, C. C. (2008). Dissecting Play - Investigating the Cognitive and Emotional Motivations and Affects of Computer Gameplay. In Proceedings of CGAMES. Wolverhampton, UK: University of Wolverhampton.

Nacke, L., & Lindley, C. (2008). Boredom, Immersion, Flow - A Pilot Study Investigating Player Experience. In Proceedings of the IADIS Gaming 2008: Design for Engaging Experience and Social Interaction (pp. 103-107). Amsterdam, The Netherlands: IADIS Press.

Nacke, L., Lindley, C., & Stellmach, S. (2008). Log Who's Playing: Psychophysiological Game Analysis Made Easy through Event Logging. In Proceedings of the International conference on Fun and Games 2008, Lecture Notes In Computer Science 5294 (pp. 150-157). Eindhoven, The Netherlands: Springer-Verlag, Berlin, Heidelberg.

Sennersten C. & Lindley C. (2008). Evaluation of Real-time Eye Gaze Logging by a 3D Game Engine. In 12th IMEKO TC1 & TC7 Joint Symposium on Man Science & Measurement. Annecy, France.

Lindley, C. A., & Sennersten, C. C. (2008). Game Play Schemas: From Player Analysis to Adaptive Game Mechanics. Int. J. Comput. Games Technol., 2008(3), 1-7. doi: 10.1155/2008/216784.

Sennersten, C. & Lindley, C. (2009). An Investigation of Visual Attention in FPS Computer Gameplay. In Proceedings of the First International IEEE Conference in Serious Games and Virtual Worlds (VS-GAMES 2009), Coventry, UK: IEEE.

Nacke, L., Stellmach, S., Sasse, D., & Lindley, C. A. (2009). Gameplay Experience in a Gaze Interaction Game. In The 5th Conference on Communication by Gaze Interaction – COGAIN 2009: Gaze Interaction For Those Who Want It Most (pp. 49-54). Copenhagen, Denmark: The COGAIN Association.

Stellmach, S., Nacke, L., Dachselt, R., & Lindley, C. (2009). Trends and Techniques in Visual Gaze Analysis. In The 5th Conference on Communication by Gaze Interaction – COGAIN 2009: Gaze Interaction For Those Who Want It Most (pp. 89-93). Copenhagen, Denmark: The COGAIN Association.

Nacke, L. (2009). From Playability to a Hierarchical Game Usability Model. In Proceedings of the Conference on Future Play 2009 (pp. 11-12). Vancouver, BC, Canada: ACM, New York, NY.

Stellmach, S. (2009). Visual Analysis of Gaze Data in Virtual Environments. Unpublished master's thesis, Otto-von-Guericke-University, Magdeburg. Retrieved June 1, 2009, from http://gamescience.bth.se/research/publications/
Sennersten, C. (2008). Gameplay (3D Game Engine + Ray Tracing = Visual Attention through Eye Tracking). Unpublished licentiate thesis, Blekinge Institute of Technology, Karlshamn. Retrieved June 1, 2009, from http://gamescience.bth.se/research/publications/
Sasse, D. (2008). A Framework for Psychophysiological Data Acquisition in Digital Games. Unpublished master's thesis, Otto-von-Guericke-University, Magdeburg. Retrieved June 1, 2009, from http://gamescience.bth.se/research/publications/
Stellmach, S. (2007). A psychophysiological logging system for a digital game modification. Unpublished internship report, Otto-von-Guericke-University, Magdeburg. Retrieved June 1, 2009, from http://gamescience.bth.se/research/publications/
3.2 Presentations

Lindley, C. A., & Sennersten, C. C. (2006). “A Cognitive Framework for the Analysis of Game Play: Tasks, Schemas and Attention Theory”, Workshop on the Cognitive Science of Games and Game Play, The 28th Annual Conference of the Cognitive Science Society, July 26-29, 2006, Vancouver, Canada.

Lindley, C. A. (2006). “FUGA, the Fun of Gaming, an EU Research Project”, Research Track, Nordic Game 2006, Malmö, Sweden, September 19-20, 2006.

Lindley, C. A., & Sennersten, C. C. (2006). “Game Play Schemas: From Player Analysis to Adaptive Game Mechanics”, Joint International Conference on CyberGames and Interactive Entertainment (CGIE2006), Special Session of Game Artificial Intelligence, December 4-6, 2006, Perth, Western Australia.

Sennersten, C. (2006). Serious Games Summit Washington USA (Microsoft Academic All Star/research field and contributions) October 30-31, 2006.

Nacke, L. (2007). “The Fun of Gaming: Measuring the Human Experience of Game Enjoyment”, Quo Vadis Game Conference, 19-21 April 2007, Berlin, Germany.

Sennersten, C. (2007). “What can Eyetracking say about game design: Integrating a Tobii eyetracking system with the HiFi game engine”, HUMlab seminar, Umeå University, Sweden, October 2, 2007.

Lindley, C. A. (2007). “FUGA, the Fun of Gaming, an EU Research Project”, First World Game Culture Conference, Daegu, Korea, October 25-27, 2007.

Lindley, C. A. (2007). “What does it mean to understand gameplay?” Ludic Engagement Designs for All (LEDA), 28-30 November 2007, Aalborg University Esbjerg, Denmark.

Sennersten, C. (2007). Presentation at FOI Linköping - Machine System Interaction. April 15, 2007.

Sennersten, C. (2007). Presentation at FOI Kista-Stockholm. March 8, 2007.

Sennersten, C. (2007). Invited presentation at 2nd Scandinavian Workshop on Applied Eye-Tracking (SWAET 2007). Lund university. February 8-9, 2007.

Sennersten, C. (2008). Invited presentation at Mediteknikdagarna 2008, Linköping Universitet, Campus Norrköping, April 9-10, 2008.

Nacke, L. (2008). "Measuring players' experience of games and real-time simulations", invited research presentation at the iTEC08, Darmstadt, Germany, in the session "Serious Games" on track "Hot Topic: Games". November 6, 2008.

Nacke, L. (2008). "How eye tracking and psychophysiological data logging improves game design" (new scientific metrics for game design). Invited presentation at Fraunhofer IGD. Darmstadt, Germany. July 15, 2008.

Nacke, L. (2008). “Experimental game studies - What are those and why would you want to do them?” Invited lecture as part of the course "Forschungsgegenstand
Computerspiele" at the Institut für Publizistik, Mainz University, Mainz, Germany. July 9, 2008.

Nacke, L. (2008). “So, why would you want to be a game researcher?” Invited presentation at game developer Reakktor Media GmbH. Hannover, Germany. July 7, 2008.

Nacke, L. (2008). “Game Experience Research - How to gather valuable information from players.” Invited talk at the Institute for Media and Communication Research, TU Ilmenau, Germany. July 2, 2008.

Nacke, L. (2008). “Evaluating Game Usability - How game research will change the face of software applications.” Invited talk at the user interface colloquium. Computational visualistics/Software engineering group, University of Magdeburg. Magdeburg, Germany. June 30, 2008.

Nacke, L. (2008). "Future Game Design: Biofeedback and Player Experience", refereed
seminar presentation at Future Play 2008, Toronto, Canada. November 3, 
2008.

Lindley, C. A. (2008). Keynote Address: "Dissecting Play: Investigating the Cognitive and Emotional Motivations and Affects of Computer Gameplay", CGAMES08, Wolverhampton, UK, November 3-5, 2008.

Lindley, C. A. (2008). Invited Lecture: "Dissecting Play: Investigating the Cognitive and Emotional Motivations and Affects of Computer Gameplay", Virtual and Interactive Simulations of Reality(VISOR) Research Group, Department of Computing, Macquarie University, Sydney, Australia, October 2008.

Lindley, C. A. (2008). Invited Lecture: "Dissecting Play: Investigating the Cognitive and Emotional Motivations and Affects of Computer Gameplay", Creativity and Cognition Studios, University of Technology, Sydney, Australia, October 2008.

Lindley, C. A. (2008). “BTH Game and Media Arts Laboratory”, Blekinge Creativity and Technology Association, Karlshamn, May 20, 2008.

Nacke, L. (2008). “Flow and immersion in first-person shooters: measuring the player’s gameplay experience”. Presentation at Future Play 2008, Toronto, Canada.

Nacke, L. (2008). “Log Who’s Playing: Psychophysiological Game Analysis Made Easy through Event Logging”. Presentation at the 2nd international Conference on Fun and Games. Eindhoven, The Netherlands.

Nacke, L. (2008). “Boredom, Immersion, Flow - A pilot study investigating player experience”. Presentation at the IADIS International Conference Gaming 2008, Amsterdam, The Netherlands.

Nacke, L. (2008). “A Methodology for Psychophysiological Player Logging.” Position paper presented at the Nordic Game Research Network PhD Seminar: Game Research Methods, Aalborg, Denmark. June 18, 2008.

Nacke, L. (2008). Full day invited game research seminar: “Game Experience Logging - Tools and Techniques” in the course Game Design II 07 at the Games Academy GmbH. Berlin, Germany. June 12, 2008.

Nacke, L. (2008). “Focus on your players - Psychophysiological player experience logging as a powerful tool for gameplay analysis.” Presentation at the Quo Vadis German Game Developer Conference. Berlin, Germany. May 7, 2008.

Nacke, L. (2008). “Focus on your players - An approach to Game Design and Development” - Invited talk at the School of Future Entertainment. Karlshamn, Sweden. March 3, 2008.

Nacke, L. (2008). “Game Design and Player Emotions. Invited talk at FUGA mini-symposium at the Helsinki Institute for Information Technology (HIIT).” Helsinki (Espoo), Finland. April 24, 2008.

Nacke, L. (2009). “Next Generation Testing: Biometric Analysis of Player Experience”, presentation at the GDC Canada 2009, Vancouver, CA, in the track “Finalling”. May 12, 2009.

Nacke, L. (2009) From Playability to a Hierarchical Game Usability Model. Presentation at Future Play 2009 @ GDC Canada. 

Nacke, L. (2009). “Game Experience: Components and Methods of Measurement”, invited presentation at the second FUGA Mini Symposium at Helsinki Institute for Information Technology, Finland. April 3, 2009.

Nacke, L., Ambinder, M., Canossa, A., Drachen, A., Mandryk, R., Stach, T. (2009). Future Play Panel: “Game Metrics and Biometrics: The Future of Player Experience Research”. May 13, 2009. Conference on Future Play 2009.

Nacke, L. (2009). “Gameplay Experience in a Gaze Interaction Game”. Presentation at the 5th Conference on Communication by Gaze Interaction – COGAIN 2009. Copenhagen, Denmark. May 26, 2009.

Stellmach, S. (2009). “Trends and Techniques in Visual Gaze Analysis”. Presentation at the 5th Conference on Communication by Gaze Interaction – COGAIN 2009. Copenhagen, Denmark. May 26, 2009.

Waern, A., Breuer, J., Drachen, A., Nacke, L., Roque, L. (2009). “Experimental Game Research Panel.” Submitted for DiGRA 2009: Breaking New Ground: Innovation in Games, Play, Practice and Theory.

Nacke, L., Drachen, A., Korhonen, H., Kuikkaniemi, K., Niesenhaus, J., v. d. Hoogen, W., Poels, K., de Kort, Y., IJsselsteijn, W. (2009). “Playability and Game Experience Research.” Submitted for DiGRA 2009: Breaking New Ground: Innovation in Games, Play, Practice and Theory.

Klimmt, C., Kuikanniemi , K., Nacke, L., IJsselsteijn, W. (2009). “Game Design for Emotions: Experiments on the Game Experience”. Submitted as a panel proposal for GDC Europe 2009.

Drachen, A., Sørensen, J. R., Hultberg, M., Nacke, L., Canossa, A. (2009). “Advancing User Research in Game Development”. Submitted as a panel proposal for GDC Europe 2009.

4 Publications by HMTH

4.1 Publications

Hefner, D., Klimmt, C. & Vorderer, P. (2007). Identification with the player character as determinant of video game enjoyment. In L. Ma, R. Nakatsu & M. Rauterberg (Eds.), International Conference on Entertainment Computing 2007 (Lecture Notes in Computer Science 4740, S. 39-48). Berlin: Springer.

Klimmt, C., Hefner, D. & Vorderer, P. (in press). The video game experience as 'true' identification: A theory of enjoyable alterations of players' self-perception. Communication Theory.

Klimmt, C., Blake, C., Hefner, D. Vorderer, P., & Roth, C. (in press). Player performance, satisfaction, and video game enjoyment. Proceedings from ICEC 2009. Berlin: Springer.
Klimmt, C., Hefner, D., Vorderer, P., Roth, C., & Blake, C. (2009). Identification with Video Game Characters as Automatic Shift of Self-Perceptions. Submitted for publication in Media Psychology.

Klimmt, C., Hefner, D., Gollwitzer, M., Rothmund, T., & Vorderer, P. (2009). Implicit Measures and Media Effects Research: Challenges and Opportunities. Submitted for publication in D. A. Cai, E. L. Fink., & M. M. Turner (Eds.), Innovative Methods and Measures in Communication and Social Cognition.

4.2 Presentations at conferences, workshops, and seminars

Hefner, D., Klimmt, C. & Vorderer, P. (2006, September). ”Implizite Maße in der Rezeptionsforschung: Praktische Probleme und Erkenntnispotenziale”. Presentation held at the Annual Conferece of the German Communication Association (Divison Methods), 21.-23. September 2006, Zürich.

Klimmt, C. (2006, Dezember). Faszination von Computerspielen [Fascination of Digital Games]. Presentation held at the annual convention of the StateOffice of child-welfare of Lower-Saxony, December, 6th 2006, Hanover. 

Klimmt, C. (2007). Das Medium der Spaßgesellschaft – Zur Unterhaltsamkeit von Computerspielen [The medium oft he fun society: The enjoyment of video games]. Invited presentation at the University of Bonn, Germany, 14.11.2007.
Klimmt, C., Hefner, D. & Vorderer, P. (2007). ”Identification with media characters as temporary alteration of media users' self-concept", presentation held at the 57. Annual Conference of the International Communication Association (ICA, Mass Communication Division), May 24th - 28th, San Francisco.

Hefner, D., Klimmt, C. & Vorderer, P. (2007, September). ”Identification with the player character as determinant of video game enjoyment”, presentation held at the 6th  International Conference on Entertainment Computing (ICEC), 15.–17. September 2007, Shanghai.

Klimmt, C. (2008). Medienpsychologische Facetten von Online-Gaming: Spielspaß und Spielsucht (?) [Media psychology and online gaming: Fun of gaming and game addiction (?)] Invited presentation  at the University of Hamburg, Germany, , 25.01.2008

Hefner, D., Klimmt, C. & Roth, C. (2008, February). ”Identification with video game characters or "When I become that superhero": A theoretical model and the challenge to test it”, presentation held at the Conference When Media Environment Becomes Real, 04.-06. February 2008, Bern.

Klimmt, C. (2008). ”Games as Ideal-Self-simulators: Identity play and the fun of gaming”, FUGA Workshop mini-symposium, Helsinki, Finland, 24.4.2008

Klimmt, C. (2008, April). Stressmanagement und Entwicklungsarbeit: Positive Funktionen von Computerspielen für Jugendliche. [Stress management and developmental work: Positive functions of video games for adolescents] Presentation at the conference„Hauptsache Action! Computerspiele in der Jugendarbeit“ of the State Agency for Protection of Minors, Lower Saxony/Germany, April 23, 2008, Hannover.

Klimmt, C., Hefner, D., Vorderer, P. & Roth, C. (2008, Mai). ”Exploring the Complex Relationships between Player Performance, Self-Esteem Processes, and Video Game Enjoyment”; presentation held at the Annual Conference of the International Communication Association (ICA, Mass Communication Division)in der Mass Communication Division der 58. Jahrestagung der International Communication Association (ICA), 22.-26. Mai 2008, Montréal.

Klimmt, C., Hefner, D., Gollwitzer, M., Rothmund, T. & Vorderer, P. (2008, Juli). ”Implicit measures and media effects research: Challenges and opportunities”, presentation held at the Conference ” Methods and Measures for Communication and Cognition Research” of the National Communication Association (NCA), 10.-12. July 2008, College Park, Maryland.

Klimmt, C. (2008, September). ”Helden-Maschinen für daheim: Das Recycling überkommener Heldenvorstellungen in Computerspielen zum Zweck der Unterhaltung”, presentation held at the Conference „Die Helden-Maschine: Zur Tradition und Aktualität von Helden–Bildern“, Westfälisches Industriemuseum Dortmund, 24.-26. September 2008, Dortmund.

Klimmt, C. (2008, Oktober). Key dimensions of contemporary video game literacy: Towards a normative model of the competent digital gamer. Presentation at the conference “Future and Reality of Gaming 2008”, 17.-19.10. 2008, Vienna (attendance: scientific, 50)

Klimmt, C., Hefner, D. & Vorderer, P. (2008, November). ”Response to (interactive) media characters: Identification as altered self-perception”, presentation held at the 2nd European Communication Conference (ECREA), 25.-28. November 2008, Barcelona.
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