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Highlights 

 First empirical evidence of in-vivo positive mood in gaming 

 Contextually-relevant paradigm for exploring gaming outcomes 

 Use of a custom-made Smartphone App to model context effects in gaming 

  



Download English Version:

https://daneshyari.com/en/article/6860993

Download Persian Version:

https://daneshyari.com/article/6860993

Daneshyari.com

https://daneshyari.com/en/article/6860993
https://daneshyari.com/article/6860993
https://daneshyari.com

