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Professor Auxiliar Convidado
Department of Information Science and Technology (ISTA)

Integrated Researcher
ISTAR-Iscte - Information Sciences, Technologies and Architecture Research Centre (ISTA)
[Information Systems]

E-mail

Ifsrs11@iscte-iul.pt

Office D6.10

INFORMATION SYSTEMS DIRECTOR (CIO/CTO)

Proven Technical &amp; Management Expertise in a Career Spanning 25+ Years

Business management professional, and technically sophisticated with a solid career, reflecting strong leadership
qualifications, highly experience in banking, and CRM. Focused on the business needs, quality, high performance, budget
control, client satisfaction, and on the implementation of advanced technology and business solutions.

Ability to manage multiple projects, large teams of direct reports or cross-functional teams with professionalism. Extensive
international experience, with a deep understanding of diverse cultural teams and business practices (Luxembourg,
France, Netherlands, UK, Switzerland, Brazil, Luxembourg, Dubai, Denmark, and Spain).

Successfully completed numerous IT projects, including core banking systems, digital banking, support and business
applications, and data centers, infrastructure implementations, and migration projects. Other implementations have
included Siebel-CRM, MIS/OBIEE, multi-router systems, connectivity, and messaging integration with other systems and
partners. Strongly committed to deliver large-scale projects, business critical projects on time and under budget with high
quality and client satisfaction.

Lecture Strategic Management of Information Systems at ISCTE-IUL, Lisbon -Portugal.


mailto:lfsrs11@iscte-iul.pt

Education &amp; Credentials

. PhD in Computer Sciences, ISCTE, Lisbon, Portugal - 2016
. Advance Studies in Computer Sciences, ISCTE, Lisbon, Portugal - 2015
. Master Degree in Information Systems, ISEG, Lisbon, Portugal, 3 years of study - 2007 - 2010

. Postgraduate studies in Information Systems and Technologies for organizations, ISEG - Lisbon, Portugal, 1 year of
study - 2006 - 2007

. PAGE - Executive Advance Program in Economics and Business, Catholic University, Lisbon, Portugal, 1 year of study
- 1994-1995.

. Degree in Business Computer Science, ISLA, Lisbon, Portugal, 5 years of study - 1984 - 1989

Technical Certifications and acknowledgement:

« ITIL - Foundation Framework for Service Management - 2007

*  PMP - Project Management Professional

+  COBIT- Control Objectives for Information and Related Technology
+  CMMI - Capability Maturity Model Integration

. Accountant, member of Portugal TOC association - 1991

Honors / Awards

2013  IDC CIO Awards - “Product Search Engine”.

2012  IDC CIO Awards - “Gamification of Mutual Funds, a soccer game”.

2011  IDC CIO Awards - “White Label Partner solution for banks".

2012  Navegantes XXI Awards - ACEPI - Best Site/App Mobile for e-Commerce

2012  Navegantes XXI Awards - ACEPI - Best e-Commerce Site B2B

2011  Navegantes XXI Awards - ACEPI - Best Site/App Mobile for e-Commerce

2009  Oscars for Innovative Cards - SMS Guardian

2007  Global Finance Awards - Best Consumer Internet Bank

2007  Deloitte Investor Relations &amp; Governance Awards - Best Trading Platform

Research / Scientific articles

2017  Gamification to Teach and Assess Financial Education: A Case Study of Self-directed Bank Investors. 2018 Hawaii
International Conference on Education has been accepted for presentation (Accepted).

2017  Asoccer game in e-business? Playing seriously using e-banking with games characteristics. 2018 International
Conference on Electronics, Information and Communication (ICEIC 2018) (Accepted).

2017  Playing, Learning, Investing - a quiz game to improve the financial literacy of bank private investors. (Waiting for
publishing).

2017 How game elements and mechanics develop in website influence behavior to use and execute investments in e-
banking. (Waiting for publishing).

2017  How does the web game design influence the behavior of e-banking users? (Published by: Elsevier -Computer in
Human Behavior. DOI: 10.1016/j.chb.2017.04.034)

2016  Playing Seriously - How Gamification and social cues influence bank customers to use gamified e-business
applications. (Published by: Elsevier -Computer in Human Behavior. DOI: 10.1016/j.chb.2016.05.063).

2016  Gamification: A framework for designing software in e-banking. (Published by: Elsevier - Computers in Human
Behavior (2016), pp. 620-634. DOI information: 10.1016/j.chb.2016.04.035).

2016  Does ease-of-use contributes to the perception of enjoyment? A case of gamification in e-banking. (Published by:
Elsevier - Computers in Human Behavior (2016), pp. 114-126. DOI information: 10.1016/j.chb.2016.03.015).

2014  Gamification in banking: A case study of methodological approach in the software development (Publicado: CAPSI).
2014  Introduction of a game design in e-Banking - thinking of business while playing in a virtual environment (Published
by: Inter-Disciplinary.Net, Cyber culture).

2014  Gamification: The importance of users in the development process in e-business (Published by: ACM- Association
for Computing Machinery).

2014  The design of the e-banking with game features (Published by: ACM- Association for Computing Machinery).
2013 The adoption of Gamification in e-banking (Published by: ACM- Association for Computing Machinery).



2013

How to develop financial applications with game features in e-banking? (Published by: ACM- Association for
Computing Machinery).

Scientific article reviewer:

2016
2015
2014
2016
2016

Future Smart Cities: Overview and Key Challenges. IEEE Potentials
Inadequate Software Testing Can Be Disastrous. IEEE Potentials
Gamification and Service Marketing. SpringerPlus, SpringerOpen Journal.
Elsevier Editorial System for Journal of Systems and Software

Elsevier Editorial System for Computer and Human Behavior

Research Interests

Tecnology Information Systems

Gamification

Carbon Footprint

Data Science

Software Design

Software Developing

Al

Project Management

IT Planning and strategic management

Education and Literacy

Academic Qualifications

University/Institution Type Degree

ISCTE

PhD Doutoramento Ciencias e
Tecnologias de Informacgdo

ISEG M.Sc. Gestdo de Informacgdo

ISEG Post-graduation Gestdo de Informacgdo

Universidade Catolica Post-graduation PAGE - Programa Avancado de
Gestao

ISLA Licenciate Informatica de Gestao

Period

2016

2006

2004

1995

1989



Teaching Activities

Teaching Year

2025/2026

2025/2026

2025/2026

2025/2026

2025/2026

2025/2026

2024/2025

202472025

2024/2025

2024/2025

2024/2025

2024/2025

2024/2025

2023/2024

2023/2024

2023/2024

2023/2024

Sem.

20

20

20

1°

’IO

10

20

20

20

1°

’IO

’IO

‘|0

20

20

‘|0

’IO

Course Name

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information System Design

Information Systems Management

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Information System Design

Information Systems Management

Strategic Management and
Organizational Information Systems

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Degree(s)

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Master Degree in Information
Systems Management;

Master Degree in Computer
Engineering;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Master Degree in Information
Systems Management;

Master Degree in Computer
Engineering;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Coord

No
No
No
No

No
No

Yes
No
No
Yes
No

No
No

Yes
No
Yes

No


https://fenix-mais.iscte-iul.pt/courses/00513-1128927858788258
https://fenix-mais.iscte-iul.pt/courses/03748-1128927858788016
https://fenix-mais.iscte-iul.pt/courses/00513-1128927858788258
https://fenix-mais.iscte-iul.pt/courses/03748-1128927858788016

2023/2024

2022/2023

2022/2023

2022/2023

2022/2023

2022/2023

2021/2022

2021/2022

2021/2022

2021/2022

2020/2021

2020/2021

2020/2021

2020/2021

2020/2021

2019/2020

2019/2020

2019/2020

20

20

10

’IO

’IO

20

20

’IO

1°

20

20

’IO

’IO

’IO

20

’IO

‘IO

Information System Design

Strategic Management and
Organizational Information Systems

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Information System Design

Strategic Management and
Organizational Information Systems

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Strategic Management and
Organizational Information Systems

Seminar on Information Systems
Development

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Information Technology and
Knowledge Management

Strategic Management and
Organizational Information Systems

Strategic Management and
Organizational Information Systems

Information Technology and
Knowledge Management

Master Degree in Information
Systems Management;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Master Degree in Information
Systems Management;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

Master Degree in Information
Systems Management;

Post Graduation Program in Applied
Informatics to the Organizations;

Post Graduation Program in Applied
Informatics to the Organizations;

No

No

No

No

No

No

Yes

No

Yes

No

Yes

No

Yes

No

No

Yes

Yes

No


https://fenix-mais.iscte-iul.pt/courses/00513-1128927858788258
https://fenix-mais.iscte-iul.pt/courses/00513-1128927858788258

Supervisions

¢ M.Sc. Dissertations
- Ongoing

10

11

12

Student Name

Gabriel Gongalves
Benevides de Souza

Julio Cesar Bozzo

Cristiana Beatriz da Silva
Leal Vieira de Moura

Luis Miguel Gongalves
Loureiro

Rita Maria Mata

Constantino

Nuno Miguel Neves Silva

Jodo Pedro dos Santos
Ferro

Rodrigo Jodo Traguil Costa

Ricardo Jodo de Oliveira
Cadaval da Rocha

Ana Margarida Alberto
Mendes

Tomas Pessoa Marques
Pinheiro Alves

Jodo Anténio Silva Paz
Lopes

Title/Topic

Koda: Plataforma de
Avaliacdo Automatica e
Gamificada para o Ensino
de Programacdo

Aplicagdo de IA para
Otimizacdo da Gestdo de
Estoque no Varejo
Farmacéutico: Com
Variaveis Externas para
Andlise Preditiva

Proposta de um Modelo
de Gestdo de Risco de
Tecnologias de
Informacdo no Setor
Bancario

GGWP: A proxima play da
Gestdo nos Esports

O Dilema da Partilha:
Adesdo ao Carpooling na
Forca Aérea

Modelo Integrador do ITIL,
ISO 27001 e NIS2 para
Organizag8es Criticas

Aplicacao de modelos de
linguagem e
aprendizagem automatica
na melhoria do
encaminhamento e
atribuicdo de tarefas em
contextos empresariais

Factors that impact the
perceived value of a sports
club’s brand

Resilience of Information
Systems: A Qualitative
Systematic Review
(2019-2025)

Capsule Hotels in
Portugal: Market Potential
from a Consumer
Perspective

The impact of
digitalisation on hotel
customer loyalty: The role
of Al-enabled services

Quais sdo os drivers que
orientam a Transformacao
Digital no Supply Chain?

Language

Status

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Developing

Institution

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte



13 Rafael Alexandre Pires
Reto

- Concluded

Student Name

1 Samuel Alexandre
Rebelo Azevedo

2 Marcelo Félix
Frutuoso

3 Dilberto lamadu Jau

4 Bruno Filipe Martins
Pegado Andrade

5 José Miguel Couto
Nunes Rosa

6 Giovanna Damasceno
Moreira

7 Danielson Nataniel de
Pina Ribeiro

8 Dario Tito dos Santos

Silva Precioso

9 Ana Filipa Viana
Nunes
10 Rita Alexandra

Ferreira Domingues

11 Alexandra Mendes da
Fonseca
12 Bernardo Santana

Caeiro

O Impacto da
Desmaterializacdo de
recibos/faturas nos Drive
Throughts em Portugal:
Um Estudo sobre a
Aceita¢do e Beneficios do
Formato Digital

Title/Topic

Technological Factors Driving
the Adoption of Fintech in the
Post-COVID-19 Pandemic: A
Qualitative Analysis with
Leximancer

Carbon Footprint: What
concepts should be included
when developing a carbon
footprint calculation
application

Factors influencing the
adoption of electronic transfer
operations between Portugal
and Guinea-Bissau

CarbonTracker: Measure and
improve awareness of the
carbon footprint by developing
an App

Carbon Clarity: Empowering
Sustainability Choices in
Organizations.

Key factors for knowledge
transfer in cloud computing
projects

Gamification as an
organizational belonging
potentializer for outsourced IT
consultants.

Cyber Sailor: the
Communications and
Information Systems staff to
ensure Command and Control
of tomorrow's naval military
operations

Web design impact on the
clothing sector

Gamification: Eating Better

The impact of the covid-19
pandemic on transformation
digital banking in Iberian
Peninsula

Forex Trading Platform

Language

Portuguese

Portuguese

Portuguese

Portuguese

English

English

Portuguese

English

Portuguese

Portuguese

Portuguese

Portuguese

Developing

Institution

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Concluding
Year

2025

2024

2024

2024

2024

2024

2023

2022

2022

2022

2022

2021



13 Vanessa Sofia Pinto
Marques

14 Inés Couto de Sousa
Tavares da Silva

15 Simao de Serpa
Zanatti Zuzarte
Saraiva

16 Hélio José Cavudissa

17 Pedro Leonardo

Rodrigues Fernandes

18 Nuno Miguel de Jesus
Grilo Cavalheiro

19 Miguel Anténio
Tavares dos Santos
Afonso

20 Catia Andreia Gourgel
Henriques

21 Fabio Pontes Damil

¢ M.Sc. Final Projects
- Concluded

Student Name

1 Marco Rafael Rego
Cascalheira
2 Ania Catarina

Lourenco Vitorino

The impact of a mobile
application on the teaching of
history for secondary school
students

Negative effects and
limitations of gamification
between 2005 and 2020: a
systematic literature review

Easy Tax: A solution for fiscal
iliteracy of portuguese young
people

Teaching Software Prototype
for University supportin
Angola.(Fala Comigo)

Information system for
identification and localization
of products in supermarkets

Cultural heritage gamification
and its effects on the tourist
satisfaction

Job Search on the Web:
Platform for aggregation of job
offers and acceptance of these
offers in the job market.

"Brincar com os sons":
Introducdo da TIC na terapia
dafala

The importance of technology
in creating reading habits.

Title/Topic

Enhancing the Consumer
Experience on Digital
Platforms with a Diversified
Offering

IT Performance Monitor:
Intelligent Resource
Management in an Information
S¥stems Department: KPIs and
Allocation Forecasts in
Organizational Governance.

Portuguese

Portuguese

Portuguese

Portuguese

Portuguese

English

Portuguese

Portuguese

Portuguese

Language

Portuguese

Portuguese

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Iscte

Institution

Iscte

Iscte

2020

2020

2020

2020

2020

2019

2018

2018

2018

Concluding
Year

2025

2024

Total Citations

Web of Science®

Scopus

615

653



Publications

e Scientific Journals
- Scientific journal paper

Fonseca, A., Rodrigues, L. F. & Alturas, B. (2024). Digital transformation in Portuguese banking: Impact of the
COVID-19 pandemic. The Bottom Line. 37 (4), 381-402

- Times Cited Web of Science®: 1

- Times Cited Scopus: 1

- Times Cited Google Scholar: 1

Rodrigues, L. F., Oliveira, A. & Rodrigues, H. (2023). Technology management has a significant impact on
digital transformation in the banking sector. International Review of Economics and Finance. 88, 1375-1388
- Times Cited Web of Science®: 22

- Times Cited Scopus: 32

- Times Cited Google Scholar: 54

Rodrigues, L. F., Oliveira, A. & Rodrigues, H. (2019). Main gamification concepts: a systematic mapping study.
Heliyon. 5 (7), 1-13

- Times Cited Web of Science®: 95

- Times Cited Scopus: 109

- Times Cited Google Scholar: 233

Rodrigues, L. F., Oliveira, A., Rodrigues, H. & Costa, C. J. (2019). Assessing consumer literacy on financial
complex products. Journal of Behavioral and Experimental Finance. 22, 93-104

- Times Cited Web of Science®: 39

- Times Cited Scopus: 30

- Times Cited Google Scholar: 72

Rodrigues, L. F., Costa, C. & Oliveira, A. (2017). How does the web game design influence the behavior of e-
banking users?. Computers in Human Behavior. 74, 163-174

- Times Cited Web of Science®: 59

- Times Cited Scopus: 57

- Times Cited Google Scholar: 112

Rodrigues, L. F., Oliveira, A. & Costa, C. J. (2016). Does ease-of-use contributes to the perception of enjoyment?
A case of gamification in e-banking. Computers in Human Behavior. 61, 114-126

- Times Cited Web of Science®: 165

- Times Cited Scopus: 159

- Times Cited Google Scholar: 317

Rodrigues, L. F., Oliveira, A. & Costa, C. J. (2016). Playing seriously: how gamification and social cues influence

bank customers to use gamified e-business applications. Computers in Human Behavior. 63, 392-407
- Times Cited Web of Science®: 144

- Times Cited Scopus: 148

- Times Cited Google Scholar: 278

Rodrigues, L. F., Costa, C. J. & Oliveira, A. (2016). Gamification: a framework for designing software in e-
banking. Computers in Human Behavior. 62, 620-634

- Times Cited Web of Science®: 59

- Times Cited Scopus: 66

- Times Cited Google Scholar: 146

¢ Books and Book Chapters
- Book author


https://ciencia.iscte-iul.pt/publications/digital-transformation-in-portuguese-banking-impact-of-the-covid-19-pandemic/104779
https://ciencia.iscte-iul.pt/publications/digital-transformation-in-portuguese-banking-impact-of-the-covid-19-pandemic/104779
https://ciencia.iscte-iul.pt/publications/technology-management-has-a-significant-impact-on-digital-transformation-in-the-banking-sector/97255
https://ciencia.iscte-iul.pt/publications/technology-management-has-a-significant-impact-on-digital-transformation-in-the-banking-sector/97255
https://ciencia.iscte-iul.pt/publications/main-gamification-concepts-a-systematic-mapping-study/60901
https://ciencia.iscte-iul.pt/publications/main-gamification-concepts-a-systematic-mapping-study/60901
https://ciencia.iscte-iul.pt/publications/assessing-consumer-literacy-on-financial-complex-products/57140
https://ciencia.iscte-iul.pt/publications/assessing-consumer-literacy-on-financial-complex-products/57140
https://ciencia.iscte-iul.pt/publications/how-does-the-web-game-design-influence-the-behavior-of-e-banking-users/37250
https://ciencia.iscte-iul.pt/publications/how-does-the-web-game-design-influence-the-behavior-of-e-banking-users/37250
https://ciencia.iscte-iul.pt/publications/does-ease-of-use-contributes-to-the-perception-of-enjoyment-a-case-of-gamification-in-e-banking/28512
https://ciencia.iscte-iul.pt/publications/does-ease-of-use-contributes-to-the-perception-of-enjoyment-a-case-of-gamification-in-e-banking/28512
https://ciencia.iscte-iul.pt/publications/playing-seriously-how-gamification-and-social-cues-influence-bank-customers-to-use-gamified-e/29163
https://ciencia.iscte-iul.pt/publications/playing-seriously-how-gamification-and-social-cues-influence-bank-customers-to-use-gamified-e/29163
https://ciencia.iscte-iul.pt/publications/gamification-a-framework-for-designing-software-in-e-banking/28885
https://ciencia.iscte-iul.pt/publications/gamification-a-framework-for-designing-software-in-e-banking/28885

LUIS FILIPE RODRIGUES, Oliveira, A. & Rodrigues, H. (2022). Jogos Sérios - A Arte de Gamificar. Lisboa. Causa
das Regras.

- Book chapter

LUIS FILIPE RODRIGUES, Costa, C., Oliveira, A. & Costa, C. (2015). The Introduction of Game Design in E-
Banking: Thinking of Business while Playing in a Virtual Environment. In Sabine Baumann and Monica Flegel
(Ed.), All the World's a Stage: Theorizing and Producing Blended Identities in a Cybercultural World. (pp. 87-
100). Oxford, UK: BRILL.

¢ Conferences/Workshops and Talks
- Publication in conference proceedings

Rodrigues, L. F., Oliveira, A. & Rodrigues, H. (2023). e-Banking usage by generations X, Y, and Z. In Ahram, T.,
and Karwowski, W. (Ed.), Application of Emerging Technologies (AHFE 2023). (pp. 234-246). Honolulu, Hawaii:

AHFE Open Access.
- Times Cited Google Scholar: 4

2 Rodrigues, L. F., Rodrigues, H. & Oliveira, A. (2022). In times of pandemic - How generation XYZ looks digital
banking. In Ahram, T., and Falcdo, C, (Ed.), Usability and User Experience (AHFE 2022). (pp. 458-466). New
York: AHFE Open Access.

- Times Cited Google Scholar: 7

3 Fonseca, A. & Rodrigues, L. F. (2022). O impacto da pandemia de Covid-19 na transformacdo digital na area da
banca em Portugal. In 222 Conferéncia da Associagdo Portuguesa de Sistemas de Informagdo (CAPSI 2022) .
(pp. 69-89). Santiago - Cabo Verde: Associacao Portuguesa de Sistemas de Informacao.

4 Rodrigues, L. F., Oliveira, A., Costa, C. J. & Rodrigues, H. (2018). Gamification to teach and assess financial
education: a case study of self-directed bank investors. In Andrew Burge (Ed.), 17th Annual Hawaii
International Conference on Education. (pp. 1851-1882). Honolulu
- Times Cited Google Scholar: 8

5 LUIS FILIPE RODRIGUES, Oliveira, A., Costa, C. & Rodrigues, H. (2018). Games and business: human factors in
gamified applications. In Tareq Ahram (Ed.), Advances in Human Factors in Wearable Technologies and Game
Design. AHFE 2018. Advances in Intelligent Systems and Computing. (pp. 318-324). Orlando: Springer
International Publishing AG.

- Times Cited Scopus: 3
- Times Cited Google Scholar: 5

6 Damil, F., Rodrigues, L. & Oliveira, A. (2018). What are the main themes to conceptualize a nice reading
technological support for children?. In Luis Gdmez Chova; Agustin Lépez Martinez; Ignacio Candel Torres (Ed.),
11th annual International Conference of Education, Research and Innovation, CERI2018. (pp. 9054-9060).
Seville: IATED Academy.

7

Rodrigues, L., Costa, C. & Oliveira, A. (2014). Gamification: The using of user discussion groups in the software
development in e-banking. In Carlos J. Costa, Manuela Aparicio (Ed.), ISDOC 2014: Proceedings of the
International Conference on Information Systems and Design of Communication. (pp. 27-34). Lisboa: ACM.

- Times Cited Web of Science®: 5

- Times Cited Scopus: 1

- Times Cited Google Scholar: 6

10


https://ciencia.iscte-iul.pt/publications/jogos-serios---a-arte-de-gamificar/90370
https://ciencia.iscte-iul.pt/publications/jogos-serios---a-arte-de-gamificar/90370
https://ciencia.iscte-iul.pt/publications/the-introduction-of-game-design-in-e-banking-thinking-of-business-while-playing-in-a-virtual/84086
https://ciencia.iscte-iul.pt/publications/the-introduction-of-game-design-in-e-banking-thinking-of-business-while-playing-in-a-virtual/84086
https://ciencia.iscte-iul.pt/publications/the-introduction-of-game-design-in-e-banking-thinking-of-business-while-playing-in-a-virtual/84086
https://ciencia.iscte-iul.pt/publications/the-introduction-of-game-design-in-e-banking-thinking-of-business-while-playing-in-a-virtual/84086
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-generations-x-y-and-z/98743
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-generations-x-y-and-z/98743
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-generations-x-y-and-z/98743
https://ciencia.iscte-iul.pt/publications/in-times-of-pandemic---how-generation-xyz-looks-digital-banking/89829
https://ciencia.iscte-iul.pt/publications/in-times-of-pandemic---how-generation-xyz-looks-digital-banking/89829
https://ciencia.iscte-iul.pt/publications/in-times-of-pandemic---how-generation-xyz-looks-digital-banking/89829
https://ciencia.iscte-iul.pt/publications/o-impacto-da-pandemia-de-covid-19-na-transformacao-digital-na-area-da-banca-em-portugal/96869
https://ciencia.iscte-iul.pt/publications/o-impacto-da-pandemia-de-covid-19-na-transformacao-digital-na-area-da-banca-em-portugal/96869
https://ciencia.iscte-iul.pt/publications/o-impacto-da-pandemia-de-covid-19-na-transformacao-digital-na-area-da-banca-em-portugal/96869
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47622
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47622
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47622
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48847
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48847
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48847
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48847
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53458
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53458
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53458
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53458
https://ciencia.iscte-iul.pt/publications/gamification-the-using-of-user-discussion-groups-in-the-software-development-in-e-banking/16987
https://ciencia.iscte-iul.pt/publications/gamification-the-using-of-user-discussion-groups-in-the-software-development-in-e-banking/16987
https://ciencia.iscte-iul.pt/publications/gamification-the-using-of-user-discussion-groups-in-the-software-development-in-e-banking/16987

10

11

- Talk

Rodrigues, L., Costa, C. & Oliveira, A. (2014). How gamification can influence the webdesign and the customer
to use the e-banking systems. In Carlos J. Costa, Manuela Aparicio (Ed.), ISDOC 2014: Proceedings of the

International Conference on Information Systems and Design of Communication. (pp. 35-44). Lisboa: ACM.
- Times Cited Web of Science®: 26

- Times Cited Scopus: 23

- Times Cited Google Scholar: 50

Rodrigues, L., Costa, C. & Oliveira, A. (2014). Gamificacdo na Banca: estudo de caso da abordagem
metodolégica no desenvolvimento do software. In R. Quaresma, J. Samartinho (Ed.), Atas da 14® Conferéncia
da Associacdo Portuguesa de Sistemas de Informacdo (CAPSI 2014). Santarém: APSI.

Rodrigues, L. F., Costa, C. J. & Oliveira, A. (2013). How to develop financial applications with game features in e-
banking?. In Costa, C. J., and Aparicio, M. (Ed.), ISDOC '13: Proceedings of the 2013 International Conference
on Information Systems and Design of Communication . (pp. 124-134). Lisboa: Association for Computing
Machinery.

- Times Cited Scopus: 2

- Times Cited Google Scholar: 9

Rodrigues, L. F., Costa, C.]. & Oliveira, A. (2013). The adoption of gamification in e-banking. In Costa, C. J., and
Aparicio, M. (Ed.), ISDOC '13: Proceedings of the 2013 International Conference on Information Systems and

Design of Communication. (pp. 47-55). Lisboa: Association for Computing Machinery.
- Times Cited Scopus: 22
- Times Cited Google Scholar: 74

LUIS FILIPE RODRIGUES, Oliveira, A. & Rodrigues, H. (2023). E-banking usage by Gen X, Y, and Z generations.
2023 AHFE International Conference on Human Factors in Design, Engineering, and Computing (AHFE 2023
Hawaii Edition).

- Times Cited Google Scholar: 5

LUIS FILIPE RODRIGUES, Oliveira, A., Costa, C. & Rodrigues, H. (2018). Games &amp; Business: Human factors
in gamified applications. Ciéncia 2018 - Encontro com a Ciéncia e Tecnologia em Portugal.

LUIS FILIPE RODRIGUES, Oliveira, A., Rodrigues, H. & Costa, C. (2018). Games and Business: Human Factors in
Gamified Applications. 9th International Conference on Applied Human Factors and Ergonomics (AHFE 2018).

LUIS FILIPE RODRIGUES, Oliveira, A., Costa, C. & Rodrigues, H. (2018). Human factors in gamified applications.
Ciéncia 2018 - Encontro com a Ciéncia e Tecnologia em Portugal.

LUIS FILIPE RODRIGUES, Oliveira, A., Costa, C. & Rodrigues, H. (2018). Gamification to teach and assess
financial education: A case study of self-directed bank investors. 17th Annual Hawaii International Conference
on Education.

Damil, F., LUIS FILIPE RODRIGUES & Oliveira, A. (2018). What are the Main Themes to Conceptualize a Nice
Reading Technological Support for Children?. ICERI2018 - 11th International Conference of Education,
Research and Innovation.

11


https://ciencia.iscte-iul.pt/publications/how-gamification-can-influence-the-webdesign-and-the-customer-to-use-the-e-banking-systems/16989
https://ciencia.iscte-iul.pt/publications/how-gamification-can-influence-the-webdesign-and-the-customer-to-use-the-e-banking-systems/16989
https://ciencia.iscte-iul.pt/publications/how-gamification-can-influence-the-webdesign-and-the-customer-to-use-the-e-banking-systems/16989
https://ciencia.iscte-iul.pt/publications/gamificacao-na-banca-estudo-de-caso-da-abordagem-metodologica-no-desenvolvimento-do-software/20851
https://ciencia.iscte-iul.pt/publications/gamificacao-na-banca-estudo-de-caso-da-abordagem-metodologica-no-desenvolvimento-do-software/20851
https://ciencia.iscte-iul.pt/publications/gamificacao-na-banca-estudo-de-caso-da-abordagem-metodologica-no-desenvolvimento-do-software/20851
https://ciencia.iscte-iul.pt/publications/how-to-develop-financial-applications-with-game-features-in-e-banking/11887
https://ciencia.iscte-iul.pt/publications/how-to-develop-financial-applications-with-game-features-in-e-banking/11887
https://ciencia.iscte-iul.pt/publications/how-to-develop-financial-applications-with-game-features-in-e-banking/11887
https://ciencia.iscte-iul.pt/publications/how-to-develop-financial-applications-with-game-features-in-e-banking/11887
https://ciencia.iscte-iul.pt/publications/the-adoption-of-gamification-in-e-banking/11888
https://ciencia.iscte-iul.pt/publications/the-adoption-of-gamification-in-e-banking/11888
https://ciencia.iscte-iul.pt/publications/the-adoption-of-gamification-in-e-banking/11888
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-gen-x-y-and-z-generations/98742
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-gen-x-y-and-z-generations/98742
https://ciencia.iscte-iul.pt/publications/e-banking-usage-by-gen-x-y-and-z-generations/98742
https://ciencia.iscte-iul.pt/publications/games-amp-business-human-factors-in-gamified-applications/53421
https://ciencia.iscte-iul.pt/publications/games-amp-business-human-factors-in-gamified-applications/53421
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48846
https://ciencia.iscte-iul.pt/publications/games-and-business-human-factors-in-gamified-applications/48846
https://ciencia.iscte-iul.pt/publications/human-factors-in-gamified-applications/48775
https://ciencia.iscte-iul.pt/publications/human-factors-in-gamified-applications/48775
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47621
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47621
https://ciencia.iscte-iul.pt/publications/gamification-to-teach-and-assess-financial-education-a-case-study-of-self-directed-bank-investors/47621
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53455
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53455
https://ciencia.iscte-iul.pt/publications/what-are-the-main-themes-to-conceptualize-a-nice-reading-technological-support-for-children/53455

