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Web of Science® 0

Scopus 4

Publications

1 Cardoso, E., Santos, D., Costa, D., Caçador, F., Antunes, A. & Ramos, R. (2017). Learning scorecard: monitor
and foster student learning through gamification. In Ciancarini, P., Poggi, F., Horridge, M., Zhao, J., Groza, T.,
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