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Check out the recent releases and publications from our GEM community! If you see an *,
that means the publication is in collaboration with a current or former student or by a
student!

Articles and Conference Papers

*Gandara, D. A, Nguyen, D. K, Suryanarayanan, K, Green, R., Honda, J., Puri, N., & Bauer, K.
N. (2022). Sensibility over urgency: Applying a prudent researcher standard to timelier
technology research. Industrial and Organizational Psychology, 15(3), 460-464.

*Kocurek, C. A, Mirghaderi, L, & Simon, S. (2022). Building Digital Dream Houses: An
Interview with Jesyca Durchin. ROMchip, 4(2). https://romchip.org/index.php/romchip-
journal/article/view/159

Kocurek, C. A. (2022, September). Sparklier Worlds: Understanding Games for Girls as Style
Intervention. In Proceedings of the 17th International Conference on the Foundations of
Digital Games (pp. 1-8). https://dl.acm.org/doi/abs/10.1145/3555858.3555872

Moller, A. C., Caio V. S, Lee, K. J,, Alon, D., & Lu, A. S. (2023). A comprehensive systematic
review and content analysis of active video game intervention research. Digital Health.
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