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GSGILS 2025

INTERNATIONAL CONGRESS ON

GAMIFICATION, SERIOUS GAMES
AND

INTELLIGENT LEARNING SYSTEMS >—

Play to Learn, Innovate to Impact

Bringing together researchers, educators, industry
professionals and innovators to shape the future of
game-based and intelligent learning.
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.4 on digital interactive

\/_ — learning in dental education

Join us in advancing the future of 7
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