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Anime Studies: Media-Specific Approaches to Neon Genesis Evangelion, Bolim adi:(Combinatory

1. Play and Infinite Replay Underdefined Causality in the Neon Genesis Evangelion Anime Series
and Games) (2021)., CALIK BEDIR SELEN, Stockholm University Press, Editor:Jose? Andre?s
Santiago lIglesias, Ana Soler Baena, Basim sayisi:1, Sayfa Sayisi 394, ISBN:978-9-176-35167-3,
Ingilizce(Bilimsel Kitap), (Yayin No: 7320360)
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Yilmaz Kisa Film Festivali (On Juri), Mersin, (No: 346501)



