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Games For Health Initiative - Goals

A The goal of the Games For Health is to Haigter and support a communityf researchers,
developers, and users of applications that use game, game technologies, and game development
talent to create entire new ways of improving the management, quality, and provision of healthcare
worldwide.

A As part of that goal Games For Health also plays a greater role in helping to organi&ecaterate
the adoption of computer games for a variety of challenges facing the world today.

A Associated with th&erious Games Initiativéocused on uses for games in explodifi@nagement
andleadership challengegcing the public sector. Part of its overall charter is to help forge

productive links between theelectronic game industrynd projects involving the use of
games in education, training, health, and public policy.




Games For Health Initiative - Interests

We are most interested in working to address four interrelated questions:
1. Can games improve the provision, and quality, of healthcare?

2. What existing and emerging game technologies (such as-maéfj virtual environments) might be
particularly useful when applied to healthcare issues? £ | Y LJf Sa @At 0SS RAAaOdz:

3. How can we expand the application of compubersed game technologies to face key challenges in
the healthcare sector?

4. How do we identify and proactively deal with any social, ethical, and/or legal issues that might arise
through the application of gambased tools to healthcare issues?




Games For Health Initiative - Players

A DavidRejeski is the Director, Foresight and Governance Project aMtoedrow Wilson
International Centefor Scholars in Washington, D.C.

A WWIC is a nonpartisan institution, supported by public and private funds, engaged in the study
of national and world affairs. The Center establishes and maintains a lively, neutral forum for free
and informed dialogue.

A Gaming Our Way to a Better Futuretp://www.changemakers.net/erus/node/1842)
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makerst0 improve their understanding of complex systemaswer their risk of

being surprised by unexpected events, and exercise corners of their minds seldom explored in
theirdayto-RI @ t A @Sa& dzyiAit I challengeithex[gameshaeat@i I ya &
use its creativity to develop sophisticated productdriaprove the vision, critical

thinking and problem solving skillia government; something that would benefit us
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Games For Health Initiative - Players

A Ben Sawyeris President obigitalmill Inc. a Portland, ME based consulting he helped found in
1997.Digitalmillhas worked on a number of game projects.

A Robert Wood Johnson Foundatiobhe mission of the Robert Wood Johnson Foundation is to
improve the health and health care of all Americans. Our goal is clear: To help society transform
itself for the better.

A Health Games Research: Advancing Effectiveness of Interactive Games for Health

The goal of the program is to advance the innovation, design and effectiveness of health
games and game technologies so that they help people improve their heddtted
behaviors and, as a result, achieve significantly better health outcomes.

T

Youthfocused video games (nutrition and physical activity)
Cognitive games (battling aging)

A Training tools for medical practice

A Disease selinanagement

A Fist response unit

T

http://www.rwif.org/applications/solicited/cfp.isp?ID=20001
http://www.rwif.org/newsroom/profiledetail.jsp?id=20993&typeid=150
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g a m e s
FOR HEALTH

Home

The Serious Games Initiative founded Garmes for
Health to develop a community and best practices
platfarm for the numerous games being built for

biealth care applications, To date the project has
brought togethe tchers, medical prof

and game developers to share information about th
impact games and game technologies can have on
bealth care and policy.

A We're planning close to 40 sessions including sessions on epidemiology in Watddcodift Game
Addiction, Nurse TrainingRehabitainmentexergamingand a special session with some of the biggest
companies in healthcare.

http://www.gamesforhealth.org/archives/000218.html
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Vancouver Vancouver Convention & Exhibition Centre, Canada, August 25-27, 2008
Convention

Center

A Papers related to the use of Virtual Reality in the following areas are solicited:
A Motor Rehabilitation

Brain Computer Interfaces

Rehabilitation Robotics arfthptics

Psychological and Environmental Rehabilitation

Vestibular and Balance Rehabilitation

Cognitive Rehabilitation

Telerehabilitation

Sociological, demographic and legal aspects of Virtual Rehabilitation

Regulatory, education and formative efforts to promote Virtual Rehabilitation

Novel applications of game consoles

To Do o Do o Do Io Do Do

http://www.caip.rutgers.edu/vrlab/iwvr/2008/index.html
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MMVR 1B conrerence D

MEDICINE MEETS VIRTUAL REALITY 16

A MMVR supports improved precision, efficiency, and outcomes in clinical diagnosis and therapy, medical
education, and public health. MMVR15 is designed as a forum for encouraging and sharing innovative
research on informatiofbased tools for clinical care and medical education.

Topics

A Stateof-the-art for biomedical simulation and its enabling technologlesptics tissue modeling,
and simulation

A Emerging tools for clinical diagnosis and therapy: imaging tools, data visualization and fusion
techniques, and robotics

A Intelligence networks for medical decisiomaking and patient care

Target AudiencePhysicians, Educators, Computer Technologists, IT Specialists, Military Medicine,
Biomedical Investors

http://nextmed.com/mmvr archive.html
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My Own Interests — Potential Collaboratos

Suzanne dé€astelle PhD Education, SFU

Contagions aimed at nineto 13year2 f Ra | yR A
all about contagious diseases like West Nile, HIV/AIDS

and the Avian flu. Dr. Jenson and her collaborator,
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of education, want preeens to learn how tdake

precautionary measures to stay healthy
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of Applied Arts and Technology in Toronto to develop

the software. While the end result is knowledge, the
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http://www.universityaffairs.cal/issues/2006/jan/ print/saving the world.html
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