2025 IEEE Conference on Serious
Games and Applications for
Health (SeGAH 2025)

Manchester, United Kingdom
6-8 August 2025

.O I E E E IEEE Catalog Number: CFP25SEG-POD
° ISBN: 979-8-3315-9920-1



Copyright © 2025 by the Institute of Electrical and Electronics Engineers, Inc.
All Rights Reserved

Copyright and Reprint Permissions: Abstracting is permitted with credit to the source.
Libraries are permitted to photocopy beyond the limit of U.S. copyright law for private
use of patrons those articles in this volume that carry a code at the bottom of the first
page, provided the per-copy fee indicated in the code is paid through Copyright
Clearance Center, 222 Rosewood Drive, Danvers, MA 01923.

For other copying, reprint or republication permission, write to IEEE Copyrights
Manager, IEEE Service Center, 445 Hoes Lane, Piscataway, NJ 08854. All rights
reserved.

*** This is a print representation of what appears in the IEEE Digital
Library. Some format issues inherent in the e-media version may also
appear in this print version.

IEEE Catalog Number: CFP25SEG-POD
ISBN (Print-On-Demand): 979-8-3315-9920-1
ISBN (Online): 979-8-3315-9919-5
ISSN: 2330-5649

Additional Copies of This Publication Are Available From:

Curran Associates, Inc
57 Morehouse Lane
Red Hook, NY 12571 USA

Phone: (845) 758-0400

Fax: (845) 758-2633

E-mail: curran@proceedings.com
Web: www.proceedings.com

com

proceedings



TABLE OF CONTENTS

Al-Powered Interactive Dashboard: Using Machine Learning and Visual Analytics for Non-Cardiac
SUIZETY DECISION SUPPOTL....eviriiiuiiuiitirtintintteteettetet et s bttt e et et et et sbe bt e bt st eas e s et e saeebesbeebeeat et enbenaestenbesueennens 1
Sussan Anukem, Lovelyn Ozougwu, Grace Ataguba, Evangelos Milos, Rita Orji

Gamified Augmented Reality for Enhancing Cognitive Function and Social Participation in
DemENtia PAIENS ......c.cotiiiiiriiitiiteeeee ettt ettt b bttt b et b ettt ae bt ebe e eae 9
Hanchun Huang, Hsiao Wen Chuang

Design, Implementation and Evaluation of a Gamified Mobile App for Long-Term Behavior

L] F:1 1 To{ USSPt 16
Christoph Aigner, Vanesa Basheva, René Baranyi, Carina Arnberger, Sylvia Winkler, Thomas
Grechenig

AR-Based Dancing Intervention for Physical ACtIVIEY........cccveriiriirienieieeieee ettt 23

Ifeanyi Odenigbo, Alaa Alslaity, Gerry Chan, Makuochi Samuel Nkwo, Rita Orji

A Proposal for a Mobile Application Pipeline for Posture-Based Muscle Rehabilitation at Home.................... 31
Julio Castro Lopes, Isaac Van-Deste, Rui Pedro Lopes

Human-Centred Artificial Intelligence: Pilot Design of a Virtual Patient ...........c.ccocvvererveeiienenenicninenienennns 36
Juliana Samson, Petros Lameras, Natasha Taylor, Nikki Holliday, Michelle Castleberry,
Szabolcs Arnoczki, Rosie Kneafsey

Which Part Makes it Work? Mechanism Exploration Through Feature Comparison in a Healthcare-

ReEIAted SEIIOUS GAIMIE ..ottt ettt ettt b et ea et e e st e et e e bt eates e et e te st e et e ebeebeeseentensesbeateebeeneeneans 44
Pat Healy, Isabelle Malizio, Angeline Pho, Kai-Lin You, Andrew Xu, Teresa Hagan Thomas,
Dmitriy Babichenko

Boozy Gears: A Persuasive Game for Discouraging Drunk DIiving.........cccceeeeeiiiienienieneeeeieeeeecesiceeeene 52

Soham Sen, Oladapo Oyebode, Chinenye Ndulue, Rita Orji

Designing Immersive Healing: Exploring Extended Reality Game-Based Intervention Elements for
Mental HEAIth ......c..oiiiiiiiiiiicice ettt 59
Franz Coelho, Ana Maria Abreu

A Serious Game for Bone Cancer Awareness and Education: Integrating Simulated User Feedback

for Preliminary VALIAAtION ...........cccveiieiiiiiiiiiceccttete ettt ettt e be e e s et ste e teesbeesseesaessaessaessaesseesseensesssenns 67
Leonardo Gongalves Marques, Juliana Amaral De Figueiredo, Jodo Vitor Vieira Lira, Maria
Andréia Formico Rodrigues

Extending Digital Phenotyping Analysis with Contextual Data in mHealth Applications for Bipolar

DISOTACT PEOPIE ...ttt ettt b e bt et et s e b s bt sb e bt et eet e e e b e sbe st e e bt sbeeanens 75
Abel Gonzalez Mondéjar, Livia Lutz Dos Santos, Greis Francy M. Silva-Calpa, Elie
Cheniaux, Daniel C. Mograbi

An Exploratory Study of STEM Odyssey: A Game for Stress Management in STEM Students ..........c..ccc.... 82
Gabriel J. Roberts, Sussan Anukem, Gerry Chan, Makuochi Samuel Nkwo, Rita Orji

Little Eyexplorer: A Serious Game for Pediatric Low Vision Rehabilitation .............ccocoeeiieiiiiiniiniiniieee 90
Ana Sofia Manco, Rita Paulete, Catarina Paiva, Miguel Castelo-Branco, Marco Simées

Understanding Factors Affecting Player Experience and Enjoyment in Virtual Reality Games ............cc.c....... 98
Misbahu Zubair, Connah Kendrick, John Henry



A Conceptual Framework for Designing Effective Serious Games for Learning.........c..cccceceevvevenencnencnnennn. 106
Zahara Abdulhussan Al-Awadai

Journaling for Digestive Health: A Self-Tracking Approach to Identifying Intolerances and Triggers............. 114
René Baranyi, Tina Stamencic, Christoph Aigner, Sylvia Winkler, Carina Arnberger, Thomas
Grechenig

Minecraft Serious Play: Adaptation of a Positive Psychology Task in the Minecraft Metaverse..................... 121
Sabrina Bartolotta, Marta Pizzolante, Anastasia De Giovanni, Lorenzo De Angeli, Andrea
Gaggioli

Empowering Novice Designers to Design and Prototype Tailored Assistive Technologies for
Children With AULISITL .....oueiuiiiieieceee ettt et b e bt bt at e st et e e sbe bt e bt eseent et e besbesbeeneeneenee 128
Raquel Cariete, Keith E. Green, M. Estela Peralta

Serencoach: An Ai-Driven Persuasive Digital Coach for Anxiety and Depression Management.................... 136
Vishesh Dipal Patel, Oladapo Oyebode, Grace Ataguba, Rita Orji

A Serious Game to Measure Time Perception in Driving: Towards Context-Based Measurement.................. 144
Yoones Sekhavat, Abbas Mousivand, Hesam Sakian Mohamadi, Leila Dobakhti, Joseph Mani

Sex-Educated: A Mobile Health App to Promote Sexual Health in Indian Communities .............ccocceveenueenen. 150
Pratyasha Bhattacharya, Gerry Chan, Makuochi Samuel Nkwo, Rita Orji

Co-Design of a Mixed Reality Application to Support Freezing of Gait Rehabilitation ...........c.cccccvevenennene. 158
Eleonora Chitti, D. Andrea Montereale, Angelica De Sandi, Enrico Mailland, Linda
Borrellini, Filippo Cogiamanian, Denise Mellace, Angelica Marfoli, Carmelo Campo, Carlo
Manzoni, Roberta Ferrucci, N. Alberto Borghese

Gamified E-Quizzes with Accountable Academic Role-Play in an Interactive Narrative Scenario ................. 165
Dongjie Xu, loannis Doumanis

The Effect of Multiplayer Game Modes on Inter-Player Data for Player Experience Modelling .................... 172
Alexander Brooke, Matthew Crossley, Huw Lloyd, Stuart Cunningham

Serious Games for Emotion Regulation in Children: A Systematic ReVIeW ..........cccceviiiiiiiiiinineieeeee 180
Barbara Carvalho, Eliana Silva, Luis Paulo Reis

Persuasion and Behavior Change in ChatGPT-Based Dietary Management..............ccoecveeveneenieenieenesnennennes 188
Grace Ataguba, Oladapo Oyebode, Fidelia Orji, Kosi Clinton Henry, Rita Orji

Usability of a Virtual Reality Intervention Combining Cognitive-Behavioral and Grief Therapy for
Psychological Support FOIIOWING MISCAITIAZE..........ccueruierierrierieereeteeteesteesseeseesesssesseesseesseessesssessessseessesssens 196
Diana C. G. Mendes, Rita Costa, Ana Fonseca, Ménica S. Cameirdo

Designing Serious Games to Support Teachers' Emotion Regulation: A Systematic Review ...........cccceee.e. 204
David Fang, Eliana Silva, Luis Paulo Reis

Moodsyncs: Investigating Physiological Synchrony Through Collaborative Gameplay ............ccccevvverenenee. 210
Rita Paulete, Daniela Sousa, Daniel Agostinho, Miguel Castelo-Branco, Marco Simdes

Leveraging Serious Play to Foster Learning and Action on Sustainable Development Goals ......................... 217
Larissa Gurjdo Pereira De Lima, Renato Yshihara Fujie, Vinicius Bernades Pinto, Cristofer
Henrique De Souza, Maria Andréia Formico Rodrigues



Game-Based Biofeedback Increases Subjective Ratings of Interoceptive AWareness...........coeeveeveeverevereeennens 225
Grace Yat Sum Leung, Benjamin Cook, Lucie Daniel-Watanabe, Naresh Subramaniam,
Johanna Finnemann, Toby Woolley, Craig Powell, Sergey Sitnikov, Paul Fletcher

Red Flagging of Patient Data in the Emergency Room: A User-Centered Design ..........cccceceevvevenencncnenncnne. 233
Inga Miiller, Jasmin Henze, Sora Enders-Comberg, Ole Molgaard, Lars Ganzhorn Knudsen,
Lena Hegel, Alina Huldtgren

Tu Jardin: A Serious Game for Intergenerational Bonding and Mitigating Acculturative Stress .................... 241
Samantha Conde, Aviv Elor, Sri Kurniawan

Drone-Based Spatial Gait Analysis in an Urban Park Across Age Groups Using a Deep Learning
ADPDIOACK ...ttt ettt te e be b e b et b e tb e te e te e beenbeerbeerteeteebeenbeenbeessenseesreenns 249
Lian Duan, Jianquan Cheng, Shigi Huang, Xuancheng Long, Ling Li, Wenchao Liu

From the Gym to the Jungle: Exploring User Perceptions, Needs and Experiences of Immersive
Virtual Green EXETCISE .....couveiiiiriiniiitiieieie ettt sttt s st st st ettt a b s sae e eae 257
Misbahu Zubair, Muhammad Atif Ur Rehman, Jianquan Cheng

A Suite of Games to Estimate the Severity of NyStagmus..........cccoecireierieiienienieceee e 265
Jorg Fliege, Venezia Georgieva, Jay Self, James Stallwood, Vanissa Wanick, Adam Watts

Etherea: A Video Game for Individuals with Motor Disabilities with Eye-Tracking-Based

IIE@IACTION. ...ttt ettt et e e b e b et e bt e et e e a e e eb e et e et e ea et eateeaeeebe e bt e bt enteeateeae e teeteennean 272
Edoardo Carrer, Susanna Brambilla, Marco Ligabue, Eleonora Chitti, Giuseppe Boccignone,
N. Alberto Borghese, Laura A. Ripamonti

Game-Based Handwriting Training: Exploring Serious Games with the SensoGrip System..........c..cccceveeneee. 280
René Goldschmid, Stella Sofia Gross, Nadine Kirnbauer, Bernhard Taufner, Gernot Korak,
Matthias Nagl, Lena Rettinger

Serious Games and Health: Bibliometric Trends from SEGAH (2011-2024) ......ccccoeevveriieciieiieieeeeereeveenne 287
Ezequiel Franca Dos Santos, Vitor Carvalho

Fts App: Towards Explainable AI-Driven Adaptive Weight Tracking...........cocceeveneneniniienienenenencneneeeeen 294
Grace Ataguba, Oladapo Oyebode, Dharven Yatinkumar Doshi, Rita Orji

Motivating Physical Activity Through Location-Based Augmented Reality Exergames: A Review
of Trends and Design OPPOTtUNILIES ........cvieuierrieriieieeieiieieesteeteeteeee st esteebeeseessesssesseesseeseesseessesseesseessenssens 302
Priyal Srivastava, Gerry Chan, Makuochi Samuel Nkwo, Rita Orji

Towards a Methodology for Using EEG Motor Imagery to Control Video Games............cccceeveereiiniencenieennen. 310
Francesco Moschella, Nicola Del Giudice, Michele Loreti, Hannes Hogni Vilhjdlmson

Machine Learning Prediction of Pokemon Go Exergame Enjoyment............cccocvevvveviieienienienieenieeie e 318
Cameron Maitland, Emmanuel Agu

Author Index





