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ABSTRACT

Today non-communicable diseases (NCD) are the main drivers of morbidity, disability, and mortality in
low- and middle-income countries, and are expected to increase due to unhealthy lifestyles in the wake
of ongoing societal changes. In Nepal, heart disease is the most common NCD, causing a majority of the
country’s hospitalizations.

Previous research found that this issue stems from a lack of information regarding nutrition and healthy activ-
ities. Our project initially mapped out the details of this knowledge gap by producing a Knowledge, Attitude,
and Practice report based on field studies conducted in Nepal. Based on this report, we have created a mo-
bile serious game - Happy Heart - that aims to fill the identified gaps by providing information, but also by
presenting it in a way that we hope changes peoples’ attitudes towards healthy lifestyles. The game presents
four main challenges: identifying and categorizing food items based on nutrition, preparing healthy meals,
and planning a healthy weekly calendar.

The project is a collaboration between the University of Skovde (Sweden), Kathmandu Medical College, and
Patan Academy of Health Sciences (Nepal).



mailto:hua.bai%40his.se?subject=

	Committee
	Papers
	Overview of the GSGS conference 
	Let’s chat with AI about ludification- related vocabulary
	Session A | Health
	1|A Serious Game to assess social apathy: a pilot study
	2|Herzfroh 2.0: Sexuality Education through a Narrative Serious Game
	3|Happy Heart: A Game about Healthy Lifestyles for Nepalese Teenagers 
	4|Human emotions and learning life-saving skills in Gamification and VR

	Keynote 1 | Ethical and pedagogical reflections
	Session B | Health
	6|Covid Vaccine Game for Teens
	7|Co-creation of serious games to acquire a professional skill
	8|Glasgow Coma Scale Simulator
	9|Gamifying the End-of-life project with 3D rendering 

	Keynote 2 | Paradigm shift in citizen science
	Session C | Culture, Society, Tourism
	11|Geome, from design to subjective experience in a museum 
	12|Time travellers
	13|Lausanne 1830: Histoires de registre
	14|In My Time of Loss
	15|AL2049, a playful museum’s visit to grasp the issues of complexity

	Keynote 3 | The Power of Gamification
	Session D | Education
	17|Intelligame
	18|Learning Java Loops and Control Structures by Moving a Ladybird
	19|Learnie
	20|The Biases of Artificial Intelligence

	Keynote 4 | The role of gamification in the emerging thinking economy
	Session E | Politics, Economy, Environment
	22|How to kill your Island
	23|Bard
	24|Powerplay
	25|EcoGestes - A mobile game to shift to environmental behaviour 

	Keynote 5 | Designing Effective Serious Games
	Session F | Training
	27|Driving Test Theory Learner
	28|The Negotiator
	29|Exergame Cloud Platform - Decoupling input devices from games
	30|Enhancing gamification within an online brainstorming tool

	Keynote 6 | The Design Process of the Rotbeesten?! (Rotten Beasts?!)
	Speakers & Moderators
	Thanks
	GSGS Awards
	Sponsors

