





EMPOWERING HEALTH:

PERSONALISED SERIOUS GAMES &
GAMIFICATION
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Can serious games & gamification empower healthcare?
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IN CONCLUSION...

EMPOWER ALL PERSONALISATION IS
STAKEHOLDERS LAYERED
FORMALISATION
EXPERTISE REUSABILITY
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Life is more fun if
you play games

- Roald Dahl"

Denis Freitas


https://www.denisfreitas.com/

Want to know more?
Find my PhD book here

Dr. Ir. Stéphanie
gﬁfﬂlj@rﬁl Researcher at IDLab,

niversity in collaboration
with imec

Stephanie.carlier@ugent.be
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