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AN INCLLISIVE DEVELOFMENT PROSESS



Can we harness the power of video
games to celebrate and
extend our culture”?
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People. Partnership. Potential.

Can a game made from an
indigenous perspective reach a
global audience and make money

to help sustain our programs?



indigenous culture in games?

exploit stereotypes for exaggerated effect
appropriate use without our reference or respect
sample earnest inclusion of individual elements lacking context

depict represent history, traditions, characters in context



infuse

permeate the experience thematically and creatively

make key creative decisions from an indigenous perspective

inclusive development
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Attila Szantnher

CEO & co-founder
attila.szantner@mmos.ch

@the MMOS
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SCIENCE Al HNOLOGY

Online gaming for image analysis
Synthetic probiotic for phenylketonuria
Genome model captures variation
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Narratives 1n Health-Focused
Transformational Games

Matthew Lee, RN
Chair, IGDA Serious Games SIG
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Narrative Medicine

Utilizing people's narratives in clinical practice, research, and
ucation as a way to promote healing

Also called
Nursing
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Patient Stories

‘If you want to know what it is like to be a patient then the one
solution is to listen to patients’
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Prodea Health

Carrier-grade loT-enabled healthcare solutions for service provider resole,

The cost of chronic disease manage-
ment places a huge burden on the
economies of many countries. Diabetes
costs alone range from 16%-41% of
national health expenditures for the
top 10 most affected countries’, But
now because of 10T technology, the
healthcare landscape is changing and
costs can be radically lowered. Herein
lies a massive opportunity for service
providers and network operators to
resell digital health technologies.

The number one prodlem with chronic diseases,
such 35 35thma, diabetes, and hypentension
workdwide, is that patients achieve lessthan a
S0% compliance rate with the treatment regi
men prescribed by their doctors?, Key studics
of remote healthcare delivered solutions result
od in substantial improvements 1o patient
outcomes: 53% reduced days of bed care, 30%
less hospital admissions, and 28% fewer days of
mental health-related bed care. Patient satis
faction 2150 rose to between 86%-93% in three
CACGOries, plus Por-CoNsuUltation travel costs
dropped significantly. One study showed an
annual savings of $2.000 per patient”,

Chronic diseases can be effectively managed by
providing tools to individuals along with track
Ing and remote coaching. Elder patients can
algo live independently much longer with pro
fossional and family support alded by loT tech
nologies.

Achieving success with remote health services
s difficult because of the domain expertise
required to shape behavior change, Prodea

has lever-aged its 10T Sory X-Change platform
and pantner ecosystem to offers loT-based
health management services that are optimized
for service providers and Network operators to
resell to healthcare enterprises and government
institutions.

Procea Neokh con impéove potient cutcomes ond
reduce COME while Increciing pOTent 10TIIOCTOR.

Prodea Health Service Offerings:

These health senvices are designed for resale to
Accountable Care Organizations, Healthcare
Networks, and Hospitals:

+ Chronic Disease Management sornvice isa
patient-centric medical home platform
designed to improve agherence to doctor:
proscribed regimens. It achieves this by
focusing on behavioral modification through
education, reminders, vital ¢ign tracking,
incentives and social interactions,

+ Home Wellness service helps individuals
self-monitor chronic conditions, Integrating
medical devices (glucometer, pulse oximeter,
blood pressure monitor, thermometer, weight
scale & activity tracker) to track their daity
progress. Data Is securely uploaded to a private
health portal accessibly via smantphone, PC,
tablet or TV, Family members or health coaches
can gain access for monitoring/encouragement

Elder Care for Independent Living service
utilizes the medical devices and network of
the Chronic Disease Management system,
integrated with smart home functionally to
provide a private and robust system that
aliows seniors to continue to live indepen
dentily while being unobtrusively monitored
by professionals and family,
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Vital Signs

= Vital Sians
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Nursing
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@ = - N | | . H Auscultate Neck Ga mes

| Normal breath sounds.

Test Eye Movement | ( S ain d b OX )

| Eye movement appears normal.
Opens eyes spontaneously and alert.
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Test Pupil Responsiveness

| Pupils 3mm bilaterally and equally
reactive to light.
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Nurse Station { 5t Pa [Open]
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of Care

US Dept of
Vet Affairs

(Structured)
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PTSD Toolkit
for Nurses

University of
Pennsylvania

(Semi-Structured)

Yeah...| mean | know we’re not psychic and can’t prevent everything. | guess it just really sucks right now and 'm pissed those
men had to die.

Yup. They're not the first and they won’t be the last. This is war, man. Been happening since
the dawn of time. It’s just how these things go.

Me too, man. It really sucks. This is a very typical way to feel right after something like this, but just
remember what you said: we’re not psychic and we can’t prevent everything, as much as we would
like to.

Me too, man. | think the best thing to do with your anger is to place it on those who really
deserve it; the enemy. Just think about them and how many problems they’ve caused us.
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Why Stories In Health Games

ePatients as people, NOT data points or symptoms

o This Is the whole point of narrative medicine! (and nursing)
o Quantitative vs Qualitative Experiences

eHealthcare, In practice, Is story-driven

eStories provide context for findings and guidelines
eEVidence-based practice relies on people remembering evidence
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Thank you!

Attila: @the MMOS
Matthew: @alfheimwanderer
Michael: @ELineMedia

Kathleen: @brynhilde_012
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