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Serious Game Design to Motivate Elderly People to Go for Walks
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This paper proposed a serious game to prevent homeboundness of elderly people living in an urban community.
The game aims to motivate elderly people to walk more for preventing from the status they need nursing care, and
to communicate with other people. It motivates elderly people to go out by providing interesting information such
as event or city information provided by citizens, stores, event organizers and city. Users can show their activities
to others and communicate with the topic. Field trial in Mitaka city evaluated effectiveness of the game. This

paper also discuss what game elements works and what do not.
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