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A.L. Brooks, S. Brahman, B. Kapralos, A. Nakajima, J. Tyerman, L.C. Jain (Eds.)

Recent Advances in 
Technologies for Inclusive 
Well-Being
Virtual Patients, Gamification and Simulation

Series: Intelligent Systems Reference Library

Dedicated to the application of gamification, serious gaming, virtual 
simulation, and virtual patients to medical education and training and patient 
education

Provides insight regarding the ever-increasing role that gamification, gaming, 
and immersive technologies are playing in supporting a variety of medical-
based applications

Examines best practices, limitations, and advantages/disadvantages, as they 
relate to the application of gamification, game-based technologies, and 
immersive technologies to health professions education and training and 
patient education applications

In a time of ongoing pandemic when well-being is a priority this volume presents latest works 
across disciplines associated to Virtual Patients, Gamification and Simulation. Chapters herein 
present international perspectives with authors from around the globe contributing to this 
impactful third edition to the series following a 2014 Springer book on Technologies for 
Inclusive Well-Being and a 2017 Springer book Recent Advances in Technologies for Inclusive 
Well-Being. Digital technologies are pervasive in life and the contributions herein focus on 
specific attributes and situations, especially in training and treatment programmes spanning 
across ranges of diagnosis, conditions, ages, and targeted impacts. This volume purposefully 
does not cover all (even if that was possible) aspects on how virtual interactive space can align 
to statial computing, which in turn can align with related embodied entities (whatever the 
terms used e.g. Virtual, Augmented, Extended, Mixed Realities) along with AI, Deep Learning etc.
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