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Abstract

As the Medical Serious Games are recently proven effective , the quality evaluation of the game
has become an important issue. In quality evaluation, objective criteria and evaluation elements
are important. Quality evaluation of the serious game is divided into two areas : the technical
(from the point of view of Program) and the non-technical (from the point of view of Content). In
this study, we developed the quality evaluation element of the non-technical area to the
psychotherapy and the health & rehab game according to developing process of quality evaluation
model. We extracted five evaluation elements from the two kinds of medical games, and

interviewed with medical experts in order to ensure the validity of them. The goodness of fit tests
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for the elements mentioned above were verified by conducting. Chi-square test results for the two

groups did not differ significantly. In conclusion, we expect to take advantage of the results of this

study to design and develop serious games for medical treatment.
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Table 5. frequency of quality evaluation elements for
Health and Rehab game (N=102)
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