. +44 20 8123 2220
Market Publishers info@marketpublishers.com

Healthcare Gamification Market - Global Industry Size,
Share, Trends, Opportunity, and Forecast Segmented
By Game Type (Casual Games, Serious Games and
Exercise Games), By Application (Prevention,
Therapeutic, Education and Others), By End-User
(Enterprise based and Consumer based), By Region,
and By Competition, 2019-2029F

https://marketpublishers.com/r/H4A1491E018CEN.html
Date: June 2024

Pages: 186
Price: US$ 4,900.00 (Single User License)
ID: H4A1491E018CEN

Global Healthcare Gamification Market was valued at USD 9.36 billion in 2023 and is
anticipated to project robust growth in the forecast period with a CAGR of 12.77%
through 2029. Advances in technology, including mobile devices, wearables, and virtual
reality (VR), have significantly contributed to the growth of the healthcare gamification
market. The integration of these technologies allows for the development of more
sophisticated and immersive gamified solutions in healthcare.

Key Market Drivers
Increased Patient Engagement and Adherence

The Global Healthcare Gamification Market is experiencing a significant boost due to
the rising trend of using gamification techniques to enhance patient engagement and
improve treatment adherence. As healthcare providers and pharmaceutical companies
seek innovative ways to address the challenges of patient non-compliance and lack of
engagement, gamification emerges as a powerful solution.

Gamification involves incorporating game elements, such as rewards, challenges, and
competition, into healthcare processes and applications. This approach transforms

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

mundane healthcare tasks into interactive and enjoyable experiences,
motivating patients to actively participate in their treatment plans. For example, mobile
applications with gamified features can encourage patients to adhere to medication
schedules, engage in regular physical activities, and manage chronic conditions more
effectively.

The implementation of gamification in healthcare is not limited to specific demographics;
it spans various age groups and conditions, making it a versatile solution. By leveraging
the intrinsic human desire for achievement and competition, gamification addresses a
critical aspect of healthcare delivery — ensuring patients are actively involved in their
own well-being. The market is thus driven by the growing recognition of the positive
impact gamification can have on patient outcomes and the overall quality of healthcare
services.

Technological Advancements and Integration of Virtual Reality (VR) in Healthcare
Gamification

Technological advancements, especially the integration of virtual reality (VR) in
healthcare gamification, represent a robust driver for the growth of the Global
Healthcare Gamification Market. VR technology has evolved rapidly, and its application
in healthcare has expanded beyond entertainment to therapeutic and training purposes.
In the context of gamification, VR provides an immersive and interactive environment
that enhances the overall gaming experience, contributing to better health outcomes.

The use of VR in healthcare gamification offers unique opportunities for patient
education, rehabilitation, and stress reduction. For instance, VR-based games can be
employed in physical therapy to make rehabilitation exercises more engaging and
enjoyable, thereby improving patient compliance and outcomes. Additionally, VR
enables realistic medical simulations, aiding in the training of healthcare professionals
and enhancing their decision-making skills.

As the healthcare industry embraces the potential of VR, the market for healthcare
gamification is poised for significant growth. The integration of cutting-edge
technologies not only makes gamification more appealing but also opens up avenues
for innovative solutions to longstanding healthcare challenges.

Employer Initiatives to Promote Employee Well-being

A key driver propelling the Global Healthcare Gamification Market is the increasing
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adoption of gamified wellness programs by employers to promote employee well-being.
With a growing awareness of the impact of employee health on productivity and
healthcare costs, organizations are turning to gamification as a strategic tool to
encourage healthy behaviors among their workforce.

Employers are implementing wellness programs that leverage gamification to make
fitness and healthy lifestyle choices more enjoyable and sustainable. These programs
often include elements such as fitness challenges, rewards for achieving health goals,
and interactive platforms for social support and competition among employees. By
gamifying wellness initiatives, employers aim to create a positive and engaging work
culture that prioritizes employee health and fosters a sense of community.

The market benefits from this driver as businesses recognize the potential for reduced
healthcare costs, increased productivity, and improved employee satisfaction. As the
corporate sector continues to prioritize employee well-being, the demand for healthcare
gamification solutions is expected to witness sustained growth, contributing to the
overall expansion of the market.

Key Market Challenges
Regulatory Compliance and Data Security Concerns

One of the primary challenges faced by the Global Healthcare Gamification Market
revolves around the stringent regulatory landscape and the associated concerns
regarding data security. As gamification solutions become increasingly integrated into
healthcare settings, ensuring compliance with various healthcare regulations, such as
the Health Insurance Portability and Accountability Act (HIPAA) in the United States or
the General Data Protection Regulation (GDPR) in Europe, becomes imperative.

Healthcare gamification often involves the collection and analysis of sensitive patient
data, ranging from personal health information to treatment adherence patterns.
Adhering to strict privacy and security standards is crucial to protect patients'
confidentiality and prevent unauthorized access to their health data. Non-compliance
with these regulations can result in severe penalties and damage the reputation of both
healthcare providers and gamification solution providers.

As cyber threats continue to evolve, ensuring robust cybersecurity measures becomes
an ongoing challenge. The healthcare gamification market must navigate these complex
regulatory landscapes and invest significantly in cybersecurity infrastructure to build and
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maintain trust among healthcare stakeholders, including patients, providers, and
regulatory authorities.

Limited Evidence on Long-Term Efficacy and Health Outcomes

Another significant challenge facing the Global Healthcare Gamification Market is the
limited availability of robust evidence demonstrating the long-term efficacy of
gamification in improving health outcomes. While there is a growing body of research
showcasing the short-term benefits of gamified interventions, such as increased patient
engagement and adherence, the long-term impact on health metrics and disease
management remains less thoroughly explored.

Healthcare professionals and decision-makers often require concrete evidence of the
sustained effectiveness of gamification in diverse healthcare scenarios before fully
embracing and integrating these solutions into standard care practices. Conducting long-
term studies that track patient outcomes over extended periods is challenging due to
factors such as patient attrition, evolving technologies, and the dynamic nature of
healthcare environments.

The lack of long-term efficacy data poses a barrier to widespread adoption, as
stakeholders may hesitate to invest in gamification solutions without a clear
understanding of their enduring impact on health outcomes. Addressing this challenge
requires concerted efforts from researchers, healthcare providers, and solution
developers to design and implement rigorous studies that assess the sustained benefits
of gamification in healthcare.

Integration with Existing Healthcare Systems and Workflow

Integration with existing healthcare systems and workflows poses a significant
challenge for the Global Healthcare Gamification Market. Many healthcare institutions
operate with complex and established systems, including electronic health records
(EHRs) and patient management platforms. Embedding gamification seamlessly into
these systems without disrupting daily operations and workflows requires careful
planning and collaboration.

Healthcare professionals are already burdened with administrative tasks and may be
resistant to adopting new technologies that disrupt their established routines.
Gamification solutions must be designed to complement existing workflows and
seamlessly integrate into healthcare processes to maximize their effectiveness.
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Achieving this level of integration often involves interoperability challenges,
standardization efforts, and close collaboration between gamification developers and
healthcare IT professionals.

Ensuring that gamification solutions provide meaningful insights and data that can be
incorporated into existing health records is crucial for delivering comprehensive and
cohesive patient care. Overcoming the challenge of integration requires a holistic
approach, involving input from healthcare providers, IT experts, and gamification
solution developers to create solutions that enhance, rather than hinder, existing
healthcare systems.

Key Market Trends
Integration of Augmented Reality (AR) for Enhanced User Experience

The Global Healthcare Gamification Market is withessing a prominent trend in the
integration of augmented reality (AR) to elevate the user experience and expand the
potential applications of gamification in healthcare settings. Augmented reality involves
overlaying digital information onto the real-world environment, creating a blended
experience that enhances user engagement and interactivity.

In healthcare gamification, AR is being employed to create immersive and realistic
scenarios, contributing to a more engaging and effective learning and therapeutic
experience. For instance, medical training programs leverage AR to simulate surgical
procedures, allowing healthcare professionals to practice and refine their skills in a
virtual environment. This trend extends beyond training, as AR-enhanced applications
are developed for patient education, rehabilitation exercises, and even mental health
interventions.

In patient education, AR can be used to provide interactive and visually compelling
information about medical conditions, treatment plans, and anatomy. This not only
enhances the understanding of complex healthcare concepts but also empowers
patients to take a more active role in managing their health.

The integration of AR in healthcare gamification aligns with the industry’'s continuous
pursuit of innovative technologies to improve outcomes and experiences. As AR
devices become more accessible and sophisticated, the trend is expected to reshape
the landscape of healthcare gamification, offering new possibilities for both healthcare
professionals and patients.
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Personalized and Adaptive Gamification Solutions

A notable trend shaping the Global Healthcare Gamification Market is the shift towards
personalized and adaptive gamification solutions. Recognizing the diversity among
patients and healthcare contexts, developers are increasingly focusing on tailoring
gamified interventions to individual needs, preferences, and health conditions.

Personalization in healthcare gamification involves the customization of game elements,
challenges, and rewards to suit the unique characteristics and goals of each user.
Machine learning algorithms play a crucial role in analyzing user data, such as health
status, preferences, and engagement patterns, to dynamically adjust the gamification
experience. This ensures that the intervention remains relevant and motivating
throughout the user's healthcare journey.

Adaptive gamification goes a step further by responding to real-time feedback and user
performance. For example, a gamified fitness app may dynamically modify exercise
routines based on the user's progress, ensuring that challenges remain challenging yet
achievable. This adaptability enhances user engagement and prevents boredom, a
common challenge in traditional healthcare interventions.

The trend towards personalized and adaptive gamification aligns with the broader
movement towards precision medicine and patient-centered care. Tailoring gamification
solutions to individual needs not only improves user engagement but also enhances the
overall effectiveness of healthcare interventions. As technology continues to advance,
the integration of artificial intelligence and personalized gamification is expected to
become more sophisticated, offering a highly individualized approach to improving
health outcomes and promoting wellness.

Segmental Insights
Application Insights

The Education segment held the largest market share in 2023. Gamification in
healthcare education is driven by the need for interactive and engaging learning
experiences. Traditional educational methods often struggle to capture the attention of
learners, especially in complex fields like medicine. Gamified educational content,
including simulations, quizzes, and virtual patient encounters, enhances student
engagement and improves information retention.
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The rise of remote learning and telemedicine presents significant opportunities for
gamification in healthcare education. Gamified modules can be integrated into virtual
learning platforms to train healthcare professionals in telehealth practices, remote
patient monitoring, and virtual consultations. This expansion aligns with the evolving
landscape of healthcare delivery.

The future of gamification in healthcare education involves the development of
personalized learning paths. Adaptive learning platforms, driven by data analytics and
artificial intelligence, will tailor gamified content to individual learner preferences,
knowledge gaps, and performance levels. This personalized approach ensures that
education is more effective and engaging for each student.

Regional Insights

North America emerged as the dominating region in 2023, holding the largest market
share. The North American healthcare system places a strong emphasis on patient
engagement, and gamification is increasingly recognized as a powerful tool to achieve
this goal. Healthcare providers in the region leverage gamified interventions to motivate
patients, enhance treatment adherence, and actively involve individuals in their
healthcare journey.

The accelerated adoption of telehealth and remote patient monitoring in North America
creates opportunities for gamification in these domains. Gamified elements are
integrated into telehealth platforms to enhance patient engagement during virtual
consultations. Moreover, gamification contributes to remote patient monitoring by
making health-related activities enjoyable and motivating.

There is a growing trend in North America towards leveraging gamification for mental
health interventions. Gamified applications address mental health challenges, providing
users with interactive tools for stress management, mindfulness, and cognitive
behavioral therapy. This trend aligns with the region's increasing awareness of mental
health issues and the importance of holistic well-being.

The emphasis on employee well-being in North American corporate culture provides
opportunities for gamification in corporate wellness programs. Employers are
increasingly adopting gamified health initiatives to promote physical activity, healthy
habits, and stress management among employees, contributing to a healthier and more
engaged workforce.
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Partnerships between gamification developers and pharmaceutical companies present
opportunities for medication adherence solutions. Gamified applications can be tailored
to support pharmaceutical products, providing an engaging way for patients to adhere to
medication regimens and manage chronic conditions effectively.

The ongoing advancements in augmented reality (AR) and virtual reality (VR)
technologies offer promising opportunities for the healthcare gamification market in
North America. These immersive technologies can enhance the realism of medical
simulations, providing a more engaging and effective learning and training experience
for healthcare professionals.

The integration of gamification into population health management programs is
anticipated to grow. Gamified solutions can be utilized to address broader public health
challenges, encouraging healthier lifestyles, preventive care, and health education on a
population scale.
North America plays a leading role in shaping the Global Healthcare Gamification
Market, driven by a technologically advanced healthcare landscape, a focus on patient
engagement, and a growing awareness of the potential applications of gamification
across various healthcare domains.
Key Market Players

Akili, Inc.

Evolv Rehabilitation Technologies S.L.

BrainLab AG

CogniFit Inc.

Fitbit International Limited

Google LLC

Ayogo Health Inc.

Microsoft Corporation
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Report Scope:
In this report, the Global Healthcare Gamification Market has been segmented into the
following categories, in addition to the industry trends which have also been detailed
below:

Healthcare Gamification Market, By Game Type:

Casual Games

Serious Game

Exercise Games

Healthcare Gamification Market, By Application:

Prevention

Therapeutic

Education

Others

Healthcare Gamification Market, By End-User:

Enterprise based

Consumer based

Healthcare Gamification Market, By Region:

North America

United States

Canada
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Mexico
Europe
France

United Kingdom
Italy

Germany
Spain
Netherlands
Belgium
Asia-Pacific
China

India

Japan
Australia
South Korea
Thailand
Malaysia
South America

Brazil
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Argentina

Colombia

Chile

Middle East & Africa
South Africa

Saudi Arabia

UAE

Turkey

Competitive Landscape

Company Profiles: Detailed analysis of the major companies present in the Global
Healthcare Gamification Market.

Available Customizations:

Global Healthcare Gamification Market report with the given market data, TechSci
Research offers customizations according to a company's specific needs. The following
customization options are available for the report:

Company Information

Detailed analysis and profiling of additional market players (up to five).

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

1. SERVICE OVERVIEW

1.1. Market Definition

1.2. Scope of the Market
1.2.1.Markets Covered
1.2.2.Years Considered for Study
1.2.3.Key Market Segmentations

2. RESEARCH METHODOLOGY

2.1. Objective of the Study

2.2. Baseline Methodology

2.3. Formulation of the Scope

2.4. Assumptions and Limitations

2.5. Sources of Research
2.5.1.Secondary Research
2.5.2.Primary Research

2.6. Approach for the Market Study
2.6.1.The Bottom-Up Approach
2.6.2.The Top-Down Approach

2.7. Methodology Followed for Calculation of Market Size & Market Shares

2.8. Forecasting Methodology
2.8.1.Data Triangulation & Validation

3. EXECUTIVE SUMMARY

4. IMPACT OF COVID-19 ON GLOBAL HEALTHCARE GAMIFICATION MARKET
5. VOICE OF CUSTOMER

6. GLOBAL HEALTHCARE GAMIFICATION MARKET OVERVIEW

7. GLOBAL HEALTHCARE GAMIFICATION MARKET OUTLOOK

7.1. Market Size & Forecast

7.1.1.By Value
7.2. Market Share & Forecast

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

7.2.1.By Game Type (Casual Games, Serious Games and Exercise Games)
7.2.2.By Application (Prevention, Therapeutic, Education and Others)
7.2.3.By End-User (Enterprise based and Consumer based)
7.2.4.By Region (North America, Europe, South America, Middle East & Africa, Asia-
Pacific)
7.3. By Company (2023)
7.4. Market Map

8. NORTH AMERICA HEALTHCARE GAMIFICATION MARKET OUTLOOK

8.1. Market Size & Forecast
8.1.1.By Value
8.2. Market Share & Forecast
8.2.1.By Game Type
8.2.2.By Application
8.2.3.By End-User
8.2.4.By Country
8.3. North America: Country Analysis
8.3.1.United States Healthcare Gamification Market Outlook
8.3.1.1. Market Size & Forecast
8.3.1.1.1. By Value
8.3.1.2. Market Share & Forecast
8.3.1.2.1. By Game Type
8.3.1.2.2. By Application
8.3.1.2.3. By End-User
8.3.2.Canada Healthcare Gamification Market Outlook
8.3.2.1. Market Size & Forecast
8.3.2.1.1. By Value
8.3.2.2. Market Share & Forecast
8.3.2.2.1. By Game Type
8.3.2.2.2. By Application
8.3.2.2.3. By End-User
8.3.3.Mexico Healthcare Gamification Market Outlook
8.3.3.1. Market Size & Forecast
8.3.3.1.1. By Value
8.3.3.2. Market Share & Forecast
8.3.3.2.1. By Game Type
8.3.3.2.2. By Application
8.3.3.2.3. By End-User

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

9. EUROPE HEALTHCARE GAMIFICATION MARKET OUTLOOK

9.1. Market Size & Forecast
9.1.1.By Value
9.2. Market Share & Forecast
9.2.1.By Game Type
9.2.2.By Application
9.2.3.By End-User
9.2.4.By Country
9.3. Europe: Country Analysis
9.3.1.Germany Healthcare Gamification Market Outlook
9.3.1.1. Market Size & Forecast
9.3.1.1.1. By Value
9.3.1.2. Market Share & Forecast
9.3.1.2.1. By Game Type
9.3.1.2.2. By Application
9.3.1.2.3. By End-User
9.3.2.France Healthcare Gamification Market Outlook
9.3.2.1. Market Size & Forecast
9.3.2.1.1. By Value
9.3.2.2. Market Share & Forecast
9.3.2.2.1. By Game Type
9.3.2.2.2. By Application
9.3.2.2.3. By End-User
9.3.3.United Kingdom Healthcare Gamification Market Outlook
9.3.3.1. Market Size & Forecast
9.3.3.1.1. By Value
9.3.3.2. Market Share & Forecast
9.3.3.2.1. By Game Type
9.3.3.2.2. By Application
9.3.3.2.3. By End-User
9.3.4.1taly Healthcare Gamification Market Outlook
9.3.4.1. Market Size & Forecast
9.3.4.1.1. By Value
9.3.4.2. Market Share & Forecast
9.3.4.2.1. By Game Type
9.3.4.2.2. By Application
9.3.4.2.3. By End-User

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

9.3.5.Spain Healthcare Gamification Market Outlook
9.3.5.1. Market Size & Forecast
9.3.5.1.1. By Value
9.3.5.2. Market Share & Forecast
9.3.5.2.1. By Game Type
9.3.5.2.2. By Application
9.3.5.2.3. By End-User
9.3.6.Netherlands Healthcare Gamification Market Outlook
9.3.6.1. Market Size & Forecast
9.3.6.1.1. By Value
9.3.6.2. Market Share & Forecast
9.3.6.2.1. By Game Type
9.3.6.2.2. By Application
9.3.6.2.3. By End-User
9.3.7.Belgium Healthcare Gamification Market Outlook
9.3.7.1. Market Size & Forecast
9.3.7.1.1. By Value
9.3.7.2. Market Share & Forecast
9.3.7.2.1. By Game Type
9.3.7.2.2. By Application
9.3.7.2.3. By End-User

10. SOUTH AMERICA HEALTHCARE GAMIFICATION MARKET OUTLOOK

10.1. Market Size & Forecast
10.1.1. By Value
10.2. Market Share & Forecast
10.2.1. By Game Type
10.2.2. By Application
10.2.3. By End-User
10.2.4. By Country
10.3. South America: Country Analysis
10.3.1. Brazil Healthcare Gamification Market Outlook
10.3.1.1. Market Size & Forecast
10.3.1.1.1. By Value
10.3.1.2. Market Share & Forecast
10.3.1.2.1. By Game Type
10.3.1.2.2. By Application
10.3.1.2.3. By End-User

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

10.3.2. Colombia Healthcare Gamification Market Outlook
10.3.2.1. Market Size & Forecast
10.3.2.1.1. By Value
10.3.2.2. Market Share & Forecast
10.3.2.2.1. By Game Type
10.3.2.2.2. By Application
10.3.2.2.3. By End-User
10.3.3. Argentina Healthcare Gamification Market Outlook
10.3.3.1. Market Size & Forecast
10.3.3.1.1. By Value
10.3.3.2. Market Share & Forecast
10.3.3.2.1. By Game Type
10.3.3.2.2. By Application
10.3.3.2.3. By End-User
10.3.4. Chile Healthcare Gamification Market Outlook
10.3.4.1. Market Size & Forecast
10.3.4.1.1. By Value
10.3.4.2. Market Share & Forecast
10.3.4.2.1. By Game Type
10.3.4.2.2. By Application
10.3.4.2.3. By End-User

11. MIDDLE EAST & AFRICA HEALTHCARE GAMIFICATION MARKET OUTLOOK

11.1. Market Size & Forecast
11.1.1. By Value
11.2. Market Share & Forecast
11.2.1. By Game Type
11.2.2. By Application
11.2.3. By End-User
11.2.4. By Country
11.3. Middle East & Africa: Country Analysis
11.3.1. Saudi Arabia Healthcare Gamification Market Outlook
11.3.1.1. Market Size & Forecast
11.3.1.1.1. By Value
11.3.1.2. Market Share & Forecast
11.3.1.2.1. By Game Type
11.3.1.2.2. By Application
11.3.1.2.3. By End-User

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

11.3.2. UAE Healthcare Gamification Market Outlook
11.3.2.1. Market Size & Forecast
11.3.2.1.1. By Value
11.3.2.2. Market Share & Forecast
11.3.2.2.1. By Game Type
11.3.2.2.2. By Application
11.3.2.2.3. By End-User
11.3.3. South Africa Healthcare Gamification Market Outlook
11.3.3.1. Market Size & Forecast
11.3.3.1.1. By Value
11.3.3.2. Market Share & Forecast
11.3.3.2.1. By Game Type
11.3.3.2.2. By Application
11.3.3.2.3. By End-User
11.3.4. Turkey Healthcare Gamification Market Outlook
11.3.4.1. Market Size & Forecast
11.3.4.1.1. By Value
11.3.4.2. Market Share & Forecast
11.3.4.2.1. By Game Type
11.3.4.2.2. By Application
11.3.4.2.3. By End-User

12. ASIA-PACIFIC HEALTHCARE GAMIFICATION MARKET OUTLOOK

12.1. Market Size & Forecast
12.1.1. By Value
12.2. Market Share & Forecast
12.2.1. By Game Type
12.2.2. By Application
12.2.3. By End-User
12.2.4. By Country
12.3. Asia-Pacific: Country Analysis
12.3.1. China Healthcare Gamification Market Outlook
12.3.1.1. Market Size & Forecast
12.3.1.1.1. By Value
12.3.1.2. Market Share & Forecast
12.3.1.2.1. By Game Type
12.3.1.2.2. By Application
12.3.1.2.3. By End-User

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
Market Publishers info@marketpublishers.com

12.3.2. India Healthcare Gamification Market Outlook
12.3.2.1. Market Size & Forecast
12.3.2.1.1. By Value
12.3.2.2. Market Share & Forecast
12.3.2.2.1. By Game Type
12.3.2.2.2. By Application
12.3.2.2.3. By End-User
12.3.3. Japan Healthcare Gamification Market Outlook
12.3.3.1. Market Size & Forecast
12.3.3.1.1. By Value
12.3.3.2. Market Share & Forecast
12.3.3.2.1. By Game Type
12.3.3.2.2. By Application
12.3.3.2.3. By End-User
12.3.4. South Korea Healthcare Gamification Market Outlook
12.3.4.1. Market Size & Forecast
12.3.4.1.1. By Value
12.3.4.2. Market Share & Forecast
12.3.4.2.1. By Game Type
12.3.4.2.2. By Application
12.3.4.2.3. By End-User
12.3.5. Australia Healthcare Gamification Market Outlook
12.3.5.1. Market Size & Forecast
12.3.5.1.1. By Value
12.3.5.2. Market Share & Forecast
12.3.5.2.1. By Game Type
12.3.5.2.2. By Application
12.3.5.2.3. By End-User
12.3.6. Thailand Healthcare Gamification Market Outlook
12.3.6.1. Market Size & Forecast
12.3.6.1.1. By Value
12.3.6.2. Market Share & Forecast
12.3.6.2.1. By Game Type
12.3.6.2.2. By Application
12.3.6.2.3. By End-User
12.3.7. Malaysia Healthcare Gamification Market Outlook
12.3.7.1. Market Size & Forecast
12.3.7.1.1. By Value
12.3.7.2. Market Share & Forecast

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

Market Publishers

12.3.7.2.1. By Game Type
12.3.7.2.2. By Application
12.3.7.2.3. By End-User

13. MARKET DYNAMICS

13.1. Drivers
13.2. Challenges

14. MARKET TRENDS AND DEVELOPMENTS

15. COMPANY PROFILES

15.1. Akili, Inc.
15.1.1. Business Overview
15.1.2. Key Revenue and Financials
15.1.3. Recent Developments
15.1.4. Key Personnel/Key Contact Person
15.1.5. Key Product/Services Offered

15.2. Evolv Rehabilitation Technologies S.L.
15.2.1. Business Overview
15.2.2. Key Revenue and Financials
15.2.3. Recent Developments
15.2.4. Key Personnel/Key Contact Person
15.2.5. Key Product/Services Offered

15.3. BrainLab AG
15.3.1. Business Overview
15.3.2. Key Revenue and Financials
15.3.3. Recent Developments
15.3.4. Key Personnel/Key Contact Person
15.3.5. Key Product/Services Offered

15.4. CogniFit Inc.
15.4.1. Business Overview
15.4.2. Key Revenue and Financials
15.4.3. Recent Developments
15.4.4. Key Personnel/Key Contact Person
15.4.5. Key Product/Services Offered

15.5. Fitbit International Limited
15.5.1. Business Overview

+44 20 8123 2220
info@marketpublishers.com

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

Market Publishers

15.5.2. Key Revenue and Financials
15.5.3. Recent Developments
15.5.4. Key Personnel/Key Contact Person
15.5.5. Key Product/Services Offered

15.6. Google LLC
15.6.1. Business Overview
15.6.2. Key Revenue and Financials
15.6.3. Recent Developments
15.6.4. Key Personnel/Key Contact Person
15.6.5. Key Product/Services Offered

15.7. Ayogo Health Inc.
15.7.1. Business Overview
15.7.2. Key Revenue and Financials
15.7.3. Recent Developments
15.7.4. Key Personnel/Key Contact Person
15.7.5. Key Product/Services Offered

15.8. Microsoft Corporation
15.8.1. Business Overview
15.8.2. Key Revenue and Financials
15.8.3. Recent Developments
15.8.4. Key Personnel/Key Contact Person
15.8.5. Key Product/Services Offered

16. STRATEGIC RECOMMENDATIONS

17. ABOUT US & DISCLAIMER

+44 20 8123 2220
info@marketpublishers.com

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
‘ Market Publishers info@marketpublishers.com

| would like to order

Product name: Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and
Forecast Segmented By Game Type (Casual Games, Serious Games and Exercise
Games), By Application (Prevention, Therapeutic, Education and Others), By End-User
(Enterprise based and Consumer based), By Region, and By Competition, 2019-2029F
Product link: https://marketpublishers.com/r/H4A1491E018CEN.html
Price: US$ 4,900.00 (Single User License / Electronic Delivery)

If you want to order Corporate License or Hard Copy, please, contact our Customer
Service:

info@marketpublishers.com

Payment

To pay by Credit Card (Visa, MasterCard, American Express, PayPal), please, click
button on product page https://marketpublishers.com/r/H4A1491E018CEN.html

To pay by Wire Transfer, please, fill in your contact details in the form
below:

First name:
Last name:
Email:
Company:
Address:
City:

Zip code:
Country:
Tel:

Fax:

Your message:

**All fields are required

Custumer signature

Please, note that by ordering from marketpublishers.com you are agreeing to our Terms
& Conditions at https://marketpublishers.com/docs/terms.html

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html
mailto:info@marketpublishers.com
https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html
https://marketpublishers.com/docs/terms.html
https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

. +44 20 8123 2220
[ Market Publishers info@marketpublishers.com

To place an order via fax simply print this form, fill in the information below
and fax the completed form to +44 20 7900 3970

Healthcare Gamification Market - Global Industry Size, Share, Trends, Opportunity, and Forecast Segmented By G...


http://www.tcpdf.org
https://marketpublishers.com/report/industry/other_industries/healthcare-gamification-market-global-industry-size-share-trends-opportunity-n-forecast-segmented-by-game-type-casual-games-serious-games-n.html

	fname: 
	lname: 
	email: 
	comany: 
	address: 
	city: 
	zip: 
	country: 
	tel: 
	fax: 
	message: 


