[ Downloaded from jhbmi.com on 2026-01-31 ]

G St 5 S Kl 5] alms
N Siley sd Slide S 40

1641 ‘?'5—?'0/.NA yl«é,..p’y}:

[ s34 4ol ]

ol 0392 38 Jlumd sl ik 8 9,15

* 5 2e5 ol gl 400

VRN e gy e

ol L Wil bagsil ol 3] 85,500 )18 ool 390
5 ol e 8310 39t el 493 ol 5l bjosl LSl
oleyd PSS au Wg s Bl slod o loyd S (6,
donl g dlige glocudlie (555 preual S8 Ca
V]S S8 @y 3535k ] 5 slew Gl sl Jas
15 Itz slagjl 5l oslizd o ol sblje oy e
oo 4 35 ala gl (59l cul )il scaadls o
oyad > oA (W Pl 4 dr g pas )l

odlawl jd (LS d8Me oo, 58, Cawd jl g pane 318
5l eslaiwl coddge | mlo ol S ous S (g5 5
p3Y AN ] 258 (iligy clye 0jo 53 Jliems sl
>l plej o il cnl 4 (gy5ls cnl bl &5
(i 2950 Mg &S Jgae U aidl andly slofyg a5
Sl 392 gz 53 Hlgy 9 Wbl ol )5 a8e 9 5L5
235 518 0dlatwl 3)90 Cudbge b ol

Ol 4 ) cedlo 0je )3 Jlems lasjl I eslin]
o 9l o) jleslil 3 ailye a8y Caa b Ll fel
i g a2 o B Bl a5l e
Sowywd ) gla g9l 5l od S eoliiwl Sl bl 4
Slojg dng )5 o Sl § Sl g olpen (il ale
2D

&8l 2,18
ol 4256 2959 (2Blio Ml SeSzun ol adlllas )

VE N /8Y i dlio Cdb yo e

()8l Sbcdlung p» iy b sl gl lo
slads daasbly aa0 o ypiwd j3 cpimed g () slccw
i b ol jl ooliil beds g diadgn ol yan
Lste ) LSOk o 53 a8 cunl ot (g5b ol assly
el wiam cpl )3 Njbpise 0jile 9 by 4 (o
JB aoms S ay orie oS ) 352y (Slodd iy B
L 4 el gl Jlioms (550 09800 s xS el
slagsil ojgyal V] cusl o an)lSy Sl (slacsglé
5 [V] 8350l V] oollss Ao (g30xt0 (slmojo ) Jliomsd
151 Lincsil 65 ool 5,8 s oly5 odlital 3,90 [F] caadhas
5 sl Sle (5,50 Slual (sl siilgty (0,5 p 2 05Me
ool s> slaggsl eS8 ool 3)50 5 Alie o
0] 69 (o
Sloslaiwl a s el olasjes 5l (SO codlw o)
slail il S50l Sl o) > Jliowd glasil
J=d d g oS 5 bl cudlie w0l L STl
Colln g (00)5 yo 03 (g o (D92 A po &1 (39,
S )b (gl 20338 (g il il o ilisen (yrinw (s
slacib 2500 ©jle o F]aib floys g 1 Jlew $he
9y 53 Ohles 0955 =550 Cae 3k Jeily Sl
clasil [Y] a5l (sieal 5l LT @il iulssl g Sley
Copde ¢ Slomws (Solol dlas 15 Codls 09> > Jlusod
5 —45l5 (mj—e sldsilon Co e A i )y
ALl 1y 2,08 oty U e 53 (Solel 5 (ol s b
56 ooy P hjsel sl Sl slacssl nl » opdle

Vg Journal of Health and Biomedical Informatics 2022; 9(2):104-105


https://jhbmi.com/article-1-715-fa.html

[ Downloaded from jhbmi.com on 2026-01-31 ]

SRS Jaxow! zls

ot 53 JUad sl

NP0 (N3 AFY S G s Caedh Sl gl o . CasDhs 0 5 53 Jiom s Slas il 3,8 4yl 5J.a,fJ:xM\C\> (EL e

Ol ol S 0le S (S pshe o815 Bl s asy oy T odSlin gy o Sty il il Dlidid 7o ¢yl cDlr MBI oy ke (5157

&SJA}fg):*M‘Cl’“i)M:JW°M55*

Sy Sl | Dot S m (Dl 53 a3 sokn T oSt s s 0l ST (S ke oKl s s sle Fl hn e (st 0le 87 1007

Email: sadriehhajesmaili@yahoo.com

References

1. IGI Global. What is Digital Games [cited 2022 Aug
27]. Available from:https://www.igi-
global.com/dictionary/digital-entertainment-culture-
and-generation-y/43973.

2. Deckert R, Heymann F, Metz M. Game-based
Learning as Education Method in the Digital Age:
Experiences at the Highest Military Education
Institution in Germany with Online and Offline Game
Formats Related to Developing Competencies.
Hamburg: The Military Education Institution of the
study is Fuhrungsakademie der Bundeswehr; 2018. p.
185-204. https://doi.org/10.1108/978-1-78754-325-
620181011

3. Peirce N. Digital game-based learning for early
childhood. A state of the art report. Learnovate Centre;
2013. doi:10.13140/RG.2.2.25305.42087

4. Wu WL, Huang YL, Liang JM, Chen CH, Wang
CC, Ho WH. Interactive Digital Game for Improving
Visual-Perceptual Defects in Children With a
Developmental Disability: Randomized Controlled
Trial. JMIR Serious Games 2022;10(2):e34756. doi:
10.2196/34756.

5. Chiniara G. Clinical Simulation: Education,
Operations and Engineering. Amsterdam: Academic
Press; 2019.

SPEAYOF 5 i lod oslodse

6. Ma M, Zheng H. Virtual Reality and Serious Games
in Healthcare. In Advanced Computational Intelligence
Paradigms in Healthcare 6. Virtual Reality in
Psychotherapy, Rehabilitation, and Assessment. Berlin,
Heidelberg: Springer; 2011. p. 169-92.

7. Seaborn K, Fels DI. Gamification in theory and
action: A survey. International Journal of Human-
Computer Studies 2015;74:14-31.
https://doi.org/10.1016/j.ijhcs.2014.09.006

8. Al-Rayes S, Al Yaqoub FA, Alfayez A, Alsalman D,
Alanezi F, Alyousef S, et al. Gaming elements,
applications, and challenges of gamification in
healthcare. Informatics in Medicine Unlocked
2022:100974.
https://doi.org/10.1016/j.imu.2022.100974

9. Olgers TJ, van Os JM, Bouma HR, Ter Maaten JC.
The validation of a serious game for teaching
ultrasound skills. Ultrasound J 2022; 14: 29. doi:
10.1186/513089-022-00280-8

10. Krishnamurthy K, Selvaraj N, Gupta P, Cyriac B,
Dhurairaj P, Abdullah A, et al. Benefits of gamification
in medical education. Clinical Anatomy
2022;35(6):795-807. https://doi.org/10.1002/ca.23916

Journal of Health and Biomedical Informatics 2022; 9(2): 104-105 V0


https://www.igi-global.com/dictionary/digital-entertainment-culture-and-generation-y/43973
https://www.igi-global.com/dictionary/digital-entertainment-culture-and-generation-y/43973
https://www.igi-global.com/dictionary/digital-entertainment-culture-and-generation-y/43973
https://jhbmi.com/article-1-715-fa.html
http://www.tcpdf.org

