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Abstract

This document describes PLAYMANCER's approach to the dissemination of the project’s
results and knowledge gained during the work. It expresses as far as possible in concrete
terms, the dissemination strategy adopted, the actual achievements in dissemination, the
dissemination activities envisaged and the material planned to be produced and diffused in
order to maximize the project’s impact on scientific and industrial community and obtain as

much reuse of knowledge and technology as it can from expert parties around the world.

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 3/124

Table of contents

INTRODUGTION L.oiiiiiiiiiiiiieieeee ettt ettt ettt et eeeee et ee et eeeeaeeeeaeeeeeeeesseeeeeneseesnnennnnnnes 8
1 DISSEMINATION STRATEGY ..otitiiiitiuuuuuueuuueeeeeneensnennnnnssssnssnnssssnsessessssensensreeeene. 9
1.1 STRATEGY DESCRIPTION.....uiiieteaasaaansnnnnnnnnnnnnnnnnnnnnnsnnnnnsnnnsnnnnnnsnsnnnnnnnnnnnnnnnnnnnnsnnnnes 9
1.2 DISSEMINATION PLAN OBJIECTIVES ....uiiiieein s 10
1.3 IDENTIFIED AUDIENCE ...uuuiiiieeeiaeseeessss s e 10
O T R £ o o] 1 10 141 10
O T (0] [T o £ 12
1.3.3  WOIKING GrOUPS.....cceiieiiiiiiiie e e e e et e et e e e e e e e e ettt e e e e e e e e e eeannnan e eeeens 16

2 DISSEMINATION PLAN L. e 18
2.1  DISSEMINATION CHANNELS ....oiiiieiieeeeeeeee e e e e e e e e e e e e e e e e e e e e e e e e e e e e aaaaaaaaeas 18
A O R 1 11T 1 [ S TSP PPTTRPP 18
2101 PrOJECEWED SILE...uuiuieiiiiiiseiseiscie ettt 18
2112  E-mMailing ListSand NEWSIEILErS ......coiiiierieeie ettt ettt esreeneeeneesneeneeenes 22
202 BV i et e et e e e e e eea e e 23
2121  Organization of public WOrKSNOPS. ......cieiiiei ettt nee s 23
2122 Organization of a Networked session at the ICT 2010 EVENL .......cooveirieereeieseere e ee e 24
2123 PartiCipation iN EVENES .......ccieieiieriee et esie et e e e s teesee s e steeneeaseesseenseeneeaseenseaneesseenseeneeaseenseenes 26
A R B o (=11 TSP UPPPRTRPP 28
2131  Scientific Publications (in conference proceedings and scientificjournals)..........ccoccvcvevveieieenennne 28
2132  PressSREIEASE/PTr €SS COVEN Q0E. ... ueitieueiteerteaeeaseeseeneeaseesteesseaseeaseesseanseaseesseaseesseenseansesseesseansesseesseenes 29
2133 AV EISEMENTS ...ttt bbb bbb bbb bbbt bt bbb b b e bbb nre s 29

2.2 DISSEMINATION MATERIAL ...ceiiieiieeeeeee e e e e e e e e e e e e e e e e e e e e e e e e aaaaaaaeas 30
N R o (o] 1= 0! o o o 30
A A e (o] [=Tot =T (ool o 11 (= 30
A N o (o] (=T ot =0 1] (] N 33
A N e (o] [=Tot i == T o | = 36
2.2.5 Project Presentation TemMPlate........cooo v 38
A S o (=151 o] = o] 0 T 39
227 PUDBNCALIONS ... eeeees 39
2.2.8  Audiovisual Material............coooriiiiieiii e 56
2.2.9  PreSS REICASES......coiiiiiii i 60
2.2.10 Public Project DOCUMENTS. ..ot e e e eeeaees 61

2.3 DISSEMINATION ACTIVITIES: DISTRIBUTION OF MATERIAL BY DISSEMINATION CHANNEL 64

G T U ] e I L N PP 68

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 4/124

3.1 EXPLOITATION VECTORS. ..ccittttiiuuttttttttaaaaaaaittitseteeeeaasansbtbasereeeaeesaaansnbseeeeeeeeeaaannnnnes 68
3.2 EXPLOITATION MODEL ...ctttiiiiiiiiiitiieite e e e e e ettt e e e e et e e e e e e e s s e e e e e e e e e e nnnnnees 71
3.3 COMPETITORS ..t itttttttt e e e e ettt ettt e e e e e ekttt ettt e e e e e e bbb et et e e e e e e e et bbb e et e e e e e e annbbnneeees 71
3.4 EXPLOITATION OBJECTS ..ettiiiiiiuiutiteettaeaaaaaiitiseetaeeeaaaassbssaseeeeeaeasaansnsseeeeeaeeesaannnnnes 72
G0 30t R [ 0 To 11/ To [0 F= | B @] ] = od £ 72
R N 00 11 4] o To 1S (= @] o 1= od £ P 73
3.5 EXPLOITATION DIRECTION.....ciiiiuttttiiitiaeaea ettt e e e e e e s et r e e e e e e s e asinbns e e e e e e e e e e ennneees 76
3.5. 1 INEEIN@AL ... 76
3.5.2  EXIEINAL ...oiiiiiiiiiiei e 77
3.6 REGIONAL DIMENSION ....cotiiiiiiiiuittiieittaeae s ettt te e e e e e s aisbaser e e e e e e s s asanbbeeeeeaeeeaaannnnees 79
3.7 PROMOTER...ctttt ittt e e et e ekttt et e e e e e ekttt e e e e e e e e bbb et e e e e e e e e e sabbb b e et e e e e e e annbnnnnees 80
4 MARKET ANALYSIS ..ottt ettt e e e e e e e e e e 81
4.1 MARKET SEGMENTS ...uittitittiieaaaaiitttteeteaeaaaaaitttse e e e e e e e e s aassbsss e e e e e e e s aannnbbeeeeeaeeesaannnnnes 81
4.1.1 Games for Health, and for Psycho-education..................ooooivieiiiiiiiiiieiiiiees 81
4.1.2 ICT solutions for Eating disorders, Gambling and other addictions .................. 83
4.1.3 ICT solutions for pain rehabilitation ..., 84
4.1.4 Motion Capture (fOr GAMES) ... ...ciii et eeeeeeaeeees 84
4.15 Affective Interfaces and bio-feedback (for Games) ...........cccvveviiiiiiiiiiiiieeiinnes 87
4.1.6 Speech Recognition (fOr GAMES)........cceeuuiuiiiiiieiiiieeiee e 91
4.2  RELEVANT RE&D PROJECTS ..cciiiiiiiitiiiiieeeae e ettt e e e e e s sttt e e e e e e s anibbee e e e e e e e e e annnnnes 93
4.3 SWOT ANALYSIS L.iiiiiitiieieeee e e ettt ettt e e e e e e bbbttt e e e e e e s s s bbb e e et e e e e s aanabbb e e e e e e e e e e aanneenes 97
4.3.1 Integrated PlayMancCer reSUlL..........ooooviiiiiiiii e 97
4.3.2 PlayMancer serious game for mental health ..., 99
4.3.3 PlayMancer serious game for pain rehabilitation...................ccccoiiiiin 100
4.3.4  User emotion recognition COMPONENT............iiiiiiiiiiiiiiiiaee e eeeei e 101
4.3.5 Multi-sensor Motion capture component (IOTracker system) .........cccc.ooeeeeeee. 103

5 EXPLOITATION STRATEGY ..otiiiiiiiiiiiiiiiii ittt e e e e e e 105
5.1 COMMON EXPLOITATION STRATEGY ...cciiiiiiiiutiieieiaaaaaaaittteeeeeeeaasaasissssseeeeeeesaannnnnes 105
5.2  INDIVIDUAL PARTICIPANT 'S EXPLOITATION PLANS ...cceiiiiiiuiiiiieieeaaeasaniinnneeeeeaessannenes 106
5.2.1  Systema Technologies (ST)...cceuuuuuiiiieeei e 106
35 T R = 11O OO 106
5212  Expected use/ exploitation of the projeCt FESUILS............cviiiiiiiiiii e 107
5.2.2  Netunion (NETUNION) .....ouiiiiiiiiiiiiiiee et 108
B.221 P OMIE euieuieaeteeeees ettt es sttt s £ ReenEeeennee 108
5222  Expected use/ exploitation of the projeCt FESUILS........cccveviierieie e 108

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 5/124

5.2.3  University of Patras (UOP) ..o 110
B.2.3. 1 PIOMIE ettt 110

5232  Expected use/ exploitation of the projeCt FESUILS........ccverviierieie e 110

5.2.4  Technical University of Vienna (TUW) ..o 111
B.24. L PIOMIE. ..ottt ettt 111

5.24.2  Expected use/ exploitation of the projeCt FESUILS........ccveiiierieie e 111

5.2.5 University Hospital of Bellvitge (IDIBELL) .......ccooviiiiiiiiiiieieeeeeeeeee e 112
B.25. 1 PIOMIE . ceuieieeiieeieci ettt 112

5252  Expected use/ exploitation of the projeCt FESUILS........ccveviierieie e 112

5.2.6  University of Geneva (UNIGE) ........ccooooiiiiiiiiiii e 112
B.2B. 1 PTOMIE. . ceuieieeeeeeieceee ettt 112

5.2.6.2 Expected use/ exploitation of the projeCt FESUILS.........ccccviiiiiiiiiiii e 113

5.2.7 Serious Games INteractive (SGI) ....ccoveiiiiiiiiiii e 113
B.2.7.1  PTOMIE ettt ettt 113

5.27.2  Expected use/ exploitation of the projeCt FESUILS........cccverviierieie e 114

5.2.8 Roessingh Research and Development (RRD).........coovviiiiiiiiiiiiiiiicieeeee 115
B.2.8.1  PrOMIE. . ceuieieeiaieeisceet ettt 115

5282  Expected use/ exploitation of the projeCt FESUILS..........cocuiiiiiiiiiii e 115
REFERENCES ...ttt ettt ettt ettt et et e e ee e e e eeeeenees 116
APPENDICES. . ... 118
Y I = 3 PP P P PP PP PP PPPPPPRPPPP 118
Y I = PP PP PP PP PPPPPPPPPPPPPPP 119

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 6/124

Table of Figures

Figure 1: PLAYMANCER Website — PUDIIC Area.........coouuuiiiiiiiiieee e 20
Figure 2: PLAYMANCER Website — Members Area (Project deliverables section) ............. 21
Figure 3: Google analytics for Www.playmanCer.CoOM ..........ccoeeeiiieeiiiiiiniee e eeeeens 22
Figure 4: PLAYMANCER ProjeCt LOJO0. . ..ceeeeiiuiiiiee ettt e et e e e e e eeeees 30
Figure 5: PLAYMANCER 3-fold Brochure (Front and Back Pages)..........cccccvveeviiiciiieeeneee. 32
Figure 6: PlayMancer poster -2009 VEISION ........ciiiiiiiiieiiiiiee e et e e e e e e e eeeeees 34
Figure 7: PlayMancer poster 2010 VEISION ........cii i it e e et e e e e e e e e e eeeeees 35
Figure 8: PlayManCer DANNET ..........uui i e e e e e e 37
Figure 9: Official PLAYMANCER Presentation Template ...........coooeuuiiiiiiiiiiiiiiicie e 38
Figure 10: Updated version of the project Presentation Template .............cccoveeiiiieiiienennee. 39
Figure 11: Capture from the first project VId€0............oooiiiiiiiiii e 56
Figure 12: Capture from the second project VIAEO ...........uuuiiiiieiiiieiiieis e 57
Figure 13: Capture from the third project video, a game prototype ..........cceevveeevviiiiieeeenenees 57
Figure 14: Capture from the fourth project video, a TV channel report ...........ccccccceeeiieiee 58
Figure 15: Capture from EUroN@WS TV FEPON. ... .coeiiiiieeiiiiiee e e et e e e et eeeeeeeees 59
Figure 16: Capture from a Spanish TV channel report on the project...........cccccccceeiiieneee. 59
Figure 17: Partial list of the public project deliverables.............ooooiiiii e 62
Figure 18: Partial list of the public project research publications .............ccccceeiiiiiiiineeneees 63
Figure 19: Partial list of the public project press releases.........covvviiiiiiiiiiiiiiii e, 63
Figure 20: List of the public project presentations .............ccooovieiiiiiiiiiiin e 64
Figure 21: EXPIOItatiON VECIOIS ......uuiii it e et e e e e e e 68
Figure 22: EXpIoitation MO ............i i 71
Figure 23: The Khemia game for smoking addiCts .............coiiiiiiiiiiiiiiiinie e 83
Figure 24: The g.Mobilab+ system for medical signal acquisition ...............cccccccvviiiiiineennnes 88
Figure 25: The MobiHealth system for medical signal acquisition...............cccccceeiiiieeennenes 89
Figure 26: The wild divine bio-feedback game ..., 90
Figure 27: The emwave desktop bundle of bio-feedback hardware and software................ 91

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 71124

List of Tables

Table 1: EC concertation group meetings that PlayMancer participated..............cccccvvuennnn... 17
Table 2: List of periodical events of interest to be attended by Partners............cccccceeeneen. 28
Table 3: Template Al - List Of Scientific (Peer Reviewed) Publications.............ccccceennnn. 41
Table 4: Template A2- List Of Dissemination ACHIVItIES ...........ciiiirriiiiiiiiii e 46
Table 5: Dissemination plan per project quarter as number of events per disseminations

CRAINNEL. .. 66
Table 6: Relevant to PlayMancer R&D PrOJECTS. ......coive i 93
Table 7: Template B1 - List Of Applications For Patents, Trademarks, Registered Designs,

(o3RRS 118
Table 8: Template B2 - List Of Exploitable Foreground................ccoiiiiiiiiiiiii, 119

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 8/124

Introduction

This document is the revised issue of the deliverable D7.3: Plan for the Use and
Dissemination of Foreground. The document is updated with project dissemination events
and activity including the project month 34. Another revised version of this document is
expected to be issued in month 36.

This issue of the Plan for the Use and Dissemination of Foreground describes
PLAYMANCER'’s approach to the dissemination of the project's results and knowledge
gained during the project’s lifetime. It expresses as far as possible in concrete terms, the
dissemination strategy adopted, the actual achievements in dissemination, the dissemination
activities envisaged and the material planned to be produced and diffused in order to
maximize the project’'s impact on scientific and industrial community and obtain as much
reuse of knowledge and technology as it can from expert parties around the world.

Progress and results of the project have been and will be promoted through the project’s
Web site, newsletters and e-mailing lists, organization and participation into events and
working groups and the press. In addition, the project will contribute to as well as to
standardisation activities and will take part in national and European concertation events,
with emphasis being placed on promoting clustering activities with other research projects
that exploit advanced technologies for the provision of health care in the mental health and
kinetic rehabilitation domains.

The dissemination material that has been or will be produced as part of the project’s work is
also presented in this document along with issues to be addressed concerning the
selection/production of the appropriate dissemination material for better supporting the
various dissemination activities and reaching the widest possible audience. This revised
version of the document covers dissemination activities that have been conducted after the
release of the first issue of D7.3.

In addition to the dissemination strategy there is a great interest in the direct or indirect
utilisation of foreground in further research activities — other than those covered by the
project — or for developing, creating and marketing a product or process, or for creating and
providing a service. A description of the participants’ plans for the use of foreground has
been added to this document within the last year of the project, i.e. after obtaining concrete

project outcomes.
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1 Dissemination Strategy

1.1 Strategy Description

In order to provide a clear dissemination strategy so that each PLAYMANCER partner can

work towards promoting the project in the most effective and efficient manner, the

PLAYMANCER Dissemination Schema has been developed to serve the project goals and

objectives.

The PLAYMANCER Dissemination Schema involves activities that belong to three discrete

groups:

1. Community Dissemination Activities: Activities for the dissemination of project results
to the health care community, which includes primary (clinics and rehabilitation centres)
but also secondary (carers, social workers, family) and tertiary (computer game players
and citizens at large) users, assistive technology industry, SME's in partner countries,
and the public.

e Constituency: medical associations/ networks, associations of psychiatrists and
rehabilitation experts, health care associations, health care institutions (care homes,
residential and day-care homes for older persons), housing associations, home
automation, assistive technology manufacturers, ICT industries, serious computer
game publishers, governmental organizations, and general public.

2. Scientific Dissemination Activities: Activities for the dissemination of the developed
project knowledge and results to the research and scientific community.

e Constituency: Universities and academia, research institutes, scientists and
researchers, R&D in industry

3. Clustering Dissemination Activities: Activities for the dissemination of the developed
project knowledge and results to allied and related ICT Projects in the Area of ICT &
Networked Media (especially in the area of User-Centered Media).
¢ Constituency: EC and FP7 relating Projects and Clusters

Activities in each group will be geared towards the production and support of specific

dissemination material that PLAYMANCER is going to use to promote its results to the

concerned target audience through a variety of dissemination channels. The specific
dissemination material along with the dissemination channels the PLAYMANCER
consortium plans to exploit to disseminate the findings and results are presented in chapter

2 of the document.

PLAYMANCER FP7 215839
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1.2 Dissemination Plan Objectives

The main aim of the PLAYMANCER Dissemination Plan is to make the target and general

audience aware of the PLAYMANCER project, its findings and results, and to open a

dialogue and orchestrate discussions with all the relevant stakeholders. Specific objectives

of the PLAYMANCER dissemination plan are:

e Widen scope of application by collecting more requirements/wishes from interested user
parties

e Create a wide community that adopts and promotes the PLAYMANCER system and
concept.

e Validate the project’'s results and obtain feedback by expert groups, scientists,
representatives of SMEs in the partners’ countries, and interested user communities.

¢ Maximize reuse of knowledge and technology by making PLAYMANCER achievements
visible and importing state-of-the-art findings of other communities.

e Promote emerging or contribute to launching new standards through synergies with

appropriate working groups.

1.3 Identified Audience

The following sections present initial areas sought for obtaining contacts and opportunities
for collaboration and target groups for dissemination and exploitation of the PLAYMANCER

project findings and results

1.3.1 User Communities

PLAYMANCER project covers a range of potential user communities: binge eating patients,
gamble addicts, individuals suffering from chronic pain, their associations/ networks, health
care associations, health care institutions (physiotherapy centres, care homes, residential
and day-care homes, special hospital units), as well as computer game publishers, game
developers, research centres.

IDIBELL, a partner expert in mental health issues and pertinent eating disorders and
gambling addiction, participating in PLAYMANCER as a partner, represents one of the two
communities of end users. The project has developed a serious game and assorted
peripheral equipment in order to support clinical therapy for mental health patients. Apart
from IDIBELL, within PLAYMANCER, RRD, being a scientific research centre in
rehabilitation technology, is representing the community of end users suffering from chronic
pain. Furthermore, NETUNION acts as an intermediary organisation in the domains of
technology for care/welfare and sustainability, bridging the worlds of technology
development and those of end-users and service/care providers. The PLAYMANCER
PLAYMANCER FP7 215839
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consortium has contacted additional end-user groups or experts (expert medical personnel,
health care associations, health care institutions, etc) from various European countries with
the aim to establish a user group that will be kept up to date with the project development
and will be invited to attend the various PLAYMANCER showcase and dissemination events
providing valuable feedback and experience.

Systema Technologies (ST), a research intensive solutions integrator and serious games
promoter, is also participating in PLAYMANCER. ST has been building unique expertise in
capitalising research results, more precisely in the areas of HCI, simulation visualisation,
multimodal interaction, serious games, and health care systems aiming at new technology
and respective Market niches.

Serious Game Interactive (SGI) is a serious game developer that has a deep understanding
of the use of serious games in education. The company has established a network of clients
in the domain of primary and secondary education, through the development and promotion

of related products such as the Global Conflict series of games.

The PLAYMANCER consortium has contacted further medical and industry representatives
who are invited to participate in the requirements phase of the project, attend the events
organised by the project, and provide target sector consulting and knowledge. Sa far, the
following distinguished domain experts have provided feedback on the mental health project
results:
e Prof. Dr. Janet Treasure , Professor of Psychiatry, King’'s College London (UK): One
most World relevant leaders on Eating Disorders.
e Prof. Dr. Mariano Alcafiiz Raya , Polytechnic University of Valencia (Spain) and
Director of Humanlab: expert on Virtual reality, Cyberpsychology and E-Health
e Prof. Dr. Katherine Halmi , Professor of Psychiatry and past-president of World
Psychiatry Association, section for Eating Disorders, New York (USA). World leader
on Eating disorders and Psychiatry.
e Prof. Dr. Cristina Botella , President of Cyberpsychology and Behaviour
Association, Psychology School, Jaime | University, Castellon, (Spain): expert on
New Technologies in mental disorders.
e Prof. Dr. Ulrike Schmidt , Professor of Psychiatry ,The Maudsley Hospital, London
(UK): expert on New Technologies and Eating Disorders.
e Prof. Dr. Conxa Perpinya , Psychology School, University of Valencia (Spain):

expert on Virtual Reality therapy.
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e Prof. Dr. Rosa Bafios , Psychology School, University of Valencia (Spain): expert on

Virtual reality, Cyberpsychology and E-Health

Physiotherapists of Roessingh centre of rehabilitation helped with the development of the
exercises, presented in the Playmancer game. Experts on eating disorders and obesity also
provided valuable feedback on the research track of the project while project representatives
were presenting scientific results in relevant conferences. These people continued to watch
closely the project progress through the available project dissemination channels.

The above mentioned user communities will consist the target of the PLAYMANCER

dissemination activities.

1.3.2 Projects

A major target of the PLAYMANCER dissemination plan is collaboration with other projects
working on similar disciplines. It is expected that knowledge and experience will freely flow
among parties, whereas, in some case, there would be opportunities for exchanging
technological solutions. The PLAYMANCER consortium will strive to arrange a common
event together with similar EU funded projects, which would be held in conjunction with one
of European Conferences or PLAYMANCER related event such as those listed in 2.1.2.3.
An indicative list of similar EU funded projects PLAYMANCER has identified and contacted
is the following:

e MobiHealth

Description/Objectives:

MobiHealth aims at developing and trialing new mobile value-added services in the area

of healthcare, thus bringing healthcare to the patient.

The MobiHealth system allows patients to be fully mobile whilst undergoing health
monitoring. The patient wears a lightweight monitoring system — the MobiHealth BAN
(Body Area Network) — which is customized to their individual health needs. Physical
measurements such as blood pressure or ECG are measured by the MobiHealth BAN
and transmitted wirelessly from the BAN to their doctor, the hospital or their health call
centre. Therefore, a patient who requires monitoring for short or long periods of time
doesn’t have to stay in hospital for monitoring but with their MobiHealth BAN can be free

to pursue daily life activities.

MobiHealth significantly contributes to addressing the healthcare sector’s increasing

problems of resource management and is expected to decrease disease and care
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related costs. Moreover, it helps to satisfy patients’ growing need for mobility and
personalized care. For industry and a range of other organizations active in healthcare,
MobiHealth offers the opportunity to gain experience with mobile services and creates

new business opportunities.
Synergies with PlayMancer:

PlayMancer has contacted the company that originated from MobiHealth (the purpose of
this company is to commercialise the MobiHealth results). This led to collaboration in
providing to PlayMancer research team the actual Mobi8 device and MobiHealth

software for physiological human body monitoring.

(http://www.mobihealth.org/)

e |CT ALPHA: Architectures for fLexible Photonic Home and Access networks

Description/Objectives:

The ALPHA project addresses the challenges of building the future access and all types
of in-building networks for home and office environments. The project supports the
evolution towards a cognitive network by dynamically utilising the resources of an optical
network infrastructure to support a heterogeneous environment of wired and wireless

technologies.

The project investigates innovative architectural and transmission solutions based on the
manifold of optical fibres (single-, multi-mode and plastic) as well as wireless technology
to support both wired and wireless services in a converged network infrastructure. The
focus is on using the newest physical layer achievements and adequate management
and control algorithms to reach a yet unprecedented end-to-end provisioned capacity for
access and in-building networks at a fraction of the price of today’s technologies and to
simultaneously include the transport of existing 2G/3G and Beyond 3G (B3G) signals

whether they are Internet Protocol (IP) or non-1P-based.

The project starts with analysing the potential future bandwidth and quality-of-service
(QoS) requirements which can be posed by future services in the scope of access and
in-building networks such as Ultra HD Video, Local Storage Area Network, remote
medical applications and others, and mapping those requirements into network
specifications. The questions on the best applicable media, necessity for optical layer

dynamics, compatibility of network types at the physical layer, foundations for better QoS
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provisioning and embedding of 2G/3G and B3G signals into the networks are then

addressed within the project.

The project pursues experimental validations of close-to-maturity technologies in
laboratory tests and field trials by intensively exploiting the three project testbeds. The
project also includes long-term research activities targeting to improve the existing

technologies, and follows an intensive dissemination and standardisation strategy.
Synergies with PlayMancer:

Representatives from ICT-ALPHA contacted PlayMancer and asked the completion of an
ALPHA questionnaire on next generation home network supporting multi-player
computer games. After that, the two projects have had discussions on organising mutual

events, but unfortunately this idea was not realised.

(http://www.ict-alpha.eu/)

e ETICA: Ethical Issues of Emerging ICT Applications

Description/Objectives:

The ETICA project will identify emerging Information and Communication Technologies
(ICTs) and their potential application areas in order to analyse and evaluate ethical
issues arising from these. By including a variety of stakeholders and disciplinary
perspectives, it will grade and rank foreseeable ethical risks. Based on the study
governance arrangements currently used to address ICT ethics in Europe, ETICA will
recommend concrete governance structures to address the most salient ethical issues
identified. These recommendations will form the basis of more general policy
recommendations aimed at addressing ethical issues in emerging ICTs before or as they

arise.

Taking an inclusive and interdisciplinary approach will ensure that ethical issues are
identified early, recommendations will be viable and acceptable, and relevant policy
suggestions will be developed. This will contribute to the larger aims of the Science in
Society programme by developing democratic and open governance of ICT. Given the
high importance of ICT to further a number of European policy goals, it is important that
ethical issues are identified and addressed early. The provision of viable policy
suggestions will have an impact well beyond the scientific community. Ethical issues

have the potential to jeopardise the success of individual technical solutions. The
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acceptance of the scientific-technological basis of modern society requires that ethical
guestions are addressed openly and transparently. The ETICA project is therefore a
contribution to the European Research Area and also to the quality of life of European
citizens. Furthermore, ethical awareness can help the European ICT industry gain a
competitive advantage over less sensitive competitors, thus contributing to the economic

well-being of Europe.
Synergies with PlayMancer:

Representatives from ETICA contacted PlayMancer and asked the completion of an
ETICA questionnaire on ethics for computer games. After that, the two projects have had
discussions on organising mutual events. PlayMancer has received an invitation to
attend the final ETICA public event organised at the European Parliament, on March

31°% 2011, titled “IT for a Better Future: How to integrate ethics, politics and innovation”.

(http://www.etica-project.eu/)

¢ Replay: Ethical Issues of Emerging ICT Applications

Description/Objectives:

The REPLAY project seeks to leverage the popularity and immersiveness of gaming to
create a tool that helps experts understand and address anti-social behaviour. We have
created a 3D environment, highly playable, and involving an interactive play '‘board' that
enables the player to travel at speed through a futuristic world, against the clock.
Interspersed with the 'play elements' are a series of embedded activities that have been
developed within a sound pedagogical framework and that focus on the values and
decision making of the player. Every activity has to completed before the player can

continue.
Synergies with PlayMancer:

The two projects have participated together in the same cluster of serious games
projects at the EC Open Day event, organised on Saturday 7th of May, during a bright
sunny day that welcomed about 20000 visitors, families and kids to the world of the
European Commission, behind the walls of their main Barleymont building, Brussels,

Belgium.

(http://www.replayproject.eu/)
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e Spe-ler: Ethical Issues of Emerging ICT Application s

Description/Objectives: This is a project funded by the Dutch state, that is inspired by the
Replay project, aiming at building an environment that would mix computer games and
educational content, in a new type of serious game. This new media form will interleave
computer games with audiovisual educational content at regular breaks. The aim of the
study is to investigate the motivation and engagement of children to educational material

during and after playing this new serious game form.

Synergies with PlayMancer:

The two projects have participated together in the same cluster of serious games
projects (including as well project Replay) at the EC Open Day event, organised on
Saturday 7th of May, at the Barleymont building of European Commission, Brussels

Belgium.

(http://www.k-point.be/Spe-Ler , in Dutch)

1.3.3 Working Groups

PLAYMANCER consortium has reused technologies and knowledge managed by various
pertinent research projects and working groups in the areas addressed by the project, as
well as shared with them experience and knowledge gained during PLAYMANCER. These
events are working meetings for facing specific challenges, however other opportunities

might be considered on a per case basis.

There are two prominent working groups that the project participates in, which are organised

by the European Commission, specifically by the Networking Media Systems Unit:

e ICT Networked Media Systems Concertation meetings, during which the project
funded by the unit present their results, the project representatives acquaint each
other and discover opportunities for project collaborations or other mutual activities.

e User-Centered Media cluster activities under the ICT Networked Media, where
projects that deal with applications where the users are seen as prosumers
(producers and consumers of content) liaise and exchange ideas and assist in
defining the future research objectives in that field. Cluster meetings are always
taking place adjacently to the main Concertation meetings at the same place, usually

the day before or the day after.
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The series of meetings and the participants from PlayMancer are presented in the table

below (User-Centered Media cluster meetings are not included in this list but the same

project members have participated in both):

Table 1: EC concertation group meetings that PlayMancer participated

Meeting

1st FP7  Networked
Concertation Meeting
2nd FP7  Networked
Concertation Meeting

3rd  FP7  Networked
Concertation Meeting

4th  FP7  Networked

Concertation Meeting

6th FP7  Networked
Concertation Meeting

7th  FP7  Networked
Concertation Meeting

Media

Media

Media

Media

Media

Media

Place
Vilamoura,
Portugal
Saint Malo,
France
Antwerp
Saint  Malo,

France

Brussels,

Belgium

Trento, Italy

Date
16-17 April
2008

15 October
2008
27-28 April
2009

28
September
2009

30
November
2010

14 April
2011

Participant/Organisation
E.Kalapanidas/ST

Alex Conconi/TXT

A.Alexiou/ST

E.Golemi/ST

E.Kalapanidas/ST

E.Kalapanidas/ST

PlayMancer representatives (mostly from the project co-ordinator) have participated in

several of these meetings, and they assisted in producing tangible results (ie: position

papers, research articles), such as the following:

e Oscar Mayora, Petros Daras, Marianna Panebarco, Nick Achilleopoulos, Peter

Stollenmayer, Doug Williams, Nadia Magnenat-Thalmann, Carmen Guerrero, Michiel
Pelt, Tim McGrath, Eugenia Fuenmayor, David Salama, Federico Alvarez, Elias
Kalapanidas , Alex Shani, Jean-Yves Le Moine: User centric media of the future
internet: trends and challenges. DIMEA 2008: 441-446

"User Centric Media in the Future Internet”, European Commission, Networked

Media Unit, Information Society and Media, September 2009,
ftp://ftp.cordis.europa.eu/pub/fp7/ict/docs/netmedia/200911-user-centric-
media_en.pdf (contribution by A.Alexiou from partner ST)
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2 Dissemination Plan

2.1 Dissemination Channels

PLAYMANCER consortium plans to exploit various dissemination channels to disseminate
the findings and results of PLAYMANCER and to open a dialogue and orchestrate
discussions with all the relevant stakeholders. The channels to be used are the following:

events and working groups in related disciplines, publications to the Internet and the press

2.1.1 Internet

2.1.1.1 Project Web Site

The project website is the main dissemination channel for the PLAYMANCER project. It
serves three major purposes: i) Dissemination of the project results to the public ii)
Collaborative working within the Consortium, and iii) Providing access to internal project
information (for partners only).

A first version of a dynamic web site dedicated to the PLAYMANCER project has been
produced in February 2010 (month 3 from the project start) and two unique domain names

for the project have been registered (www.playmancer.eu and www.playmancer.com). This

version, after being tested and commented by all PLAYMANCER partners, has been
modified and led to the current version of the PLAYMANCER Site (released at the end of
March 2010).

The project site is divided into a “Public Area” and a “Members Area”, i.e. an area to which

access is restricted to authorized users.

Public Area

The public section features:

¢ General description of the project and its objectives

¢ Information about the consortium and links to partners’ websites

e Public documents, such as public deliverables (reports) produced during the project,
published research articles concerning the project’'s technological and scientific
achievements, project presentations, brochure and press releases.

e Contact information
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e Calendar information about past and upcoming events (organized by PLAYMANCER or
other)

¢ Regularly updated news feeds

¢ Information about research projects related to PLAYMANCER

e Polls

In the following figure, the introductory page of the PLAYMANCER website is presented
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Figure 1: PLAYMANCER Website — Public Area
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Members Area

The “Members Area” contains the confidential information and material that is intended for
communication between the project partners and between the project partners and the
European Commission. Therefore the “Members Area” pages do not play any role in the
dissemination plan. However, they are a valuable asset in exchanging information among
partners and in the fluent communication and coordination within the consortium.

The Members Area provides the consortium members with the following functionality:

e Upload and access to project documents (deliverables, internal documents, management

reports, six-months workplan, evaluation reports, meeting documents)

e Community features (forum, Wiki)
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Figure 2: PLAYMANCER Website — Members Area (Project deliverables section)

The PLAYMANCER site interface and content is being provided in English.
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The project consortium is paying particular attention to the impact of our website, as it is a
direct window on the PLAYMANCER activities and outcomes. Google Analytics service, a
tool for providing information about traffic tracking of web sites, is being used to track /
analyse the PLAYMANCER site traffic data, e.g. information about the origins of the
connections, the main destination pages, the time spent on each page, the top referring sites
and the links that have been most used and so on. In this way the consortium is in position

to better adapt the website content to the interests of the visitors.

Google Aralyti S — s
srvaics servmgn | v fapt - (R TG
Bt by v =
mq_ Iap Qveriay D 29, 2000 = Jan 28, 2011
CEr

Traffic Saorcam

| Coslen
[ ik

By Custorrations

| e e v

% st St

L el = il
= \ 01| 1N
Hiasig oAt s, 56 wigils came fram 63 countriesierilories

¥ Ml L gt W | CoumteTTartorp| S0 Lorrivest Fpor | Corpmest o

s et s el

) Cxttion kst m e e

didad - a Al = e o s

Figure 3: Google analytics for www.playmancer.com

2.1.1.2 E-mailing Lists and Newsletters
Two instruments that will be exploited by the PLAYMANCER consortium for disseminating

the project activities and results are the e-mailing lists and Newsletters.

E-mailing Lists

The e-mailing lists are used to disseminate project-related announcements such as
intermediate research and development achievements, development of user communities,
new collaborations, showcase and dissemination events, project workshop, and in certain

cases, press releases.
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Newsletters

Newsletters (in electronic form) are used to highlight the most important news
announcements, progress and key findings of the project. They, also, communicate the
PLAYMANCER project’s agenda in the period to follow. Newsletters are released on an

annual or bi-annual basis.

2.1.2 Events

2.1.2.1 Organization of public workshops
For raising public participation and awareness, PLAYMANCER organised a 1-day public
showcase and dissemination event in Spain, under the HICT conference in Barcelona. The
main aim of this event was to showcase the PLAYMANCER project finding and results,
including the PLAYMANCER prototype, to a wider audience. This workshop focused on
introducing the current state of the art of videogames as a therapy tool in mental disorders
and, specifically, to show the participants how Playmancer videogame works, for both
regulating impulsivity and emotions in ED and ICD. Furthermore, it was described and
discussed how patients’ emotional recognition and physiological reactivity interact with the
game. Additionally, preliminary results obtained by using the game with end users and
healthy individuals were presented. Finally, the videogame was demonstrated. The short
version of the event agenda follows:

¢ Introductory talk about the usefulness of new technologies in mental disorders

e Description of the Playmancer project (participants, purpose, inclusion-exclusion

criteria, user requirements, equipment, preliminary results and end goals)
¢ Demonstration of the videogame

e Questions and discussion with the audience

Intended participants included representatives from the clinical psychologists community,
industry (ICT for health representatives, manufacturers, etc), press (health/well-being
magazines, gazettes, TV programs) and other interested parties. The event was organised
by PlayMancer partner IDIBELL, in collaboration with partner ST. Workshops as this bring
together researchers as well as manufacturers of relevant technologies and comprise a very
good networking opportunity, that may lead to strategic alliances or other future commercial
agreement. Furthermore they contribute considerably to the project visibility in the research

community.
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Workshop Title Playmancer European Project: A New-generation Videogame for

Treating Eating disorders and Impulse control disorders

Date, Location, 9-10 March, 2011, Barcelona, Spain, International Forum on
Hosting event Health Care and Information Communication Technology
(HICT2011)

Objectives/Description This workshop will focus on introducing the current state of the art
of videogames as a therapy tool in mental disorders and,
specifically, to show the participants how Playmancer videogame
works, for both regulating impulsivity and emotions in ED and
ICD. Furthermore, it will be described and discussed how
patients’ emotional recognition and physiological reactivity
interact with the game. Additionally, preliminary results obtained
by using the game with end users and healthy individuals will be
presented. Finally, the videogame will be demonstrated. Besides
of reviewing the usefulness of serious videogames for treating
mental disorders, the main goal of this workshop is to show the
participants the development and current state of Playmancer
(EU serious videogame research) for treating Eating Disorders
(ED) and other impulse control disorders (ICD).

Presentations e State of the Art on Videogames and mental health

(Susana Jiménez-Murcia)

¢ Playmancer: EU-Project and technical components (Elias
Kalapanidas)

e Playmancer: Psychological components and results

(Fernando Fernandez-Aranda)

2.1.2.2 Organization of a Networked session atthe  ICT 2010 event

Further to the one 1-day showcase and dissemination event in Spain, the PLAYMANCER
consortium participated in the ICT 2010 event, one of the most prestigious events for
collaborative research projects in Europe, where the project was showcased in its own
stand. The project attracted the interest of both scientists working in other research projects,
journalists, European Commission officials and students who were visiting the event. The
stand and the project members that were supporting it were interviewed by three TV

channels and two other press media.
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PlayMancer project members also participated in the game-related parallel session

“Research and development in Serious Games” at ICT 2010, co-organised with ICT project

Siren. About 50 people attended this meeting. The agenda of this event comprised of:

Session Title
Date, Location,
Hosting event

Objectives/Description

Presentations

Research and development in Serious Games

Wednesday, September 29, Brussels, Belgium, ICT Event 2010

Serious games apply games and simulations technology to non-
entertainment domains, such as technology-enhanced learning,
history and culture, environmental awareness and physical or
mental rehabilitation. They define an interdisciplinary research
area where concepts such as natural human-computer
interaction, user-centred design and evaluation, social
networking, signal processing and computer graphics, are
interwoven. This session networks researchers, designers,
developers and user groups who share interest in serious games
as a medium to reach out to wider audiences. It will be based on
participants from the Siren (conflict resolution in schools),
PlayMancer (physical rehabilitation), and eCircus (social and
emotional learning) FP7 projects.

e Serious games in the context of user centric media and e-
inclusion (Loretta Anania, Scientific Officer, Networked
Media unit, Giorgio Zoia, Project & Policy Officer, ICT for
Inclusion unit)

e Emotion and natural interaction in games (Kostas
Karpouzis, National Technical University of Athens)

e Modelling and measuring user experience (Georgios
Yannakakis, IT University of Copenhagen)

e PlayMancer: A European Serious Gaming 3D
Environment (Costas Davarakis, Elias Kalapanidas,
Systema Technologies, Greece)

e rePlay: Gaming Technology Platform for Social
Reintegration of Marginalised Youth (Francisco Ibanez,

Brainstorm, Spain, Jim WhiteLoop, White Loop, UK)

PLAYMANCER
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e Global Conflicts: an award-winning educational game
series to teach citizenship, geography, and media courses
(Simon Egenfeldt-Nielsen, Mikkel Lucas Overby, Jeppe

Herlev Nielsen, Serious Games Interactive, Denmark)

2.1.2.3 Participation in events

As PLAYMANCER project pursues very ambitious research issues, the consortium
continues on submitting scientific results to and attend prominent international conferences,
workshops and symposia. Furthermore, PLAYMANCER participates in exhibitions and
Serious Games related events in Europe. An informal protocol has been developed among
project partners, so that the project consortium may bring in the maximum of the presented

opportunities in the events where the project participates.

Before the event

Once a PLAYMANCER partner receives information on a forthcoming event, the informed
person will send an email to the PLAYMANCER mailing list informing the consortium of the
upcoming event. He/She also provides details about the event (location, date, topic and any
other useful information) e.g. through the project website. This information will be also
available to the public website.

When a PLAYMANCER partner receives an invitation to present an aspect of
PLAYMANCER at an event, or to represent the project on behalf of the consortium, the
informed person sends an email to the Project Manager and the Technology Manager. The
managers discuss and agree on the most appropriate person (or group) to present at the
event

In all of the above cases, the Quality and Dissemination Committee is informed so that the

appropriate dissemination material can be prepared/selected and ready for the event.

Attending the event
When presentations are ready, they should be sent to the Technology manager for
comments and approval prior to the event. These presentations along with research articles

(if any) will be also made available to the Quality and Dissemination Committee.

After the event
When a PLAYMANCER member participates in a conference, workshop, symposium,

exhibition on other event, the person is invited to prepare a brief memo of the event which
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should be entered through the project website. In this way, people (registered or
unregistered to the PLAYMANCER site) can easily reference the event, the date and read a
summary of the event, knowing the person to contact for more information.

In the cases the event is directly related to the PLAYMANCER activities, consortium
member(s) participated in the event is/are requested to produce a summary document of the
knowledge obtained. This summary should be distributed to the relevant technical work
packages along with any other important documents distributed at the event. The experience

will be discussed in more detail at the following PLAYMANCER technical meeting.

List of periodical events relevant to the PLAYMANCE R project
The following gives a list of conferences, workshops and other events that are most relevant
to the PLAYMANCER project. Some of them will be targeted by PLAYMANCER partners for

the dissemination of project results:

Event Acronym and Title

ICIP

IEEE International Conference on Image Processing

WCCI

IEEE World Congress on Computational Intelligence

Med-e-Tel

International Educational and Networking Forum for eHealth, Telemedicine and Health ICT
EFRR

Congress of European Federation for Research in Rehabilitation
IAHSA/AAHSA Global Ageing Conference & Exposition

ICIP

IEEE International Conference on Image Processing

ICIVC

International Conference on Image and Vision Computing

SSCI

IEEE Symposium Series on Computational Intelligence

ICIP

IEEE International Conference on Image Processing

EMBC

Annual International Conference of the IEEE Engineering in Medicine and Biology Society

"Merging Medical Humanism and Technology”
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ICPR

International Conference on Pattern Recognition

WCCI

IEEE World Congress on Computational Intelligence

BSG Annual Conference

Annual British Society of Gerontology Conference

SETN

Hellenic Conference on Artificial Intelligence

VRST

ACM symposium on Virtual reality software and technology

AHC

Augmented Human Conference

ICT Event

Table 2: List of periodical events of interest to be attended by Partners

2.1.3 Press

2.1.3.1 Scientific Publications (in conference proc  eedings and scientific journals)

The Consortium continues on submitting a number of individual or joint publications to
scientific conferences. An initial list of candidate conferences and workshops has been
already presented in section 2.1.2.3.

A list of candidate scientific journals is presented bellow:

IEEE Transactions on Image Processing

IEEE Transactions on Multimedia

e |EEE Transactions on Pattern Analysis and Machine Intelligence
e |EEE Transactions on Audio, Speech and Language processing
¢ |EEE Transactions on Affective Computing

¢ |EEE Transactions on Signal Processing

e CyberPsychology & Behavior

e FEuropean Eating Disorders Review

¢ Journal of the International Neuropsychological Society

e Behaviour Research and Therapy

¢ Psychiatry and Clinical Neurosciences

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge 29/124

e FEuropean Psychiatry

¢ British Journal of Clinical Psychology

¢ Journal of Assistive Technologies

¢ Journal of Pattern Recognition Pattern Recognition

¢ Journal of Image and Vision Computing

¢ Journal of Signal, Image and Video Processing

¢ Journal of Visual Communication and Image Representation
e Journal on Multimodal Interfaces

¢ Journal of Telecommunications and Information Technology
¢ Journal of Machine Learning Research

e Journal of Mental Health

¢ Journal of Cybertherapy and Rehabilitation

2.1.3.2 Press Release/Press Coverage

Press releases and press conferences are essential means for the dissemination of the
project activities and results.

Press releases are prepared, in parallel to the implementation of the PLAYMANCER's
activities, as newsworthy events arise. PLAYMANCER uses press releases to announce
public showcase and dissemination events, exhibitions, TV reports and other relevant
opportunities that might be of interest to people outside the project consortium.

Press releases are circulated among the public through the project web site, mass media,
such as health/well-being magazines, gazettes, TV programs devoted to health-related
issues. Prior to the distribution of any press release to journalists, it should be commented
and approved by the Quality and Dissemination Committee, and any other concerned

partner.

2.1.3.3 Advertisements

Besides advertising the PLAYMANCER project in the Internet, the PLAYMANCER
consortium plans to place advertisements in national (and/or international) printed
newspapers, health/well-being magazines, radio and TV programmes (especially those
devoted to health-related issues) to raise public awareness and send a message across

target audiences.
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2.2 Dissemination Material

2.2.1 Project Logo

Having in mind to create a distinctive visual concept that is closely bound to the
PLAYMANCER concept, the PLAYMANCER consortium has designed a project logo to be
used in all the dissemination tools (ranging from the web site to presentations). The
PLAYMANCER project logo depicts a group of different “smilies” behind the overlay of the
project acronym, designed like a stencil. The different smiling faces express the different
emotional states of players while feeling the PlayMancer serious game experience, and the
gaming nature of the project. In order to maintain a positive and attractive image about the
project, no reference is made to the medical nature of the project, which is left to be

discovered.

=

-

'“lu—]”’j AMGER,

Figure 4: PLAYMANCER Project Logo

2.2.2 Project Brochure

A professional PLAYMANCER brochure has been prepared for the early months of the
project for distribution at conferences and similar events, perhaps for mail shots if this is
thought to be useful. The brochure consists a two-sided three-fold presentation of the
PLAYMANCER project consortium, objectives and scope (horizontal A4).

The first version of the brochure (March 2010) is depicted in the following figures. Updated
versions have been produced as the project has evolved and more concrete outcomes have
been obtained. PLAYMANCER has designed and printed a brochure update after the first
year of the project.

Since the PLAYMANCER brochure targets to disseminate the project for a wide audience,

great attention was paid during brochure text formulation to use simple language and
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structure, to avoid technical jargon as much as possible and to clearly present the added
value and benefits of PLAYMANCER.

PLAYMANCER FP7 215839



D7.3: Final Plan of Using and Disseminating Knowledge

I PlayMancer Evaluatian
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Figure 5: PLAYMANCER 3-fold Brochure (Front and Back Pages)
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2.2.3 Project Poster

PLAYMANCER produced a large free-from poster by the end of the first year aiming at
supporting project presentations and demos (typically to be printed on 70X100cm board).
The PLAYMANCER poster, as well as the PLAYMANCER brochure, are freely provided to
project partners upon request. This greatly enhances the ability to keep all of the above

products homogeneous and up to date.
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Playmancer Integrates a development platform, based on a commercially avallable games engine,
with tools and mechanisms that allow interoperable binding, Inclusion and access of existing,
emerging and new multi-maodal 1/0 devices,

Playmancer evaluation objectives Include recording of Interaction data aiming at making them
available an a readable and standardized manner, thus enabling Health Care therapists to evaluate
and better understand the statue and evolution of the patients,
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The PlayMancer game platform s the central gart of the system comprising of the following

companents:

= Samantic fusion component: This component provides support and adaptation of tha

multimodal input,

- Game interaction manager: This component is the care of the game, defining the rulas

and actions,

= Unity: The Unity Game tool s the commercial basis for the development.
= TTS: A text to speech component 1S pvailable within Unity.
- Game Tracing: A component alming to allew the medical personnel ta review the evolution

of the gamae,

= Visvalization and analysis ciient: b dedicated user intesface for the specialized heslth-care ]

personnal,

To evaluate the proposed fremework end gaming infra-
structure, @ sertes of serious games modulfes are being
developed and tested, Playmancer platferm Is tailored o
realizing serious. games scenares for heatth, These
scenariog. are tested and wvalidated- for rehabélitation and
psychology  therapy, Integrating Innowative “emotions
chpture” 1/ devices.

Figure 6: PlayMancer poster -2009 version
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* JCT Results 2010/

PlayMancer Cancapt

People suffering from chronic pain could be playing games
designed to ease their symptoms while their therapist monitors
progress onding, The therapist could interrupt the game any time
o adjust the settings, or if thers is an imminent heslth risk to
the player. The market PlayMancer is alming to enter s under-
developed. It falls under the umbrella of serious games, which
though they are maturing, especially in business and training
applications, are still by no means an easy market to break into.
"Our gameas are initially aimed at specific health prablams, but
ail the stidies and analyses point to strong potential in diverse
heaith care situations™

The PlayMancer game platform is the central part of the system
comprising of the following components:
- Semantic fuzion component: This component provides

support and adaptation of the multimadal input,
= Game Interaction manager: This component is the core of

the game, defining the rules and actions.

= Unity: The Unity game enging is the commercial basis far the
developrmant.

= ASR: Automatic Speech Recognition.

- Autematic Emotion Recognition compenent: ldentifies
arnd correlates information coming from different sources, like
voioe, vital slgnals, face expressions, with target to deduct with
a high acouracy as possible the emoticnal state of the patient.

PrayMancer Gam

Nlental Health and Rehahilifation
Min Games

Figure 7: PlayMancer poster -2010 version
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2.2.4 Project Banner

In addition to project posters, which are usually attached to walls or other vertical surfaces,
the project has produced a banner, as a portable light-weight assembly, that folds and
unfolds easily. This banner, when unfolded, provides a 2 meters by 1 meter vertical printed

surface, which is attached on a base.
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Figure 8: PlayMancer banner
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2.2.5 Project Presentation Template

In order for the PLAYMANCER project to reach the outer world uniformly, the
PLAYMANCER consortium has created a dedicated presentation template to be used
throughout all project’s presentation. The presentation template is kept simple yet quite

elegant and will be used for internal as well as for external presentations.

WAW Fllﬂ"'ﬂ'lii REET, COM | Wwnw. playmincer. su

Figure 9: Official PLAYMANCER Presentation Template

Another template has been designed to be used at the last phase of the project. This one
provides more space for the slide content, and projects in the background a watermarked
screenshot of the final game prototype (view from the island, which is common between the
two project games).
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Lo Click to add text

Figure 10: Updated version of the project Presentation Template

2.2.6 Presentations

Making PLAYMANCER related presentations in conferences and similar events is a task that
might be carried out by every PLAYMANCER partner for its own exploitation and publicity
and not only by WP7 participants. The project presentation template (unless otherwise
dictated by the specific event) is endorsed to be used for all project presentations and make
clear reference to the PLAYMANCER project. Public presentations are made available prior
to presentation for comments and approval by the partners involved in the work being
presented. They are available, additionally, to PLAYMANCER partners (i.e. uploaded to the
PLAYMANCER Web Site — Members Area) and, when approved, made publicly available in

the Public Area of the site.

2.2.7 Publications
PLAYMANCER publications can be either scientific publications or documents that abstractly
cover topics addressed by the project. Prior to achieving mature technological and scientific

results, only publications of the second category are made.
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Scientific publications, i.e. research articles at well referred conferences, workshops and
journals in disciplines related to PLAYMANCER, are announced to the PLAYMANCER
consortium prior to their submission.

PLAYMANCER publications have been made available to PLAYMANCER partners (i.e.
uploaded to the PLAYMANCER Web Site — Members Area).

Where a publication result is not directly available through the permanent identifier provided
in the table below (doi number or URL address), then readers are encouraged to search in
the public area of the project site, where most of the publications cited in the table are
publicaly available. Digital Object Identifier (doi) number references can be resolved to valid

URL addresses through the doi service at: http://dx.doi.org/.
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Table 3: Template Al - List Of Scientific (Peer Reviewed) Publications
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TEMPLATE Al: LIST OF SCIENTIFIC (PEER REVIEWED) PUBLICATIONS

tracking systems

symposium on

Virtual reality

Permanent identifiers! Is/Will open
. Title of the (if available) access?
. Main o Number, date or _ Place of Year of Relevant _
NO. Title periodical or Publisher o o provided to
author . frequency publication | publication pages .
the series this
publication?
Performance Evaluation for Text, Speech doi:10.1007/978-3-540-
1 . . Ganchev T. . Volume 5246/2008 | Springer 2008 317-324 Yes
Voice Conversion Systems And Dialogue 87391-4_41
Internet-Based Cognitive- Fernando Mary Ann
. o CyberPsychology | Volume: 12 Issue 1: | .
2 Behavioral Therapy for Bulimia | Fernandez- . Liebert, 2009 37-41 doi:10.1089/cpb.2008.0123 Yes
& Behavior February 10, 2009
Nervosa: A Controlled Study Aranda Inc.
VRST '08
A rigid-body target design Proceedings of
Thomas doi:10.1145/1450579.145059
3 methodology for optical pose- pintari the 2008 ACM ACM 2008 73-76 s Yes
intaric

! A permanent identifier should be a persistent link to the published version full text if open access or abstract if article is pay per view) or to the final manuscript accepted for

publication (link to article in repository).
2 Open Access is defined as free of charge access for anyone via Internet. Please answer "yes" if the open access to the publication is already established and also if the

embargo period for open access is not yet over but you intend to establish open access afterwards.
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software and
technology
Automated
solutions for
Cross Media
PlayMancer: A Serious Gaming Content and IEEE doi:
] Conconi, A. . 17-19 Nov. 2008 Florence 2008 111-117 Yes
3D Environment Multi-channel Xplore 10.1109/AXMEDIS.2008.29
Distribution,
2008. AXMEDIS
0
http://www.idate.org/en/Digiw
Vol. 73, Special orld-
. o Issue. New store/Collection/Communicati
PlayMancer: Games for Health | Kalapanidas | Communications ]
] o . challenges for the IDATE 2009 105-120 ons-Strategies_18/No-73- Yes
with Accessibility in Mind E & Strategies ]
video game New-challenges-for-the-
industry, 31-3-2009 Video-Game-
Industry_379.html
Serious Games as additional Journal of
. Juanjo Submitted for
Psychological Support: A Cybertherapy o
Santamaria publication
review of the literature and rehabilitation
AH '11
Full Body Interaction for Serious | Christian Proceedings of . doi:10.1145/1959826.195983
to be published ACM 2011 No
Games in Motor Rehabilitation | Schénauer | the 2nd 0
Augmented
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Human
International
Conference
Annual Review of
Cybertherapy
and
Telemedicine -
Playmancer Project: A Serious Advanced
Susana
Videogame as an Additional Technologies in doi:10.3233/978-1-60750-
8 Jiménez- Volume 144, 2009 | I0S Press | Netherlands | 2009 163-166 Yes
Therapy Tool for Eating and Murci the Behavioral, 017-9-163
urcia
Impulse Control Disorders Social and
Neurosciences
Edited by Brenda
K. Wiederhold,
Giuseppe Riva
. ] European Eating
Meta-analysis on drugs in Ana Calero- Volume 17, Issue 4, . )
9 Disorders Wiley 2009 243-259 doi: 10.1002/erv.936 No
people with eating disorders Elvira ] July/August 2009
Review
Comorbilidad del juego http://www.psiquiatria.com/arti
Revista de
patolégico: variables clinicas, S. Jiménez- 2 (4), December psiquiatria. | Barcelona, culos/tr_personalidad_y_habit
10 Psiquiatria y 2009 178-189 Yes
personalidad y respuesta al Murcia 2009 com Spain os/impulsos_trastorno_control
Salud Mental
tratamiento /ludopatias/45669/
Executive functioning among EM. Journal of the Cambridge doi:10.1017/S135561770909
11 . . , ] 15, 10 Feb 2009 2009 302-306 Yes
female pathological gambling Alvarez- International Journals 0377
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and bulimia nervosa patients: Moya Neuropsychologi
Preliminary findings cal Society
Lifetime substance abuse,
family history of alcohol .
Psychiatry and Volume 63, Issue 1, ) .
abuse/dependence and novelty o . doi:10.1111/j.1440-
12 S Isabel Krug | Clinical pages, February Wiley 2009 82-87 No
seeking in eating disorders: ] 1819.2008.01908.x
Neurosciences 2009
Comparison study of eating
disorder subgroups
Subtyping eating disordered Behaviour ) .
. . . E. Pefas- Volume 47, Issue 6, . doi:10.1016/j.brat.2009.03.00
13 patients along drive for thinness Research and Elsevier 2009 513-519 Yes
. Lledd June 2009 3
and depression Therapy
Volume 23,
Supplement 2, April
Meta-analysis on drugs in European 2008, 16th AEP ]
14 . o A. Calero . Elsevier 2008 5184 Yes
people with eating disorders Psychiatry Congress - Abstract
book, 16th AEP
Congress
Predictors of early change in Fernando ) .
o . . . Volume 52, Issue 3, . doi:10.1016/j.appet.2009.03.0
15 bulimia nervosa after a brief Fernandez- | Appetite Elsevier 2009 805-808 Yes
. June 2009 13
psychoeducational therapy Aranda
Journal of
Male eating disorders and Fernando . ) B
. . Behavior Volume 40, Issue 3, . doi:10.1016/j.jbtep.2009.06.0
16 therapy: A controlled pilot study | Fernandez- Elsevier 2009 479-486 Yes
. Therapy and September 2009 04
with one year follow-up Aranda .
Experimental
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Psychiatry
Age of Onset in Pathological Susana Journal Of
Volume 26, Number . doi:10.1007/s10899-009-
17 Gambling: Clinical, Therapeutic | Jiménez- Gambling Springer 2010 235-248 Yes
. . . 2, January 2010 9175-3
and Personality Correlates Murcia Studies
Motivation to change and
pathological gambling: Analysis | Monica British Journal of | Article first
. o . doi:10.1348/014466510X511
18 of the relationship with clinical Gémez- Clinical published online: 2 | Wiley 2011 006 No
and psychopathological Pefia Psychology MAR 2011
variables
Social anxiety in the eating
. o Journal of
disorders: relationship with Pefas- . 24 (7), Epub 2010 ]
19 . . Anxiety Elsevier 2011 767-773
eating and personality features. | Lledo, E. May 26
Disorders
Journal of Anxiety Disorders
Eva M Canadian
Subtyping Study of a Male
20 . . Alvarez- Journal of 55(8), August 2010 | CPA Canada 498-506
Pathological Gambling Sample .
Moya Psychiatry
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Table 4: Template A2- List Of Dissemination Activities

TEMPLATE A2: LIST OF DISSEMINATION ACTIVITIES
Countries
Type of . . Type of addressed
o Main leader Title Date Place . Size of
activities® audience’ Ize 0
audience
A Real-World Emotional
May 28-30, Scientific ]
Conference T. Kostoulas Speech Corpus for Modern Morocco International
2008 Community
Greek
Playmancer project: a serious Annual
Susana
. videogame as additional Jun 21- 23, Villa Caramora, | Scientific CyberTherapy .
Conference | Jiménez- . . International
Murci therapy tool for eating and 2009 Italy Community | and
urcia
impulse control disorders CyberPsychology
2009 conference

Conference Serious videogames as July 15-17, 2009 | Barcelona, Scientific 13th International | International

® A drop down list allows choosing the dissemination activity: publications, conferences, workshops, web, press releases, flyers, articles published in the popular press,
videos, media briefings, presentations, exhibitions, thesis, interviews, films, TV clips, posters, Other.
“ A drop down list allows choosing the type of public: Scientific Community (higher education, Research), Industry, Civil Society, Policy makers, Medias (‘multiple choices'

is possible.
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therapeutical tool for mental Spain Community | Conference of on
disorders: enhanced human Information
compulter interaction in Visualisation
PlayMancer (VIZ09)
13th International
Conference of on
A Review of Serious Games as Barcelona, Scientific
Conference Soto A. July 15-17, 2009 Information International
Psychological Support in Health Spain Community o
Visualisation
(VIZ09)
In symposium
(Chair U.
Schmidt) New
Playmancer project: A serious o Technologies in
F. Fernandez- ] o September 11- Scientific
Conference videogame as additional London, UK ) the treatment of | International
Aranda o 13, 2009 Community o
therapy tool for eating disorders eating disorders.
European
Council on
Eating Disorders
Seventh
The PlayMancer Database: A
conference on
Multimodal Affect Database in
May 19-21, Scientific International .
Conference Kostoulas T. Support of Research and Valletta, Malta ] International
o 2010 Community | Language
Development Activities in
Resources and
Serious Game Environment
Evaluation
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(LREC'10)
Qeéhiua maiyvidla wg epyaleio
pete ) X ‘e 10th Corfu
QVTILETWTTIONG TNS
. October 29-30, Scientific International
7 Conference Kalapanidas E. | emeigodiakric utrepgayiag: To Corfu, Greece ] Greece
. | 2010 Community | Obesity
EpeUVNTIKO Epyo PlayMancer (in
Congress 2010
Greek)
2010 11TH
A Serious videogame as
. ANNUAL NCRG
additional therapy tool for
F. Fernandez- Scientific CONFERENCE
8 Conference pathological gambling: October 2010 ] International
Aranda Community | ON GAMBLING
Playmancer Multicenter
. AND
European Project
ADDICTION
INTACT
International
Symposium- The
. . Dynamics of
A Serious Videogame as
Fernando Universidad do Eating Disorders:
additional therapy tool for November 12- Scientific ]
9 Conference | Fernandez- o Minho, Braga, Towards a better | International
Eating disorders: PlayMancer 14, 2009 Community ]
Aranda . Portugal understanding of
EU project
the processes of
falling ill, getting
well and staying
well
10 Conference Fernando Playmancer project: A serious 11-13 London, UK Scientific Symposium International
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Fernandez- videogame as additional September,2009 Community | (Chair U.
Aranda therapy tool for eating disorders Schmidt) New
Technologies in
the treatment of
eating disorders.
European
Council on
Eating Disorders
] ] Il Simposium
A serious videogame as .
B Isla de la Toja, Internacional del
additional therapy tool for . o
Juan J. o . November 25— | Santiago de Scientific CIBER ]
11 | Conference bulimia nervosa and binge . - International
Santamaria o 27, 2009 Compostela, Community | Fisisopatologia
eating disorders: .
. Spain de la Obesidad y
PLAYMANCER EU Project o
Nutricién
Roundtable
discussion: Las
TICsen
Utilizacion de videojuegos como diagnostico,
Sant Boi,
Workshop; Fernando herramienta terapéutica en Scientific terapia y .
12 December 2009 | Barcelona, Spain
Poster Fernandez salud mental: Proyecto Spai Community | seguimento en
ain
Playmancer P salud mental (1l):
aplicaciones de
realidad virtual y
Videojuegos
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Panel de
Experiencias,
Jiménez- Tratamiento de la Adiccion ala | November 25- . . Scientific . .
13 Workshop Sevilla, Spain Consegjeria de Spain
Murcia, S Nuevas Tecnologias 26, 2010 Community
lqualdad y
Bienestar Social
Fernando PlayMancer project: A Serious o
] . . Salzburyg, Scientific Academy for .
14 | Conference | Femandez- Videogame as additional June 12, 2010 . . o International
o Austria Community | Eating Disorders
Aranda therapy tool for Eating disorders
A serious videogame as
Susana additional therapy tool for International
. . . Stockholm, Scientific .
15 Conference Jiménez- obesity and binge eating July 11-15, 2010 Congress of International
. . Sweden Community .
Murcia disorders: PlayMancer Obesity
multicenter European project
Videojuegos como herramienta
Fernando
terapéutica en Trastornos de la . . Scientific Cursos de .
16 Workshop Fernandez- . . July 21, 2010 Alicante, Spain . Spain
alimentacion: Proyecto europeo Community | Verano
Aranda
Playmancer
Playmancer project: A Serious
. . 14th. Annual
Videogame as additional June 21-23, Verbania-Intra, Scientific ]
17 | Conference . . Cybertherapy & | International
therapy tool for Eating and 2010 Italy Community
. Cyberpsychology
Impulse control disorders
Serious videogames as 13th International
Barcelona, Scientific
18 Conference Kocsis, O. therapeutical tool for mental July 15-17, 2010 Conference of on | International
Spain Community
disorders: enhanced human Information
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compulter interaction in Visualisation
PlayMancer (VIZ09)
13th International
Conference of on
A Review of Serious Games as Barcelona, Scientific
19 Conference | Antonio Soto . . July 15-17, 2010 . ] Information International
Psychological Support in Health Spain Community o
Visualisation
(VIZ09)
A serious videogame as
. Eating Disorders
Fernando additional therapy tool for
October 7-9, Scientific Research ]
20 Conference Fernandez- bulimia nervosa and binge Boston, USA International
S 2010 Community | Society 16th
Aranda eating disorders: Playmancer .
Annual Meeting
multicenter European Project
Annual NCRG
Conference on
Gambling and
A Serious Videogame as Addiction:
Fernando Additional Therapy Tool for Redifining
. . November 14- Scientific ] . ]
21 Conference Fernandez- Pathological Gambling: Las Vegas, USA Diagnosis, International
. 15, 2010 Community
Aranda Playmancer Multicenter Treatment,
European Project Research and
Responsible
Gaming for the
21st Century.
22 Conference C. Schénauer | Chronic Pain Rehabilitation with | June 29 - July Zurich, Scientific Submitted to International
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a Serious 1, 2011 Switzerland Community | International
Game using Multimodal Input Conference on
Virtual
Rehabilitation
(ICVR)
. . o Augmented
Full Body Interaction for Serious | March 12-14, Scientific .
23 Conference C. Schénauer Tokyo, Japan Human International
Games in Motor Rehabilitation 2011 Community
Conference
HICT 2011:
. International
Playmancer European Project:
Fernando S o Forum on Health
A New-generation Videogame 8-10 March, Barcelona, Scientific .
24 | Workshop Fernandez- , o Care and International
for Treating Eating disorders 2011 Spain Community
Aranda Information
and Impulse control disorders o
Communication
Technology
TV clip, Project Euronews futuris TV report on January 13-19, | Spain, . o
25 | Public Millions Europe
interview members PlayMancer: Games for Health | 2011 Netherlands
Fernando
TV clip; ] February 15, . . -
26 Fernandez- French TF1 TV channel report Spain Public Millions France
interview 2011
Aranda
TV clip, Fernando
. . ] . February 8, . . - .
27 interview; Fernandez- Spanish TV3 TV channel report 2011 Spain Public Millions Spain
press release | Aranda
28 TV clip, Fernando Spanish TV TVE channel report | February 7, Spain Public Millions Spain
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interview; Fernandez- 2011
press release | Aranda
TV clip, Fernando .
. . ] Spanish TV Tele 5 channel February 7, . . - .
29 interview; Fernandez- Spain Public Millions Spain
report 2011
press release | Aranda
TV clip, Fernando .
. . ] Spanish TV Antena 3 channel February 7, . . - .
30 interview; Fernandez- Spain Public Millions Spain
report 2011
press release | Aranda
. . Elias The World -- BBC/WGBH/PRI; February 8, Brussels, .
31 | interview . . Public USA, Europe
Kalapanidas story about PlayMancer 2011 Belgium
Fernando
Interview; RAC 1 Radio Station project February 7, . . .
32 Fernandez- Spain Public Spain
press release report 2011
Aranda
Fernando
Interview; ] Catalunya Radio Station project | February 7, . . .
33 Fernandez- Spain Public Spain
press release report 2011
Aranda
] Fernando COM Radio Station project
Interview; February 7, . . .
34 Fernandez- report Spain Public Spain
press release 2011
Aranda
Fernando
Interview; EFE Televisi6 Station project February 7, . . .
35 Fernandez- Spain Public Spain
press release report 2011
Aranda
Interview; Fernando . . . February 7, . . .
36 Radio 4 Station project report Spain Public Spain
press release | Fernandez- 2011
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Aranda
] Fernando . .
Interview; Cadena SER Station project February 7, . . .
37 Fernandez- Spain Public Spain
press release report 2011
Aranda
El Hospital de Bellvitge
Fernando
Interview; desarrolla juegos de ordenador | 26 January, . . - .
38 Fernandez- . o Spain Public Millions Spain
press release con fines terapéuticos, La 2009
Aranda .
Vanguardia newspaper
Fernando
Interview; Videojuegos que sanan la February 7, . . - .
39 Fernandez- Spain Public Millions Spain
press release mente, El Pais newspaper 2011
Aranda
. 27-29 .
o Elias o Brussels, Registered; PanEuropean;
40 | Exhibition . ICT 2010 exhibition area September, . . Thousands
Kalapanidas Belgium Public Europe
2010
"R&D in Serious Games’, .
. 29 September Brussels, Registered; PanEuropean;
41 | Workshop K. Karpouzis | Networked Sessionin ICT . . Thousands
2010 Belgium Public Europe
2010
Press Elias ] - PanEuropean;
42 . ICT Results 6 March, 2009 Public Millions
release Kalapanidas Europe
o o Symposium
M. Vollenbroek | Technology supported training The Hague, The | Scientific .
43 | Conference o 23 march 2011 | Br@ins & Dutch
- Hutten for rehabilitation Netherlands Community
G@mes
Fernando Playmancer European Project: | 8-10 Marzo | Registered; | International .
44 | Workshop ) . . Barcelona.Spain . International
Fernandez- A New.generation videogame | 2011 Public Forum on Health
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Aranda for Treating Eating Disorders Care and
and Impulse Control Disoders. Information &
Communication
Technology.
Usefulness of new-generation The 10th London
Fernando
videogames for treating eating | 29-31 March Scientific International .
45 | Workshop Fernandez- . London, UK o International
Arand disorders: Playmancer 2011 Community | Eating Disorders
randa
European project. Conference
Usefullness of a videogame for
ICED-
Fernando treating Bulimia nervosa and
. o . o Scientific International .
46 Workshop Fernandez- Binge Eating Disorders: 28-30 April 2011 | Miami, USA International
Community | Conference on
Aranda PLAYMANCER a Multicenter
Eating Disorders
EU-Project.
Usefulness of new-generation
Fernando
videogames for treating eating . Scientific ]
47 Workshop Fernandez- . 10 June 2011 Sabadell, Spain . SCRITC National
disorders: Playmancer Community
Aranda
European project.
] Prpoject PRI 'U.S. radio interview and Brussels, . o
48 | Interview; , June 13, 2011 . Public Millions U.S.A., Europe
Consortium web report Belgium
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2.2.8 Audiovisual Material

The PLAYMANCER consortium promotes the production and distribution of audiovisual
material, which is disseminated to a broader audience in the various events. Audiovisual
material includes demos demonstrating the PLAYMANCER project prototypes (i.e. demos
made while testing/ validating/ evaluating the PLAYMANCER prototypes), as well as the
work being carried out on each partner site. Audiovisual material, is made available to all

PLAYMANCER partners, and, once approved, made publicly available.

The project has been very active in producing and promoting video clips about the project
implementation. It has proved that this material attracted the attention of the public, and
maintained their interest in the project. It has also brought the attention of news agencies
and news media, the reports of which created a positive and well-received impact, not to
mention the viral side effects of the reproduction of these reports in the electronic press,

news casts, blogs and other social media.

The first video comes from an open event by partner TUW, available to citizens of Vienna
(Vienna Science Fair, October 11-12, 2008). There, hundreds of children played with an
early prototype game based on the motion capture technology used in the PlayMancer
rehabilitation game. There is no narration in the video footage, only introductory and closing

screens in English.

Bt 0557300  e— 3600 .

Figure 11: Capture from the first project video
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The second video was released through the project site on 3™ of November, 2009. It focused
on the new low-cost motion capture technology built for PlayMancer from partner TUW. Also
no narration or spoken language exists, all the explanations provided in this material are in
English.

B 10110138 e——— 360 s

Figure 12: Capture from the second project video

The third video was released the same day (3™ of November, 2009), and consisted of a
sneak peak in the bridge building game prototype that has been demonstrated at the NEM
summit of that year, by partner ST. No narration or spoken language exists, titles and
explanations are in English.

A serious game ac

Figure 13: Capture from the third project video, a game prototype
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The fourth video was a report by Austrian TV channel ORF, interviewing our Austrian partner
members (TUW), released through the site at 17 of September, 2010. The language of the
report is German, but the project members have successfully produced subtitles in English.

Palientenheilung durch Compulerspiel

P | iy D00S0H [ =

Figure 14: Capture from the fourth project video, a TV channel report

The fifth video was a report by Euronews TV channel, interviewing several of the project
members, with video footage at both of the field trial premises, in Barcelona, Spain
(IDIBELL) and Enschede, Netherlands (RRD). The producers provided a license to the
project to use the final cut video for all the project dissemination needs and through any
channel. A YouTube version exists already with English narration, while the project members
own the original DVD material, holding versions narrated and close-captioned in 10 EU
languages, which will be edited in order to be used in other project dissemination activities.
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The report is available on Euronews website, www.euronews.net/sci-tech/futuris and it is
also accessible on YouTube and other smaller regional streaming online websites. The
report is also broadcast in athenaweb.org, website specialised in Worldwide Research TV
reports. All European public televisions and main private ones have received the report via

an Eurovision exchange.

Stephanie Jansen

. o
.E_l.. Haman mowem

r“’-m_,_ PLAYING FOR HEALTH
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Figure 15: Capture from Euronews TV report

Then, a number of TV reports in Spanish were generated after a press conference
organised by project partner IDIBELL (see below, section 2.2.9). Spanish TV channels own
the rights to the produced content, which is narrated in Spanish.

1|
G v & o

Figure 16: Capture from a Spanish TV channel report on the project
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At last, in June 2011 a report has been published in the world wide web and aired by the
public radio PRI about the project. The journalist covering this story has travelled to partner
RRD premises and played with the pain rehabilitation prototype (he had to wear the body
suit in order to be motion-tracked). His story can be found here:
http://www.theworld.org/2011/06/playmancer-rehab-netherlands/

The World: Playmancer Games Help Rehabilitate

by PRI

006 f113 =R R (T Tube

2.2.9 Press Releases
Summaries of newsworthy events or results achieved by the PLAYMANCER consortium
form the content of press releases. The press releases are sent to journalists in various

European Countries and are written and distributed in a timely manner.

The first release, introducing the project and its objectives, was sent to ICT Results site of
the EC, published there and then reproduced by dozens of other electronic news sites, blogs
and social media.

The second release was sent to interested parties before the ICT 2010 event, September
2010, where the project had an exhibition stand, and where also the project co-organised a

networking session about serious games.
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The third release has been issued by partner IDIBELL on 6™ of February, 2011, and resulted
in a massive Spanish TV and radio coverage day, while the field trial evaluation of the game
for mental health has been running. The release was covered by Spanish TV stations TVE,
TV3, Tele5, Antenna3, and by the radio stations RAC1, Catalunya Radio, COM Radio, EFE
Televisié, Radio 4, Cadena SER.

After the end of the project, another press release is being expected, summarising the
project results and achievements, and stimulating the market potential of these results by

interested third parties.

2.2.10 Public Project Documents

The public project documents are stored in 5 folders, each holding a different type of

available document:

¢ Public deliverables: Here one can find the project deliverables that are tagged as Public
in the project contract (Description of the Work Annex 1), and that have been accepted by
the project reviews

e Public research articles: most of the articles produced by project members that
acknowledge the funding by EC can be found in this folder

e Public brochures: The project leaflets, brochures and banners can be found here as
Adobe pdf documents

e Public press releases: The project press releases, as well as the printed press articles
about the project can be found in this area

e Public presentations: All project presentations made at different public events or project

video material can be found here
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Figure 18: Partial list of the public project research publications
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Figure 20: List of the public project presentations
2.3 Dissemination activities: Distribution of mater ial by

dissemination channel

As described before, the PLAYMANCER consortium has identified, planned and carried out
a number of dissemination activities ranging from developing and maintaining the project’s
web site, to organising and participating in events, interest groups and collaborating with
research projects working on similar research disciplines. The PLAYMANCER project’s
dissemination material (such as project brochure, poster, press releases, etc) has been or
will be created in order to inform the 