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The worldwide video gaming industry is a thriving business – with hardware and software sales reaching $43.5 billion in 2007 and projected to grow to more than 61 billion in the next 4 years.  This growth isn’t propelled by just the latest teenage gaming craze, but by a variety of nontraditional organizations integrating video games, immersive simulations and virtual worlds to improve effectiveness and engagement across all business lines.  

The October release of a new book, Changing the Game: How Video Games are Transforming the Future of Business underscores this notion that video games are becoming a valuable tool for mainstream business.  Used for everything from marketing to training to increasing productivity, “the evolution of video games has definitely given companies the ability to create virtual sandboxes that can provide a competitive edge.” (http://www.economist.com/daily/columns/businessview/displayStory.cfm?story_id=11997115)  As importantly, gaming can also create opportunities to reduce costs and increase profitability.

It may be surprising to some that the healthcare industry has been among the first to recognize the ‘game-changing’ potential of games in business and other environments.  Leaders in the healthcare sector are now embracing video games as an integral part of a digitally enabled health culture.  

“Health eGames” are video games that deliver measurable health benefits.  It is a gaming category that continues to gain accolades from organizations experiencing success by combining digital education, engagement and entertainment to support health and fitness. Health eGames have now been vetted by significant research efforts, and the data shows that people can in fact “game” their way to a healthy outcome – whether that be managing diabetes, recovering from cancer, improving eating habits or losing weight.
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It is clear that Health eGames will be part of accelerated growth in the overall video games market, with projected value nearing $3 billion in the next 12 months.  Today, there are more than 300 consumer focused Health eGames offering an active, multimedia video experience across multiple platforms—from personal computers and consoles such as Wii, XBOX and PS2, to online and mobile applications such as iPhone’s accelerometer and Nintendo DS.  And growth in adoption is being driven by some unexpected demographic segments, including mothers, seniors and even toddlers. 
A report authored by Douglas Goldstein, Julia Loughran and Andy Donner and published by iConecto, a digital media solutions firm focused on health, delivers the first comprehensive review of the Health eGames industry. The report documents a consumer and professional market nearing $7 billion over the next 12 months. It also outlines 5 major categories for consumer Health eGames including: Exergaming, Brain Fitness, Health Eating, Condition Management and Stress Reduction.  The report highlights the 16 year history of Health eGames, discusses market size, reviews the major players, highlights the market drivers and identifies the business and investment opportunity.  More information on “Health eGames Market Report – How Video Games, Social Media and Virtual Worlds will Revolutionize Health” is available by contacting Douglas Goldstein at doug@efuturist.net.
Health eGames is driving a paradigm shift in health and medicine.  Health plans, employers, hospitals and health systems, for-profit healthcare companies, schools and universities and government will see their products, services, markets and customers transformed through the growing power and influence of Health eGames.  Pioneers such as Robert Wood Johnson, Humana, CIGNA, Kaiser Permanente, HopeLab and many others are already staking out territory in the Health eGames industry.  As this trend continues to grow, health leaders, investors and decision-makers are faced with an important decision: Take action now and ride the wave of Health eGames by building innovative solutions for engagement and effectiveness with the community of 200 million monthly gamers who cut across all demographic categories, or hold back and run the risk of missing out on one of the most significant social, cultural and technological trends of the next 20 years.  
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