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Abstract
The July 2012 issue of the Journal of Diabetes Science and Technology includes a special symposium called 
“Serious Games for Diabetes, Obesity, and Healthy Lifestyle.” As part of the symposium, this article focuses on  
health behavior change video games that are designed to improve and support players’ diabetes self-management. 
Other symposium articles include one that recommends theory-based approaches to the design of health games  
and identifies areas in which additional research is needed, followed by five research articles presenting studies of 
the design and effectiveness of games and game technologies that require physical activity in order to play.

This article briefly describes 14 diabetes self-management video games, and, when available, cites research findings 
on their effectiveness. The games were found by searching the Health Games Research online searchable database, 
three bibliographic databases (ACM Digital Library, PubMed, and Social Sciences Databases of CSA Illumina),  
and the Google search engine, using the search terms “diabetes” and “game.” Games were selected if they 
addressed diabetes self-management skills.
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