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Abstract: The need for contact, sharing and socializing is 
part of human nature, so that the community's role is vital to 
the survival of the species. With the development of 
Information and Communication Technologies and their 
influence on society and everyday life, led the search for new 
ways to build relationships and create communities among 
people, creating virtual communities; turn social networks 
emerge as new forms of association that respond to more 
complex understanding of human interaction in a way that 
the wider community; these to promote your main goal, 
more integrated into the games as a tool of socialization. The 
impact of current games at various levels, as the social and 
economic development, and its applicability in various fields, 
it becomes important to analyze the contribution of the 
community. It is intended in this article, a description of the 
factors that motivate this research to a later stage to develop 
the proposed objectives: to analyze the new social reality and 
develop a model that allows adapting the health games to 
social games in order to foster the creation / sustainability of 
communities based on social networks, aiming to raise 
awareness of health issues, increasing knowledge and 
sharing of experiences of members of communities. 
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I. INTRODUCTION 

The human being is by definition a social being, as such, 
there remains a need for sharing, contact and 
socialization. Apart from rare exceptions cannot live 
alone, hence the group, the community are vital to the 
survival of the species. With the development of 
Computer-Mediated Communication (CMC), new forms 
of community, namely the Virtual Communities (VC). 
Due to the changing concept of community, it becomes 
necessary to understand these new forms of association 
immersed in the complexity called the Social Network. 
Social Networks (SN) emerged as the answer to the 
understanding of human interaction in a broader sense 
than the community. Its main role is to foster 
communication and interaction between people. In order 
to keep alive his main goal - to socialize, have integrated 
the games as a powerful tool for this purpose. 
Currently the games are no longer seen only as a leisure 
activity and have become a means of developing physical 
and mental skills, acquiring knowledge and experiences, 
visual or motor coordination, as well as a means of 
socialization. Of the various types of existing games, the 
Serious Games (SG) are used to identify the games for a 
specific purpose, or that go beyond the idea of 
entertainment and offer other kinds of experiences, 
including learning and training, given the benefits 
identified are being applied in various fields of 
knowledge, and the health of them. Given the importance 
to society of this area and due to the fact that more people 

are dedicated to games, while taking refuge in social 
systems, the challenge lies in adding this type of games 
(health games) a social component to greater integration 
into society, while providing the skills and abilities to 
players being able to react to certain situations and 
symptoms. 

II. COMMUNITIES VS VIRTUAL 
COMMUNITIES VS SOCIAL NETWORKS 

Given the main characteristic of the human being does not 
live alone, make this a social being, with innate condition 
for bonding, affects and consequently socializing. The 
creation of communities and live in them and comes from 
prehistoric times; The concept of community is used to 
describe a group of people of a certain geographical area 
associated with a social structure, may also exist a spirit of 
sharing among its members and a sense of belonging to 
the group. The sociologist Ferdinand Tönnies, has created 
a dichotomy to describe two types of social organization: 
gemeinschaft (community), describes a traditional society, 
homogenous culture, where individuals have interpersonal 
relationships and value the personal relationships; 
gesellschaft (association), characterized by society urban 
industrialized, describes the set of individuals with 
impersonal relations, distant, and individualized using 
social relations as a means to an end[1]. 
With the emergence of CMC and its influence on society 
and everyday life, led the search for new ways to build 
relationships and create communities among people, 
giving rise to new forms of community, namely the VC, 
allowing groups of people to establish social relations 
among themselves, which remain long enough so they can 
build a team organized through the Internet. According to 
analysts of networks, these new forms of community, 
pointing to the need for a change in how we understand 
the concept. If we focus directly on social ties and 
informal systems of exchange of resources, instead of 
focusing on people living in neighborhoods and small 
towns will have an image of interpersonal relations is very 
different from the one we are used. This fact leads us to 
change the concept of community to social network. 
Aspects such as solidarity, neighborhood and kinship 
prevailed when it defined a community, nowadays, are 
just a few among the many possible patterns of Social 
Networks (SN). The VC is a new way of making society. 
The VC people use words through the screen of the 
monitor to exchange experiences, discuss, engage in 
intellectual discourse, exchange feelings, develop 
friendships, play, make art, etc. The participants just 
cannot touch it or assaults. These communities have 
become attractive and even addictive, causing many to 
turn into virtual relationships as real. Rheingold suggests 
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that if the VC meet the social needs of people, then they 
should suffer a significant growth in coming decades. The 
CMC is the means for the formation of VC. In these 
participants create ways of analyzing reality, changing the 
conventional social styles, through the emergence of new 
communities and cultures. Cyberspace is not a cold place, 
as it may seem to some visitors or theoretical, where there 
are only accurate information, pre-programmed by 
computers. Technological development has also brought 
new forms of socialization, even if that socialization is not 
face-to-face. Due to the changing concept of community, 
it becomes necessary to understand these new forms of 
association immersed in the complexity called the Social 
Network. The SN responds to an understanding of human 
interaction in a broader sense than the community 
[2][3][4][5][6].  
The aim of SN is to join groups of people who want to 
interconnect by one or more factors including needs, 
interests, and practices. In turn, access people to SN to 
communicate because they see tangible benefits (and 
some intangibles). These tend to operate as networks of 
relationships in the real world. They let read news, discuss 
issues of work and private life, share their ideas and 
experiences and have access to knowledge that would not 
have access otherwise.  
The Social Network Sites (SNSs) are Web-based services 
that enable individuals build a profile public or semi-
public within a limited system, joining a list of other users 
with whom you share links, and browse through this list, 
see and traverse the links of those users within the system. 
The first SN was established in 1997 and currently there 
are hundreds of networks around the world, supporting 
practices, interests and diversified users. One of the 
biggest SNSs is Facebook, created in February 2004, 
being the most common SN at the moment. One strand of 
current research focuses on the consequences of using 
Facebook; Among young adults, the relationships become 
important, both for generating offline benefits, known as 
social capital or to the psycho-social development. Social 
capital is an elastic construction used to describe the 
benefits that accrue from relationships with others. The 
present identity on Facebook acquires a new status, which 
allows you to serve as an indicator of what is real or not. 
So we now live in a hyperreality in which the image 
(Facebook profile) is the reality, and  that the real assumes 
little or no value. Thus we created a problem which is that 
we need to keep tight control of virtual identity, otherwise 
we may suffer real consequences. In this context is not 
unnecessary to treat our physical image to socialize, we 
need to keep our virtual presence as something that can 
represent us and to represent our goals. Thus, the SN can 
be seen as a way to combat isolation in the real world, 
approaching similar individuals with converging or 
interests relationships, who adding the games as a 
powerful tool of socialization, bringing them a "new life". 
The Facebook linked games to its platform, making other 
social platforms to follow, like MySpace and Hi5. The 
success pointed to these games has undoubtedly its 
socializing aspect, by using strategies that encourage 
interaction with friends who meet in the real world [7] [8]. 

III.  THE ROLE OF GAMES IN SOCIAL 
NETWORKS 

The games included in the SNSs, are called social games. 
Don’t are new types of games, but rather a recovery of 
ideas and habits present in the cultures of physical 
communities and their development was based on design 
templates of various types of existing video game. The 
integration of digital games in a social networking 
platform, is itself the source of all innovation in these 
games, once the platform don't serves only as a repository 
like a gaming portal, but serve independently the 
functionality of the game. This means that social games 
operate using the information in this platform systems, 
without which the overall design of the game would 
collapse. In this sense it is not the player looking the 
game, but it is the platform that the indicates according to 
his profile on the social network [7]. The virtual 
environment of these games, as well as discussion forums 
and presential events, facilitates the creation and 
development of communities of players; They need to 
interact with each other to perform tasks and / or complete 
objectives, as a rule, create groups and consequently VC 
players, making this environment a "space" of choice for 
the establishment of friendship or obtaining relationship. 

IV.  SERIOUS GAMES AND HEALTH GAMES 

Currently, the games don't are just a longer source of 
motivation but became as a means of development 
physical and mental skills, visual and motor coordination, 
skills and strategies, as well as a means of socialization, 
leaving  to be only understood as an activity playful. 
Many studies show the different areas where we can apply 
and use the games, so it is presumed that his popularity 
will not diminish, partly because of the increasing number 
of players, and secondly, the growing interest among 
companies in digital entertainment have been engaged in 
the development of content and solutions available online 
multi-player games, contributing to the relevance of these 
environments [10] [11]. 
There are several types of games: action, adventure, 
educational, combat, simulators, entertainment, among 
others, there are still others that are designed using 
features present in more than one of these types 
mentioned above, dubbed the Serious Games (SG). These 
are fundamentally aimed at simulation the practical 
situation day-to-day, with the aim of providing 
professional training, critical situations in companies, 
raise awareness children, youth and adults, and also trivial 
situations, the mission make the simulations even more 
attractive and entertaining, while offering activities that 
promote the absorption of concepts and psychomotor 
skills. Thus, they are used to identify the games for a 
specific purpose, ie that go beyond the idea of 
entertainment and offer other kinds of experiences, 
including learning and training; are being applied in 
various fields of knowledge, being a health of the sectors 
that has benefited from its use [11] [12] [13]. 
The difficulties encountered in obtaining materials, 
product validation and training of personnel, as well as the 
need for new approaches to rehabilitation and education 



of healthy habits, make the games an important ally of 
education, training and simulation to health, benefiting 
professionals and patients. The SG for health are designed 
to entertain players, while they try to modify some aspects 
of their health behavior [14]. Surveys conducted have 
shown that learning becomes effective when the virtual 
games are used for education and training, in addition to 
having effective transfer of acquired knowledge to real 
environments. These games are full of situations where 
the player is faced with the decision-making to apprehend 
a lesson or live an experience [15]. 
This type of game requires planning and a 
multidisciplinary team in its construction. Several areas of 
knowledge, works in an interdisciplinary way with the 
industry of SG. In health area, there are several 
applications that stand out with diversified features(listed 
by category): 
- Therapy auxiliaries: This type of games are designed for 
people undergoing rehabilitation and physical or 
psychological treatments. The most popular applications 
are for the treatment of phobias, such as fear of heights, 
public speaking, insects, etc. Try to reproduce situations 
of fear, gradually introducing them in the midst of other 
situations, in order to accustom the user through 
experience (practice). 
- Promotion of health and fitness: examples of these 
games, are the MindHabits1, whose goal is to allow the 
player to conduct exercises and activities to maintain 
positive attitudes and reduce the stress of day-to-day. The 
Incredible Adventures of the Amazing2 Food Detective, to 
teach to encourage good eating habits. There are even 
games designed to teach work safety and what to do in 
emergencies, others that focus on the achievement of safe 
attitudes in traffic, others seeking to encourage elderly 
people to perform exercise through dance, using a special 
mat that shows the position steps and recognize them for 
score3. In dentistry, the games are targeted to a young 
audience by addressing concepts related to diet and oral 
hygiene, in order to teach best practices to prevent tooth 
decay and a guide to brushing, whose outstanding feature 
is the presence of playful elements to motivate and 
stimulate learning of the smaller, and some of them 
include education for mothers. Others still, developed for 
the prevention and instruction of behaviors necessary for 
the treatment of asthma and diabetes aimed at children. 
The games has a story and the characters are affected by 
the disease (asthma or diabetes), it's up to player know 
how to treat the disease, through tasks like, making sure 
the daily dose of medication, make correct decisions 
regarding the choice of appropriate places or of a balanced 
diet, measure to glucose levels, or use an inhaler at the 
right time, etc., through these situations the player learns 
to react to these diseases, acquiring information about 
them and care they should have. 
- Monitoring health: through the provision of biological 
sensors, have been used to observe the brain increased 
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3
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activity in people when exposed to games, towards 
understanding the effect on these people. 
- Training and simulation: the aim is to provide facilities 
for training, through playing real situations. A system of 
training in acupuncture uses a virtual human who 
considers the depth and position of each of the contact 
points considered in this type of treatment is used, a 
specific device with sensors to simulate a real needle, the 
system provides a trial run of the procedures in real time. 
In this category, there are several games that simulate 
surgeries, eg, a game4 that teaches the steps of a heart 
surgery, allows the user to learn the tools and steps 
involved in this type of procedure, and need to comply 
with specific steps to receive a score. Also in dentistry, 
there are SG targeted at students and professionals, these 
games invest in realism with different motives, some 
simulate scenarios, and virtual patients by allowing 
players to chat and make a diagnosis like a real 
consultation, other through mechanisms of interaction, 
allow the players feel properties like, density, strength 
return and endurance of the oral cavity.  
These are some of the many projects on SG applied to 
health. Currently there are many partnerships for projects 
development  involving companies, researchers and 
professionals from various fields to share information on 
impact what games and game technology can have in 
solving problems in health and policies necessary [14] 
[16] [17 ] [18] [19] [20]. 
The relevance of this study in the future, relates to 
understanding what a social game can do for your 
community, and through it help to create communities and 
/ or its maintenance. There is literature that demonstrates 
the importance of communities through their practices in 
support of certain diseases, highlighting the role that VC 
can play for its members on solutions to health problems. 
Online Communities for Healthcare (OCH), often exist in 
the form of interactive health communication applications, 
providing health information with a least one of the 
following features: social support, decision support and 
behavior change support. At present, the most common 
forms of social behavior in OCH are seeking and sharing 
personal experience, opinions and answers, and providing 
support and empathy [21]. 
The increasing interest in Internet and SN have made 
more people inquire about health-related information via 
virtual environments, seek out advice, exchange 
experiences and support from online peer networks [22]. 
With the role of the Internet as a platform for SN, typified 
by the growing interest in sites like Wikipedia, Facebook 
and MySpace, we can envisage more consumers seeking 
health-related information and advice from online peer 
networks [21].  
Many e-health communities representing many areas of 
health services have spread over the Internet. “Cancer.net: 
Making a world of difference in cancer care” 
(http://www.cancer.net/portal/site/patient), is an example 
of a cancer e-health community that provides a place 
where cancer patients and survivors, professionals and 
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experts or subgroups can share information and care. E-
health communities differ from regular websites. Websites 
can provide information to users but e-health communities 
are more to personal resources which allow users to get 
more like face-to-face situation where members in the 
group can interact with others who shared similar 
problems. “The Wellness Community, which provides 
“cancer support, education and hope” 
(http://www.thewellnesscommunity.org/mmlcommunity.a
spx), is another example of an e-health community that 
provides emotional support, care and a forum for people 
in the community to share the same health concerns as the 
cancer survivors [22]. 
Healthcare consumers’ social networks play a key role in 
their progress through healthcare journeys, and are vital 
sources of advice, recommendations, empathy and 
support. This has already been recognized on the Internet 
by the establishment and popularity of online healthcare 
consumer communities [21]. 
Thus, if we associate the health games a social 
component, they may be accessed via the SN, so that 
members can have easily and intuitively access to these 
games to help their diseases by increasing knowledge, 
sharing of experiences and help other members, 
promoting sustainability and / or creation of new 
communities. 
 

V. CONCLUSION AND FUTURE RESEARCH 
With this article, we intended to submit a brief description 
of the actuality concerning a dichotomy Communities and 
SN, as well, as understanding how and why so many 
social experiments are currently evolving in parallel with 
the latest communication technologies. In this emerging 
social reality, we find that a social trend as influential as 
the "gaming”, cannot be easily removed from the agenda 
of the future. Thus, the games will penetrate, in a more 
comprehensive, in the world of culture, the work and 
science. The scope of "Serious Gaming" has the potential 
to become one of the ways of acquiring core knowledge 
of the XXI century. For all this, we should focus on 
investigation of positive features and the exhaustive 
exploration of potentialities social and political the games; 
In our case, the study focused on health games. 
The interest of this work, relates to two factors, firstly, the 
present moment the community and their emergence 
within the SN on the Internet, on the other hand, the fact 
that currently the SN, and inherently the VC to them 
associated, often have their survival associated to the 
games. The games come add to these communities an 
more "tool of interaction", potentiating its users to new 
forms of interaction and achieve the goals of the 
community. From this theoretical approach, we intend in a 
future works, integrate two areas of impact, social and 
health, proposing a model that adapts games with health 
objectives in social games to determine how they can help 
create or sustain virtual communities based on SN. To 
create the model is necessary deepen study on the creation 
of VC, as well of SN and its integration with the games, to 
better understand the interactions that take place in the 
networks and with the games. 
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