Gemma is a Serious Game designed as a mobile app for Android and iOS devices, developed
using an XML-based markup language.
The app is optimized for smartphone use and is available for free download at the following
links:

e Android (Play Store):

https://play.google.com/store/apps/details?id=it.smarted.gemma&hl=en

e iOS (App Store): https://apps.apple.com/it/app/gemma-game/id6746156137
In the game, players take on the role of a Higher Education Institution (HEI) worker,
navigating a typical working week. The main challenge is to maintain their well-being
indicators while maximizing work performance.
The game focuses on three well-being dimensions:

e Hedonic well-being: the presence of positive feelings about oneself and life

e FEudaimonic well-being: psychological fulfillment and sense of purpose

e Social well-being: quality of interpersonal relationships and sense of belonging
Players can choose between two characters (one male and one female) and experience a 5-day
working week, aiming to balance and maximize both their well-being indicators and their
work-related achievements.
The 10 scenarios implemented in the game were co-created by the project partners based on
guidelines provided by SGF - Serious Game Factory.
What follows is a detailed description of the app and its main features.
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Figure 1 - Homepage

Figure 1 shows the homepage of the app, which provides access to the app’s four main
sections.

By clicking the button in the top left corner (A), users can change the game's default language
(English) to one of the five project languages: Greek, Polish, Norwegian, Spanish, and Italian.
The selected language is indicated on the screen by the corresponding national flag (B).

The Info button (D) opens a screen containing information about the GEMMA PROJECT and its
project partners (Figure 2).

By clicking on the “Week Mode” (C) and “Day Mode” (D) buttons, users can access the app’s
two gameplay modes.


https://play.google.com/store/apps/details?id=it.smarted.gemma&hl=en
https://apps.apple.com/it/app/gemma-game/id6746156137

The “Stats” button (E) allows users to view their game statistics and track their performance.
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Figure 2 — Project Info
Week Mode

Week Mode is the main gameplay mode of the app. The player’s goal is to complete a 5-day
working week while ensuring that the sum of the three Well-Being Indicators and the Work
Outcome never drops below zero.

Each day is structured into five situations. In each situation, the player must choose between
three different actions, each of which will have a different impact on the four indicators.

Each indicator can vary between -2 and +2 depending on the choices made. However, at the
time of the decision, the player does not know how each option will affect the indicators.

At the end of each day;, if the sum of the four indicators falls below zero, the player must repeat
the scenario. If the score is zero or positive, the player can proceed to the next day, starting the
new scenario with the same points carried over from the previous day.

When the player enters Week Mode, they must first choose one of the two characters, after
reading a short introductory description (Figure 3).

Select a character

Gina is a researcher in bioinformatics. She is 37 years
old and she works in Open European University. She

has a husband, Tommy, that works as a videomaker
She has two kids,
She loves the seaside and surfing. She listens to i
rock music and reads tons of manga books. She is
very punctual at work, open minded and loves to help Alex Taylor

people, She has a perfectionist trait and loves working
ot home. Mow she is working to have an upgrade in
academia, aiming to reach an assoclate professor
position,

[ New week ]

Figure 3 — Character choice

If the player already has an active game with the selected character, the week will resume from
where it was left off. Otherwise, a new week will begin from day one. The app uses an internal
database to track the player's progress and scores, as well as the preferred language.



After selecting the character, the player is taken to the day introduction screen (Fig 4), where
the starting values of the four indicators are displayed through icon representations.

By tapping on any of these icons, a popup window appears with a brief explanation of the
selected indicator. This feature is available on all screens where indicator icons are shown.
Tapping the pink arrow brings up the first situation of the day. The screen is divided vertically:
the left side presents a text description of the situation, while the right side shows a visual
of it (Figure 5). By clicking the button with the three arrows, the player is

representation

presented with three options, from which they must choose. After selecting an option (Figure
6) and confirming the choice, a new screen appears showing brief textual feedback and the
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It's 11.00 am and you are receiving a phone call from your colleague Steven
¥You hawve written a scientific paper together and sent it to a renowned
academic journal. You are impatiently waiting for reviews and you know it
is not easy to publish a paper there. If the paper is published in the journal,
both of you will get a pay rise

Figure 4 — Day Intro

The phone rings: it's your colleague
Steven who sent the paper (o the
journal. He calls out of breath
because he cannot control his
agitation and emational turmail. The
call is about a very critical review
of your co-authored paper. Steven
exhales: "Gina, it's bad Real bad
The reviewer tore our paper apar
I mean, they've questioned almast
every aspect of owr methodology and
eonclusions. I'm freaking out here.”
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The phone rings: it's your colleague
Steven who sent the paper (o the
journal. He calls out of breath
because he cannot control his
agitation and emotional turmail. The
call is about a very eritical review
of your co-authored paper. Steven
exhales: "Gina, it's bad. Real bad
The reviewer tore our paper apart
I mean, they've questioned almost
every aspect of our methadology and
conclusions. I'm freaking out here”

‘Well, if you're freaking out, that doesnt help anyone.
We nead 1o 1oughen up and face the reality. We're not
amateurs. Oh great, the world ks ending because of a
review. Seniously, Steven, grow a thicker skin, It's just
SOME COMIMENts on 3 paper.

Figure 6 — Situation and Options {one selected)

impact of the selected option on the four indicators (Figure 7).



Once the five daily situations are completed, the player receives general feedback of the day
(Figure 8) and can proceed to the next day if the sum of the indicators is not below zero, or
repeat the scenario if the score falls below zero.
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The response amplifies negative emotions (hedonic well-being),
promotes a defeatist attitude rather than resilience and growth
(eudaimonic well-being), and fails to provide support or foster a sense
of partnership (social well-being). This makes the response highly
ineffective and potentially damaging in this context.

Figure 7 — Situation
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Day Points:-2

Your Week Points are below rero. You will have to play this scenario
agamn to advance in the game

Figure 8 — Day Feedback
Day Mode

In Day Mode, the player can tackle the individual days of the two characters, with the goal of
either achieving the highest possible score or practicing specific days that previously
prevented progress in Week Mode. At first, only the two Day-1 levels are available. The other
days will be automatically unlocked as the player reaches them (reaching is sufficient,
completion is not required) in the Week Mode of the corresponding character. Unlike in Week
Mode, at the beginning of each day, the four indicators always start at zero.

Once the player selects one of the two available characters, a brief introductory description
of the chosen character appears, and the list of playable days is displayed (Figure 9), namely,
the days that have already been unlocked by progressing in Week Mode.

Alex is a mid-career researcher who is working on several high-impact research papers,
leading three PhD dissertations. At 45 years old, Alex works at a prestigious university,
balancing a demanding professional life with personal interests in literature, classical
miusle, and valleyball,
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Figure 9 — Day choice



The game mechanics in Day Mode are identical to those used in Week Mode: each day consists
of five different situations, and in each one, the player must choose among three possible
actions, each with a different effect on the four indicators.

However, there are two key differences compared to Week Mode. The first is that, regardless of
which day is selected, the four indicators (hedonic, eudaimonic, social, and work outcome)
always start from zero, without carrying over values from previous gameplay.

The second is that, once the selected day is completed, the game ends, and the next day is not
automatically unlocked.

This structure makes Day Mode a particularly useful training tool, allowing players to focus on
specific scenarios, practice decision-making strategies, or improve their scores without having
to replay the entire week.

Stats

In this screen (Figure 9), players can view a detailed overview of their game statistics.

The information is organized by the two playable characters, and for each one, the app
displays the highest scores achieved in both Week Mode and individual Days.

This section allows players to track their progress, compare performance between the two
avatars, and identify challenging days where they may want to practice in order to improve
their balance of well-being and productivity.

32 Week Record 0
20/20 Day 1 Record 6/19
2/14 Day 2 Record 012
8/12 Day 3 Record 0/19

0/7 Day 4 Record 0/6
1111 Day 5 Record 013
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