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This book constitutes the refereed proceedings of the 10th Joint
International Conference on Serious Games, JCSG 2024, held in New
York City, NY, USA, during November 7-8, 2024. The 19 full papers, 5
short papers, 12 posters and 5 demos included in this book were
carefully reviewed and selected from 63 submissions. They were
organized in topical sections as follows: Artificial intelligence in serious
games; Serious games analytics; Serious game design; Impact studies;
Extended realities; Healthcare and wellbeing; Applications.



