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IT’S NOT 
A GAME. 
IT’S A 
GAME 
CHANGER







https://www.tiktok.com/@physics.world/video/7013056377429986565

https://www.tiktok.com/@physics.world/video/7013056377429986565
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youtube.com/@JoeyPrink

twitch.tv/joeyprink
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I AM A 
GAMER.

@JOEYPRINK







GAMERS 
CHANGE.

“People of all ages play video games. There is no longer a 
‘stereotype game player,’ but instead a game player 
could be your grandparent, your boss, or even your 
professor.” –Jason Allaire 
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AI TO LEARN



27

AI TO LEARN



AI MIRACLES.. 





AI MIRACLES.. 



1. THE CAPABILITY OF A MACHINE TO 
IMITATE INTELLIGENT HUMAN BEHAVIOUR.

2. A BRANCH OF COMPUTER SCIENCE 
DEALING WITH THE SIMULATION OF 
INTELLIGENT BEHAVIOUR IN COMPUTERS.

Merriam-Webster defines artificial intelligence this way.



“MAKING COMPUTERS ACT LIKE THEY DO IN THE MOVIES.”



“REAL” AI
▸ Über die Zeit hinweg lernen, auf Veränderungen in seiner 

Umwelt zu reagieren 

▸ (z.B. Netflix-Empfehlungen, aber nicht Twitter-Sperrlisten)

▸ Was es lernt, sollte so interessant sein, dass es den Menschen 
einiger Anstrengungen bedarf, es zu erlernen (Turing-Test)



PROBLEME & DISKUSSIONEN

▸ Ethik

▸Verantwortlichkeit & Entscheidungen

▸Bias & Fairness

▸Datenschutz 

▸Rechte 

▸ Energie

▸ Zukunft des Lernens, des Arbeitens,… ? 



WIE 
FUNKTIONIERT ES?



KI 
GESCHICHTE.
.



AI TO PLAY GAMES

ROBOCUP



AI TO PLAY GAMES

CHESS - IBM DEEP BLUE VS. GARRY KASPAROV 
(1997)

"I could feel — I could smell — a new kind of intelligence across the table,"



AI TO PLAY GAMES

JEOPARDY! - IBM WATSON VS. KEN JENNINGS 
(2011)

"I could feel — I could smell — a new kind of intelligence across the table,"



AI TO PLAY GAMES

GO - GOOGLE ALPHAGO (DEEPMIND) VS. LEE 
SEDOL (2016)



AI TO PLAY GAMES

DEEPMIND VS. STARCRAFT II (2019)



AI TO PLAY GAMES

DEEPMIND VS. STARCRAFT II (2019)



AI TO PLAY GAMES

http://gameaibook.org/book.pdf



KI IM 
ALLTAG?







KI IN DER MEDIZIN



• Robotics in Care

• AI-powered companion robots for social interaction

• Assistance with lifting, mobility, and basic tasks

• Education & Decision Support

• AI-enhanced learning systems for nursing staff

• Real-time decision support during care (e.g., dosage 
suggestions)

• Mental Health & Cognitive Support

• AI-based mood and behavior monitoring

• Smart interventions for cognitive decline or 
depression

USE CASES
▸ Predictive Analytics

▸ Early detection of health issues (e.g., risk of falls, 
infections)

▸ Monitoring vital signs and predicting patient 
deterioration

▸ Administrative Support

▸ Automated documentation and reporting

▸ Smart scheduling and resource allocation

▸ Personalized Care

▸ AI-driven care plans tailored to individual needs

▸ Adaptive systems that learn from patient behavior and 
preferences

▸ Virtual Assistants

▸ Voice-controlled tools for nurses and patients



INHALTE & 
ADAPTIVE 
DESIGN
ERSTELLEN
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GAMES CHANGE 
US.







I  A M  A  L E A R N E R .



THIS WAR OF MINE
@JOEYPRINK



PATH OUT

@JOEYPRINK



THAT DRAGON CANCER
@JOEYPRINK



Game Lab Graz

FOCUS ON THE SDG GOALS 
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Game Lab Graz

SDG GOALS 

3. Good Health and Wellbeing 



Game Lab Graz



Game Lab Graz

SDG GOALS 

4. Quality Education



Game Lab Graz

SDG GOALS 

5. Gender Equality



Game Lab Graz

SDG GOALS 

7. Affordable and Clean Energy



Game Lab Graz

SDG GOALS 

8. Decent Work and Economic Growth



Game Lab Graz

SDG GOALS 

10. Reduced Inequalities
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THE POTENTIAL 
OF GAMES FOR 
THE HEALTH & 

CARING SECTOR



Social Inclusion & Wellbeing

• Virtual meetups with family or peers

• Shared VR activities to reduce loneliness

• Accessible game design for all abilities

Care Planning & Design

• VR-based room and workflow planning

• Simulating ethical decision-making scenarios

Co-Design & Innovation

• Involving care workers in game/tool development

• Citizen science: testing and improving VR in care contexts

USE CASES

Training & Education

• Realistic VR simulations for caregiver 
training

• Safe, gamified learning environments

Therapy & Patient Support

• VR for dementia and Alzheimer’s 
therapy

• Pain and anxiety reduction through 
distraction

• Cognitive and physical rehab via 
games
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GAMES

©Oxymoron Games



GAMIFICATION

©Oxymoron Games
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@JOEYPRINK



VR IS NOT THE 

FUTURE.



VR IS THE 

PRESENCE. 

@JOEYPRINK









https://www.healthline.com/health-news/vr-can-help-treat-severe-pain /// https://www.medicaldevice-network.com/features/virtual-reality-surgical-training/

https://www.healthline.com/health-news/vr-can-help-treat-severe-pain%20/
https://www.medicaldevice-network.com/features/virtual-reality-surgical-training/


https://www.healthline.com/health-news/vr-can-help-treat-severe-pain /// https://www.medicaldevice-network.com/features/virtual-reality-surgical-training/

https://www.healthline.com/health-news/vr-can-help-treat-severe-pain%20/
https://www.medicaldevice-network.com/features/virtual-reality-surgical-training/


SOME IDEAS… 



GAMING AND 
STREAMING EVENTS
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JPIRKER.COM
JOHANNA PIRKER, @JOEYPRINK

youtube.com/@JoeyPrink

twitch.tv/joeyprink

Related Videos: 

* Tackling Audience Experiences in Games, GDC 2019 

* Twitch Beyond Gaming, ITICSE 2020 

* Democratization of Game Development, the good, the 

bad, the ugly, Linuxtage 2024

“CHILDREN ARE YOUNG BECAUSE 
THEY PLAY, AND NOT VICE VERSA 

[...] MEN GROW OLD BECAUSE 
THEY STOP PLAYING, AND NOT 

CONVERSELY”, 

G. STANLEY HALL, 1904

http://jpirker.com/
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