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We have developed a mobile app "Kidney App Ver.2" equipﬁed with a serious
game that supports the learnings necessary for self-management of people with chronic kidney disease
who have not received renal replacement therapy. Serious games are used to solve problems in

various fields, such as education and medical care, and have the effect of increasing motivation. In
order to complete this app, we conducted a literature review on serious games, analyzed user trends
using Google Analytics, and created a serious game considering the average age of users.
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