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ABSTRACT

This chapter investigates how interactive tools such as games and simulations are
being used by artificial intelligence to improve health education. Because digital
technologies are improving so quickly, Al is now known for helping people main-
tain good health through unique, interactive, and adaptable educational resources.
Such Al-guided methods could be an effective alternative to traditional methods,
which usually struggle to hold the learners’ attention or achieve lasting behaviour
improvement. Practical illustrations demonstrate how Al is helping to educate on
mental health, support healthy diets, and motivate exercise. The chapter also ad-
dresses various problems caused by the new technologies, including problems of
fairness, privacy concerns, and the risks linked to trusting algorithms in the field of
health education. The material is designed to aid teachers, curriculum developers,
and administrators in using Al tools properly and responsibly.
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INTRODUCTION

Long ago, as technologies changed, significant changes occurred in industries
and societies, influencing work, communication, and educational methods. When
new technologies appear, some people support them, others fight against them and
a large number try to manage the changes brought about. There were debates as
late as the 1980s and 1990s that the use of calculators in schools made teachers
and parents feel that technology might lead education away from traditional values.
In time, some of these products and processes have become so important that the
way learning and communication occur has been completely altered. At this point,
artificial intelligence (AI) plays a major role in education’s transformation. Changes
are happening in industries like finance and transportation because of Al, but Al
will have an even greater effect on health education. In general, lectures, textbooks
and static resources on the internet do not always succeed in holding a learner’s
attention. Meanwhile, new technologies and simulations with Al mean children as
well as adult learners can explore otherwise difficult health topics, more engagingly.

Innovation is needed now in health education. Unhealthy habits in diet, mental
health and exercise are causing a variety of health problems all around the world.
Such issues highlight the need for teaching methods that encourage adaptation in
people instead of just passing on information. Al platforms make use of machine
learning along with features from gamification and strong design to offer great
potential. These tools can alter content per learner, adapt to the lesson, and design
fun activities that encourage healthier lifestyle choices. Yet, there are obstacles to
the mix of Al in schools. The fast advancement of Al causes us to ask: Are these
tools going to be fair and welcome people from all backgrounds? Are there any
safety systems in place to keep user privacy safe and stop misuse? Can Al really
offer the human care needed for health education or could its use of algorithms
make explaining mental health matters too simple?

In this chapter, the role of Al in transforming health education through the
implementation of games and simulations is examined. First, the chapter examines
how regular teaching methods work and their limitations, followed by a discussion
on the benefits of using Al in education. Case studies demonstrate how these tools
are used to address awareness of mental health, improve knowledge about what to
eat and get people more active. The ethical, technological, and social sides of using
Al are explored, giving readers an overview of its potential impact on human life.
Instead of focusing just on technology, health educators must consider new ways
to influence, inform and provide help for individuals to live healthier. Getting this
right means going forward slowly, so that tools are built to be fair for all groups.
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