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Abstract

Integrating Artificial Intelligence (AI) into preventive healthcare
can fundamentally transform how individuals interact with their
own health by shifting attention from reactive treatments toward
proactive, personalized, and engaging health management. Al sys-
tems leverage continuous interaction with users - through wearable
technologies, ambient sensing, and adaptive interfaces - to provide
timely, tailored health insights and recommendations. Such inter-
active Al solutions hold the promise of empowering individuals to
actively manage and improve their health behaviors, potentially re-
ducing healthcare burdens. However, successful adoption depends
significantly on how users perceive and interact with these systems.
Techniques such as gamification and multisensory interaction have
emerged as compelling approaches for enhancing user engagement.
Yet, to ensure sustainable and equitable outcomes, it is critical to ad-
dress ethical dimensions, including user privacy, transparency of Al
decision-making processes, and potential biases in personalized rec-
ommendations. This workshop at EICS 2025 will explore interactive
Al for preventive health, focusing on proactive monitoring, adaptive
personalization, gamification, multisensory interaction, social Al,
ethics, and evaluation methods. By bringing together researchers
and practitioners from human-computer interaction, Al, health-
care, and behavioral science, we aim to identify challenges, design
principles, and evaluation frameworks that enhance engagement
and trust in Al-driven health systems. The workshop will feature
interactive discussions and expert talks to foster cross-disciplinary
collaboration.
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1 Background

AT technologies facilitate personalized, predictive, and participa-
tory healthcare environments, especially in preventive contexts.
Recent advancements allow predictive health analytics to tailor
interventions based on real-time individual health data, genetic
information, and behavioral patterns. For instance, personalized
virtual health assistants and predictive analytics enable health-
care providers to deliver customized, proactive care, significantly
improving patient outcomes and engagement [5]. However, inte-
grating and effectively utilizing diverse data streams from wear-
ables, electronic health records, and patient-generated data remains
challenging, highlighting a critical gap for further research. Gamifi-
cation leverages game design elements such as rewards, goals, and
feedback mechanisms to enhance user engagement in preventive
health applications. Recent studies illustrate that gamified health in-
terventions significantly increase motivation, adherence to healthy
behaviors, and patient participation, particularly when integrated
with Al-driven personalized feedback [4, 6]. Companies such as
dacadoo utilize Al and gamification to promote healthy behaviors
by providing personalized feedback and dynamic health scoring
systems. Additionally, studies in occupational health settings have
demonstrated the effectiveness of gamification combined with per-
sonalized e-coaching to significantly enhance user engagement and
healthy behavior changes [8]. Nevertheless, sustaining long-term
engagement across diverse demographics and clarifying AT’s dis-
tinct contributions to gamification effectiveness warrant further
exploration.

Emerging research highlights the effectiveness of serious games,
particularly among younger populations [3], for education on pre-
ventive health through interactive, Al-enhanced virtual agents and
engaging narratives [2]. This integration demonstrates AI's po-
tential to provide scalable preventive education while relieving
pressure on traditional healthcare systems. Future research should
explore scalable methods and innovative interaction techniques to
enhance the inclusivity and impact of these interventions across
various populations. Al-driven preventive health also introduces
innovative multimodal interaction techniques involving haptics,
voice interfaces, and visual cues, significantly enhancing the user ex-
perience and accessibility of digital health interventions. Although
promising, widespread adoption remains limited, pointing to a need
for developing standardized and accessible multimodal interaction
frameworks.

Moreover, ethical considerations form a crucial component of
AT’s role in preventive health. Key concerns include data privacy,
algorithmic bias, and informed consent, particularly in continuous
data collection and automated decision-making contexts. Ethical
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considerations must address how personal data is managed and
ensure transparency in Al-driven recommendations to build public
trust and prevent exacerbating existing health disparities, aligning
with established guidelines and recommendations provided by pub-
lic health authorities [1, 7]. Current regulatory frameworks often
lag behind technological advancements, underscoring the need for
updated, robust ethical guidelines tailored to the unique challenges
posed by Al applications in preventive healthcare. This workshop
will address these critical gaps through interdisciplinary collabora-
tion, focusing on how interactive Al can meaningfully and ethically
enhance preventive healthcare outcomes.

2 Goals and Topics of Interest
This workshop aims to:

(1) Advance knowledge in designing interactive Al for preven-
tive health.

(2) Identify best practices for engagement, personalization, and
ethical considerations in Al-driven health systems.

(3) Foster interdisciplinary collaboration between HCI, AL health-
care, and behavioral science researchers.

Topics include but are not limited to:

e Proactive Interaction for Health Monitoring (wearables, am-
bient sensing).

o Adaptive Al Interfaces for Personalized Preventive Care (real-
time behavior adaptation).

e Enhancing Health Engagement through Interactive Gamifi-
cation (Al-driven motivation).

e Multisensory Interaction in AI-Driven Health Applications
(haptics, audio, visual).

e Collaborative and Socially Interactive Health Al (peer sup-
port, team-based AI).

o Ethical Considerations in Interactive Al Health Systems (pri-
vacy, trust, transparency).

e Evaluating User Engagement in Al-Based Health Interven-
tions (metrics, case studies).

e Other related Topic.

3 Target Audience

The workshop is designed for an interdisciplinary audience of re-
searchers, practitioners, and students working at the intersection of
Human-Computer Interaction (HCI), artificial intelligence, health-
care, behavioral science, UX design, and related areas. Participants
are expected to have a basic understanding of interactive system
design and a strong interest in how Al can be applied to preven-
tive health contexts. We aim to foster discussion and collaboration
within a focused group of approximately 5 to 20 attende

4 Pre-workshop Plans

To ensure broad participation and high-quality contributions, the
workshop will be actively promoted through a combination of aca-
demic mailing lists—including university networks and communi-
ties such as CHI, HCI, and healthcare informatics—as well as social
media and professional platforms to reach both academic and indus-
try audiences. In addition, members of the Programme Committee
will engage in targeted outreach, leveraging their own networks to
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attract a diverse pool of contributors and encourage high-quality
submissions. Participants will be invited to submit position papers
(6-8 pages, excluding references) that present ongoing research,
case studies, or novel ideas relevant to the workshop theme.

Timeline:

e Submission Deadline: May 17th, 2025
o Notification to Authors: May 27th, 2025
e Final version-ready: May 31st, 2025

5 Programme Committee

To ensure a rigorous selection process and maximize outreach,
we have assembled a tentative Programme Committee (PC) com-
posed of experts in HCI, Al-driven health technologies, behav-
ioral science, and digital health. The committee currently includes:
Emilia Barakoval, Rong-Hao Liangz, Parvaneh Parvin3, Jun Hu?,
and Lorenzo James®.

The Programme Committee will be responsible for reviewing
submissions to ensure academic and practical rigor, promoting the
workshop within their professional networks to attract high-quality
contributions, and supporting the post-workshop dissemination
efforts to enhance the event’s long-term impact.

6 Workshop Structure

e Duration: half-day
o First Session:

— Welcome and Introduction (10 min): Overview of work-
shop objectives and agenda.

- Keynote Presentation (30 min): Dr. Hanna Hauptmann®,
an expert in Al and health interaction design will discuss
current trends and challenges.

— Participant Presentations (each presentation 20min): Se-
lected position papers will be presented, followed by Q&A
sessions.

e Second session:

— Panel Discussion (30 min): A moderated discussion on fu-
ture directions, ethical considerations, and potential chal-
lenges in deploying Al-driven interactive health systems.

— Conclusion: Summary of key takeaways, future collabora-
tion opportunities, and closing remarks.

7 Operational Requirements

e Equipment: Projector, audio system, Flip chart/whiteboard
with markers, and Wi-Fi connectivity.

e Space Layout: A room with flexible seating arrangements to
facilitate group activities and demo setups.

8 Advertising Plan

e Website: Creation of an informative workshop website with
submission guidelines, schedules, and contact information.

Lhttps://www.tue.nl/en/research/researchers/emilia-barakova
https://www.tue.nl/en/research/researchers/rong-hao-liang
Shttps://www.wur.nl/en/Persons/Parvaneh-Parvaneh-Parvin htm
*https://www.tue.nl/en/research/researchers/jun-hu
Shttps://www.tue.nl/en/research/researchers/lorenzo-james
®https://www.tue.nl/en/research/researchers/hanna-hauptmann
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e Mailing Lists: Distribution of the call for participation through
relevant academic and professional mailing lists.

e Social media: Utilization of platforms like Twitter and LinkedIn
to reach a broader audience.

o Personal Invitations: Targeted invitations to researchers and
practitioners known for their work in Al and health interac-
tion.

9 Post-Workshop Plans

The outputs of this workshop will be disseminated through publica-
tion in the official proceedings of EICS 2025 workshops. Specifically,
accepted workshop papers will be published as part of a common
volume in the Lecture Notes in Computer Science (LNCS) series by
Springer. The guidelines and formatting instructions for this pub-
lication can be found at https://www.springer.com/gp/computer-
science/Incs/conference-proceedings-guidelines. The papers sub-
mitted to the workshops will have the opportunity to be revised in
the light of reviewers’ comments and of the workshop discussion.

10 Organizers

Dr. Parvaneh Parvin is a postdoctoral researcher in the Department
of Industrial Engineering and Innovation Sciences at TU/e. She
specializes in Al and UX design for interactive health systems, with
a focus on HCI, Al and health. She has experience organizing in-
terdisciplinary workshops and fostering research collaborations.
Her work includes co-leading behavioral research studies and de-
signing interactive health interventions that integrate multimodal
interaction, wearable sensing, and Al-driven feedback systems.

Dr. Jun Hu is an Associate Professor in Design Research on So-
cial Computing and the Scientific Director for the Engineering
Doctorate program Designing Human-System Interaction at the
Department of Industrial Design, Eindhoven University of Tech-
nology. He serves on the editorial boards of several international
journals, e.g., as an Editor-in-Chief for EAI-endorsed Transactions
on Pervasive Health and Technology, and as an associate editor for
Behavior & Information Technology.
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