
  

Introduction 

Attention-deficit hyperactivity disorder (ADHD) is a neurodevelopmental disorder characterized by 

inattention, impulsivity and hyperactivity. This disorder affects the development of normal learning skills 

and thinking and reasoning strategies, resulting in reduction of school learning and limitation of social 

interactions. Evidence-based treatments for ADHD include a combination of medication and cognitive-

behavioral therapy (CBT) [1]. 

 

 

 

 

Method 

IAMHERO is an advanced game-based therapeutic environment aimed at improving the attitude towards 

CBT therapy in children with ADHD. The system consists of:  

• 3 serious games based on the use of cutting-edge technologies, such as VR, motion-sensing 

equipment, biofeedback detectors, to both increasing the patient's engagement and flow status, 

and to detect performance and stress levels [2]; 

• 1 gamification platform with 3 minigames available at an android app to continue therapy at 

home [3]; 

• 1 therapy management platform to monitor the progress of the sessions, evaluate the 

achievement of goals and as a result customize the therapy. 

  

 

 

 

Conclusion 

IAMHERO project has resulted in the innovative start-up IAMHERO [*] whose mission is to develop digital 

systems to support personalized, engaging and playful treatments for neurodevelopmental disorders. 

IAMHERO system is currently accessible as an educational system, soon to be tested in a registered 

clinical trial to be validated and certified as a Medical Device (CE/MDD). 
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Results 

A Randomized controlled trial (n=59) was conducted to test the effectiveness of the system for treating 

children with ADHD, within the project named BRAVO - Beyond the tReatment of the Attention deficit 
hyperactiVity disorder [4]. The control group participated in the traditional therapy while the experimental 

group participated in both the traditional and IAMHERO system-based therapy. The trial used cognitive 

standardized test batteries. By six months both the groups had improved their cognitive and behavioral 

skills, the experimental group had substantially increased the engagement and satisfaction towards 

therapy. 
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[*] Business partners:  Villa delle Ginestre srl (villadelleginestre.com), Grifo Multimedia srl (grifomultimedia.it), Soges Merchant srl (sogesmerchant.it); 

     for more information: iamhero.eu  
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