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Abstract
Traditional anxiety screening methods face challenges including stigma, low engagement, and

cultural irrelevance among Malaysian university students. This preliminary study investigated the

feasibility of Decision-based 3D Game for Anxiety Disorder (D3GAD) screening through expert

consultation. Semi-structured interviews with academic experts, clinical psychologists, and student

representatives assessed gaming medium suitability, cultural design requirements, and GAD-7

integration appropriateness. Thematic analysis revealed expert consensus validating digital gaming

approaches over traditional methods and confirming GAD-7 feasibility within gaming environments.

Key findings identified Malaysian cultural adaptation requirements and anxiety-sensitive design

principles. The study's primary contribution is an adapted SERES framework for anxiety screening
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applications, incorporating psychometric validation protocols, ethical boundaries, and cultural

considerations. These findings establish a foundation for future prototype development,

demonstrating the feasibility of culturally appropriate game-based anxiety screening tools for

Malaysian university populations. © 2025 IEEE.
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