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[Abstract]

As the average population ages, the number of dementia patients is rapidly increasing, establishing itself as a crucial issue in
our society. Consequently, the need for dementia prevention and early detection programs is growing. However, owing to the
reluctance, cost, and fear associated with dementia diagnosis, it is difficult to detect dementia patients early or conduct early
prevention activities. To address this, various attempts utilizing welfare technology are being made. This study developed serious
game content aimed at checking cognitive abilities associated with dementia and preventing dementia. The functional contents
designed to run on table-type tablets include 12 games to check and enhance logical reasoning, memory, orientation, and attention,
and the usability and convenience were improved via a living lab reflecting the opinions of actual social workers and game users.
Additionally, it was structured as a repetitive program so that it can be enjoyed repeatedly. The developed game is expected to
help in assessing and enhancing cognitive abilities in frontline fields.
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Development of a test version of a
functional game
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{ Conducting an Affinity Program for
! the Elderly
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Change the configuration design of
functional game content

Change the data structure of
functional game content

Application and testing of functional
gaming systems

!

A functional game aimed at strengthening
cognitive abilities to prevent dementia
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Fig. 1. Procedure for developing dementia prevention
content program
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Table 1. Dementia prevention program based on the
developed contents

No. Game Name Related Cognitive Ability
1 Picture Matching Memory

2 Bread Finding Memory

3 Ribbon Connecting Orientation

4 Blue Flag, White Flag Orientation

5 Fish Finding Orientation

6 Word Matching Orientation

7 Whack-A-Mole Attention

8 Farm Guarding Attention

9 Chick Counting Logical Reasoning
10 Garbage Sorting Logical Reasoning
11 Number Guessing Logical Reasoning
12 Sound Connecting Logical Reasoning
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*Displaying the execution screen of the Korean program, What is the
hidden part of the picture on the left?, Game User
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Fia. 2. Game for orientation ability
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*Displaying the execution screen of the Korean program, Who was
the one who had a slap—match game?
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Fig. 3. Game for memory
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*Displaying the execution screen of the Korean program, Solve the
problem within the time limit. Game Point.
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*Displaying the execution screen of the Korean program, Raise Fig. 5. Game for attention

one's hand but not one's hand. Game User
a8 4. X[E=H AY

Fig. 4. Game for orientation
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