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Several thinking skills such as memory and focus decl
In older adults with cognitive impairment or dementia




Video-game and computerized cognitive training (CCT
Improve cognitive functioning in healthy adults

A Videogames and CCT improvesveral cognitive functions that decline
with aging Torilet al., 2014).

A Significant effectsn the cognitivefunctions: nonverbaimemory,

Outcomes ) _ _ _
verbal memory, working memory, processing speed, and visuospatial
skills Lampit Hallockand VValenzuela2014.

Participants Older participants (>71 years) improved cognitive functions after

training than younger participants (601 70 years) (Toril et al., 2014).

A Atrainingof O6 w e(&okil &t al., 2014).
A O 3sessions per week (Lampit, Hallock and Valenzuela, 2014)
Interventions A Sessions of 30 minutes long or longer (Lampit, Hallock and
Valenzuela, 2014)
A Group-based interventions (Lampit, Hallock and Valenzuela,
2014).
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https://guana.github.io/phydsl/

Engagement

A Critical when doing meaningful activities
A Immersion or task involvement

Aa L)  @SNHAa adzo2SOuUAOS
reality and degree of involvement and focus
2y U K SRoozébaomwisschedijk&
Opring 2017, p. 85).



Objective

To describe how older adults with and without
cognitive impairment engage during tablet
based vs. tabkop cognitive games.



Data and Methods

14 Older Adults No ClI
6 Older Adults dementia

Single Case Design

Baseline

2- 5 sessions

E===) =
ENEBEE

B

E | —_— o=
ELl R
EEEI ||ZE (==

B >

Intervention

16 sessions

Follow-Up
1- 3 sessions
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Cognitive measures
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Cognitive measures
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Each session




Each session




