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Gray World

The number of elderly people in the world 1s increasing
rapidly.

Iran will have become an aged society.( red zone )




The purpose of successful aging theory / guideline

Elderly people’s cognition, capacity and physical function
can be maintained

Encourage their social participation

Emphasize the competence and knowledge that older
people possess.




Cognition in Normal Aging

Age-related cognitive changes that—at a minimum—
atfect attention, executive functioning, memory, language
and visuospatial function




Cognition in Normal Aging

Changes in inhibition and selective attention.

These changes make older people more susceptible to
the negative effects of divided attention,

Task-switching 1s thus harder to perform




Cognition in Normal Aging

The aging-related decreases in working memory atfect
executive functioning.

The lower speed of time also atfects their executive
performance.

The age-related deficiency of executive function is a strong
predictor of functional impairment




Cognition in Normal Aging

Recall is more difficult than recognition for elderly people




Cognition in Normal Aging

Age related decline in language ability performance,
which 1s atfected by inhibition capability, working

memory and the recollection process.

Ditticult for elderly people to understand sentences and
recall text




Cognition in Normal Aging

Visuospatial abilities such as visuospatial attention,
memory and orientation are also affected .

Integrative visuospatial tasks such as problem solving
(e.g., route-tinding) and mental transformation (e.g., map

reading) are sensitive to age and associated with executive
function




Cognition in Normal Aging

Testing visuospatial access can more efficiently detect
Alzheimer’s patients at the early stage of cognitive decline
than can testing verbal access




Cognitive Games

Games can have a positive impact on elderly and can
provide them with cognitive training!!




Cognitive Games

Stimulating leisure activities are considered as possible
protective factors

Letsure activities increase cognitive reserve




Cognitive (Games

game-based interventions, especially video games, could
improve the cognitive functioning (executive functions)

The positive effects of these games have also been
demonstrated on physical health (improvement of
balance and gait).




Cognitive Games

Video gamed-based interventions may also alleviate mood or
behavioral disorders, and increase interactions with friends,
family, caregivers or other patients.

The positive impact of games on these domains (cognitive
and physical decline, social 1solation) suggests that game-

based interventions might contribute to delay the onset of
dementia.




Cognitive (Games

The Empirical studies have proposed certain components
that make cognitive training games successful, such as:

Training content comprised of customized and adaptive
tasks

well-designed interaction via friendly interfaces

The accessibility of the devices




Cognitive Games

Designing technology products with a friendly interface
for elderly people requires that designers consider the
declines in older users’ perception, sensation, motion and
cognition




principles :

Provide clear and multisensory game instructions and suitable
interaction.

(2) Content and themes are familiar Life.

(3) Design several different tasks : training of various cognitive
capabilities; easy to complete , provide practice modes.

(4) Provide feedback

(5) Engage users to evaluate the design and its effects.




Home Massage

Cognitive training games :
Casual,
Contain familiar life contexts

Have a user-friendly interface




