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1.  MOTIVATION OF THE WORK 

 4. RESULTS & DISCUSSIONS 

C ognitive evaluation (e.g., episodic memory,  

executive functions, attention, etc.) 

T arget users: seniors > 55  

 

L imitations of classical cogni-

tive evaluations: 

• Health professionals are required 

• Late detection 

• Confounding factors 

• Intrusive 

• Manual capture & processing of data  

 

N ew approach -> Game Analytics 

 

 

3.  RESEARCH PLAN 

M ain findings:  

 

S erious games: “Panoramix battery” 

 •Episodic Memory, Attention, Executive Functions, 

  Semantic Memory,  Procedural Memory, 

  Working Memory and Gnosias. 

M achine Learning: 

 •Extra Trees Classifier, Random Forests ,  Artificial Neural 

  Networks, Support Vector Machines... 

 •F1-score, Cohen’s Kappa, accuracy, specificity, sensitivity... 

 •Scikit-Learn, Pyhton 

I CT tools:  

 •Unity engine 

 •Touch screen devices 

 

 

 

 

 

 

 

 

D issemination of available results: 

•F1. Identify problem       Published:     [Q1] JBI, November 2016 [2] 

•F1. Motivate          Published:     [Q2] PeerJ, January 2017 [3] 

•F2. Define solution       Published:     Conference paper, ICTAgeingWell 2015 [4] 

•F3. Design & Development   Published:     [Q2] PeerJ, June 2017 [5] 

•F4. Demonstration       Minor revision:   [Q3] MIM, March 2018 

•F5. Evaluation: 

  Psychometric validity:     Minor revision:   [Q2] PeerJ, February 2018 

  Usability validity:       Under review:   [Q1] IJMI,  March 2018 

5.  CURRENT YEAR PLANNING 

B ased on Methodology [1]: 

 

F1. Identify problem & Motivate 
   •Review of the state of art 

   •Identify research gap 

F2. Define Objectives of a Solution 
   • Approach or solution proposal 

F3. Design & Development 
   •To design and develop a prototype 

    2 Focus group (n= 15 seniors) 

F4. Demonstration 
   •1

st
 pilot study (n=16) 

F5. Evaluation 
   •2

nd
 pilot study (n= 74 seniors & 15 testers) 

 F6. Communication 
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2.  THESIS OBJECTIVES 

 

M ain goal: 

To detect cognitive impairment using: 

•Serious games 

•Machine Learning 

•ICT tools 

K ey objectives: 

To design and develop a digital test: 

•Psychometric validity 

•Non intrusive/ecological 

•Easy to administer 

•Cost-effective 

PRECISION-RECALL CURVE 


