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Abstract
Today, cognitive impairment is a disease that is both latent and overt. Cognitive impairment directly targets the senses 
and learning. A patient with cognitive impairment has a fundamental problem with remembering concepts. Solutions 
and plans have been considered for the treatment and control of this disease, from behavior and speech therapy to drug 
treatments. One of the ways to treat and control this disease is the use of game therapy, which is strengthened by using 
the patient›s memory and concentration in this game. In this article, the game is primarily designed with a map, in which 
a character is looking for treasure on an island, and the patient must find the treasure by using creativity and memory. 
Due to the limited time, this article is reported in a preliminary form, and in the second article, the analysis of the game 
with patients is presented. In this article, the gameplay and design methods as well as the sample character output are 
presented.
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1. Introduction
One of the problems that the world spends a lot on is cog-
nitive disorders. Nearly 50 million people struggle with this 
problem, but since 2000, mobile cognitive games or CMG 
have been introduced to the world as one of the best ways 
to improve these disorders. Dr. Kawashima introduced the 
game in 2006. With the name “How old is your brain?” This 
game was one of the first CMG games. Concentric diseases 
affect memory, reasoning, brain processing speed [1, 2]. But 
by using cognitive games, we can cause improvement in af-
fected people. The key ability of the brain in learning neuro-
plasticity is that as age increases, the neuroplasticity of the 

brain decreases. For example, a 17-year-old person is more 
comfortable than a 27-year-old person learning a new skill 
[3]. According to data from the World Health Organization, 
by 2050, the number of people over the age of 60 will reach 
2 billion, which is twice the current number [4]. A group of 
scientists and programmers designed games with which 
to measure the progress in cognitive abilities of people be-
tween the ages of 60 and 80. The test conditions were such 
that a group of 1,200 people played these games in 100 ses-
sions. Games that each affect specific parts of the brain’s ac-
tivities [5].

Figure 1: Review of Games Designed by A Group of Former Experts in the Field of Cognitive Impairment.
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The results obtained from this experiment showed that 
people between the ages of 65-60 have a greater ability to 
strengthen their cognitive abilities by using CMG, but people 

between the ages of 75-80 also experience significant chang-
es in their cognitive abilities. They do [6].

Figure 2: Games Designed by A Group of Former Experts in the Field of Cognitive Impairment.

One of the people who worked on this article is Ms. Barba-
ra Jacklin Sahakian, who also worked on the Spades game. 
Spade is a CMG that helps to recognize using this game. The 
games of spades are like this: in the first stage you have a 
game that you have to pass, using memory, but. In the next 
stage, you have to display your action quickly or the selection 
of numbers is from the smallest to the largest actions and the 
next game has to be played with. Save points. It is forbidden. 
Connect two dots on the checkerboard. These games start 
from very simple and basic levels and increase in difficulty 
over time. Playing these games continuously increases mem-
ory, processing, problem-solving ability, etc.

2. Method
Game scenario and story
The story is that Monsieur, the main character of the story, 
lives in a post-disaster world and must go to a refugee camp 
for survivors on a remote island to escape the harsh world 
in which life has become extremely difficult. After months of 
searching, he found a map to the camp that showed the loca-
tion of a key to enter it. The key was divided into three parts 
and hidden on three strange islands [7-14].
 
Map game
Near the first island, Monsieur’s boat has sunk, and he barely 

reaches an abandoned village where the player gets to know 
the game system. After completing the training phase, the 
player has complete control and can go to the next phase. 
The next stages are optional, meaning that the player can go 
to different places after the village, for example, a motel or a 
city. Each location has its own story, written in a way that en-
tertains the player and motivates the person to complete the 
levels and, while playing, strengthens skills including memo-
ry and brain processing
•	 City
•	 Motel
•	 Cemetery
•	 Mountains and deserts

Figure 3: Game Map.
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Figure 4: Supplementary Map of the Game.

Figure 5: Character design

Analyz
To design this character, he was inspired by characters like 
Indiana Jones. Because paying attention to the story of this 
character’s game is placed in situations like this series of 
films, which measure and challenge the player in terms of 
memory and speed of action [14-22]. Therefore, the design 
of the character should also be compatible with the environ-
ment and the feeling of the player, and the player should put 
himself in the place of the character and be able to have a 
deep experience to maximize the impact of the game.

3. Conclusion and Discussion
one of the problems that the world is facing is cognitive dis-
orders. Nearly 50 million people struggle with this problem, 
but since 2000, mobile cognitive games or CMG have been 
introduced to the world as one of the best ways to improve 
these disorders. In this article, scenario and game design 
It has been proven that playing this game continuously in-
creases memory, processing, problem solving ability, etc. The 
story is that Monsieur, the main character of the story, lives 
in a post-disaster world and must go to a refugee camp for 
survivors on a remote island to escape the harsh world in 
which life has become extremely difficult. After months of 
searching, he found a map to this camp that shows the loca-
tion of a key to enter it. This key is divided into three parts 
and hidden in three strange islands. It is found that the abil-
ity to create games Fakhri can help to solve the problem of 
cognitive disorder in patients
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