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Abstract Dementia once occurred is known to be mostly irreversible but can be treated only if it is detected early;
especially vascular Dementia. Thus, in this paper we have developed Dementia diagnosis and care application through
inter-working between biometric sensors and smart phone. With developing serious game for the demented elderly,
we proposed ons-stop solution for Dementia; smart-phone application with diagnosis, prevention and mitigation of
Dementia. Since the proposed game for mitigating Dementia requires sense of space and balance using both arms
instead of operating simple arrow button, a treatment effect for Dementia will be doubled. If we tried to forestall,
ease and cure Dementia with the proposed application. the social losses from Dementia would be minimized as a
result.

Key Words : Application program, Dementia diagnosis, Dementia mitigation game, Smart-phone, Functional game
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[Fig. 1] Flow chart of the proposed Dementia measurement,
diagnosis, prevention and mitigation system
using smart-phone

[Fig. 2] Picture of smart phone measuring DI(Dementia
Index) from HRV and SpO2 biometric sensors
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[Fig. 3] Flow of the selecting Dementia prevention or
mitigation game in the proposed applications
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[Table 1] Total score of memory test game (10 patents)

Patents 65| 69| 62| 60| 68| 75| 71| 61| 78| 79
F

(Age/Sex) M| M| F|M|F|F|F|F|M
1 game | 10| 15| 20| 15| 5| 0| 10| 20| 10| 10
2% game | 15| 15| 20| 20| 10| 0| 15| 20| 15| 10
3game | 15| 15| 20| 20| 10| 5| 20| 20| 20| 15
4" game | 2020|2020 5| 0|15 20| 20| 10
5" game | 20| 20| 20| 20| 10| 5| 20| 20| 15| 15

Total score | 80| & | 100| 9% | 40| 10| 80| 100| & | 60

[Fig. 4] Picture of number memory test game in the
smart-phone
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[Fig. 5] Main functions of Maze game developed by the
unity3D
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[Fig. 7] The way how to win or finish the Maze game
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Design
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