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We chose to specify the persuasive Serious-Game S’TIM and to 

deploy it on an easy-to-use robotized 48’ touch table.
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Better attention and use of the working memory
Metacognition, strategies acquisition
Self respect, self confidence, self-efficacy
Socio-affective and Socio-cognitive impact
Transfer of knowledge in non numeric environments

Interactions with therapists 
(immediate positive reinforcement)
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This new, innovating and multidisciplinary study presents high
stakes for the future of patients with dysexecutive syndrome.
With therapists’ implication, the SG S’TIM will increase patients
autonomy, transfer them at the heart of their rehabilitation and
give them a chance to go back to their former daily life.
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