
HAL Id: sic_01797488
https://archivesic.ccsd.cnrs.fr/sic_01797488v1

Submitted on 4 Jul 2018

HAL is a multi-disciplinary open access
archive for the deposit and dissemination of sci-
entific research documents, whether they are pub-
lished or not. The documents may come from
teaching and research institutions in France or
abroad, or from public or private research centers.

L’archive ouverte pluridisciplinaire HAL, est
destinée au dépôt et à la diffusion de documents
scientifiques de niveau recherche, publiés ou non,
émanant des établissements d’enseignement et de
recherche français ou étrangers, des laboratoires
publics ou privés.

Specification and Use of a Persuasive Serious-Game to
Rehabilitate Patients with Dysexecutive Syndrome
Julie Golliot, Alexandre Abellard, Michèle Timsit, Michel Durampart

To cite this version:
Julie Golliot, Alexandre Abellard, Michèle Timsit, Michel Durampart. Specification and Use of a Per-
suasive Serious-Game to Rehabilitate Patients with Dysexecutive Syndrome. 8th International Digital
Health Conference, Apr 2018, Lyon, France. , 2018, �10.13140/RG.2.2.17091.71208�. �sic_01797488�

https://archivesic.ccsd.cnrs.fr/sic_01797488v1
https://hal.archives-ouvertes.fr


Attention

Inhibition

Strategy

Planning

Updating

Shifting

Head Injury

With frontal damage

Non Degenerative

Tumour

Cerebrovascular 

Accident

Specification and Use of a Persuasive 
Serious-Game to Rehabilitate Patients with 

Dysexecutive Syndrome

Impact

Emotional Cognitive Behavioural

Lack of Autonomy Anosognosia

Consequences

Context

Therapists tools are limited and 

specialists are looking for a new 

way to help the patients to 

recover their capacities and 

daily-life

Dysexecutive Syndrome

How to reinvent the care offer?
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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.

Improved Autonomy

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)
Debriefings about used strategies

Clinical Study Conclusion
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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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