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We have developed a serious game for the elderly named ‘Paldokangsan 2’ in 2012 as
a next version of ‘Paldokangsan 1. ‘Paldokangsan 1’ was a walking game for two people
using controllers of armrests and footboards with PC. ‘Paldokangsan 2’ had additional
purpose to assist cognitive, physical, and psychological functions of the elderly.
Especially, walking activity was implemented in a way that a player walks around the
old traditional market place in 1970’s while remembering and choosing healthy food to
buy. We also developed two mini games for the elderly and people with functional
disability with the similar purpose as ‘Paldokangsan2’. 219 older adults (age=> 65)
recruited from Asan city community center participated in the study. The result showed
that the game play exerted positive effects on memory, concentration and vitality of the
elderly.
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[Table 1]

[Table 1] Overview of ‘Paldokangsan2’
Objective | senior entertainment and welfare
Controller | hand buttons and foot boards

50’s and later who needs
main | walking and improving
Target memorization ability
Wiser all who needs walking
sub . .. .
with vision attention
1. physical exercise (walking)
Expected 2. memorization abilities of
Effects good foods for 5 diseases
(Osteoporosis, Melancholia,
Dementia, Hypertension, Diabetes)
Player 1 player
1. main: 5-10min. (3 levels)
Play time | 2. healing game: 2-5 min.
3. mini games: 5-10 min.

TYE # g Py $F A% F) [Table 21
me FHE welel 5 AW(EDBF, F

2%, A, n¥d, FEe gow Ade &

A Aol anel olsis Fr)E FolwS A5

ek

Frbgon WES WY A 2%e Aol A

AL Aol 5 BEo] ofele AgAE 9l

[Table 2] Levels of Main Game

Level Length #Item #Basket
1 1/2 round 3 4
2 1/2 round 4 5
3 full round 6 8
‘AN A FHAYEE g HIY
[Fig. 11.
Start

L4
Screen of selecting

disease
NO
M YES
Y

ltems to buy for
the disease

Game play

Checking items
collected

[Fig. 11 Game Flow of ‘Paldokangsan?’
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[Fig. 2] Playing ‘Paldokangsan2’
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and foot boards

[Fig. 3] game interfaces (3 kinds)
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[Fig. 8], [Table 3I.

[Fig. 8] Asan City Community Center

[Table 3] Experiment of ‘Pladokangsan2’

Period 2012. 09. 18 ~ 21 (4 days)

Place Asan city community center
O | Pt i

Players 219 elders over 65 year old
Method interviewing with survey
Playtime total 15-20 min.

A AEel A 6241 ool w2 2199 )
BEARe T49AGem, duu &S 27 32%st
68%.0.% o4 olte] W&ol =ktHFig. Il
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[Fig. 9] Players analysis of ‘Paldokangsan?’
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[Fig. 10] Comparison of proper walking time
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[Table 4] Comparison of understanding for the

game (unit: %)

ZHA71 A} 83.9%,
ool thdt ‘oz

Item Main Mini
No difficulty 83.9 85.4
difficult words 2.3 2.3
1nsuff101§nt 39 39
explanation
It needs. lot§ of 14 93
memorization
ol 8.3 46
explanation
others 0.9 2.3
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[Table 5] Comparison of memory effects for ages
(unit: year, %)

. negat | neu | posi
Memorization . X
ive tral | tive
1 @ total | 192 | 187 | 61.6
remember | oo | 119 | 96 | 682
good foods
M
a after game | >=75 | 270 | 17.1 | 559
i total | 188 | 188 | 624
n It's helpful
for my <75 | 112 | 196 | 69.2
memory
>=75| 26.1 | 180 | 55.9
I can total 21 | 205 | 584
remember | _ oo |y | 950 | 607
. good foods
; for deseases | ~-75| 9277 | 161 | 56.3
n
; I can total 21 21 58
1
remember | oo 0y | oss | gog
good foods
for me >=75| 286 | 179 | 536
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[Table 6] Comparison of concentration effects for
ages (unit: year, %)

. nega | neu | posi
Concentration . .
tive | tral | tive
I could total | 78 | 87 | 831
concentrate
while <75 37 | 112 | &
M playing
a game >=75 | 11.7 | 6.3 82
i | 1 could erase total 11 96 | 795
n other
thoughts < 75 75 9.3 | 832
via game
play >=75 | 143 | 98 | 75.9
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[Table 7] Comparison of vitality effects for ages
(unit: year, %)

Vitality nega | neu | posi
tive tral | tive
I feel tired
CEHEE  otal | 10 | 123 | 776
and
hausted
exhauste <7 | 93 | 14 | 766
M after playing
o | gamelreverse | o o0 | 107 | 107 | 786
: coded)
n 1 feel total 6.4 | 228 | 70.3
fresh
refreshed o0 |0 1 050 | 692
after playing
game >=75 | 81 | 198 | 72.1
4. 8 =
2 Ao M= =008 7T ALY AtdlEA
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