
T Ü R K İ Y E  C U M H U R İ Y E T İ
D I Ş İ Ş L E R İ  B A K A N L I Ğ I
AVRUPA BİRLİĞİ BAŞKANLIĞI

P E P U B L I C  O F  T U R K E Y
MINISTRY OF FOREIGN AFFAIRS
DIRECTORATE FOR EU AFFAIRS

Co-funded by the

Erasmus+ Programme

Of the European Union

The European Commission's support for the production of this publication does not constitute an endorsement of the contents, which 
reflect the views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information 
contained therein.

IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey

T Ü R K İ Y E  C U M H U R İ Y E T İ
D I Ş İ Ş L E R İ  B A K A N L I Ğ I
AVRUPA BİRLİĞİ BAŞKANLIĞI

P E P U B L I C  O F  T U R K E Y
MINISTRY OF FOREIGN AFFAIRS
DIRECTORATE FOR EU AFFAIRS

Co-funded by the

Erasmus+ Programme

Of the European Union

The European Commission's support for the production of this publication does not constitute an endorsement of the contents, which 
reflect the views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information 
contained therein.

Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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Results of the survey questionnaire
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey

T Ü R K İ Y E  C U M H U R İ Y E T İ
D I Ş İ Ş L E R İ  B A K A N L I Ğ I
AVRUPA BİRLİĞİ BAŞKANLIĞI

P E P U B L I C  O F  T U R K E Y
MINISTRY OF FOREIGN AFFAIRS
DIRECTORATE FOR EU AFFAIRS

Co-funded by the

Erasmus+ Programme

Of the European Union

The European Commission's support for the production of this publication does not constitute an endorsement of the contents, which 
reflect the views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information 
contained therein.

Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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Io1 – Recommendations

Specific recommendations for games

General recommendations for games

Specific recommendations for games
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

  Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

  Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact.

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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IO1 Cognitive skills based training 
scheme for seniors

Tablet-Based Cognitive Gaming Platform for seniors

Aim

  Providing a comparative report of finding with recommendations derived in the framework of

  the IO1 Cognitive skills-based training scheme for seniors of Erasmus+ project  Tablet-Based 

  Cognitive Gaming Platform for seniors.

•On one hand, it illustrates main findings obtained in Austria, Belgium, Bulgaria, Cyprus,

Turkey and France from the desk research on the current situation of education system for

  adults as well as existing best practices in the field

•On the other hand, the results received from the survey questionnaire that was aimed to

 analyse seniors’ level of cognitive skills and Learning needs.

 Despite all the knowledge and information, the six partners have in the context of the

 project’s objectives, found also very important to update and access accurate information

 within the scope of the project. This paper is an initial cornerstone giving the further

 directions and mainly contextualizing the next intellectual outputs.

Methodology

Project partners created a survey questionnaire for analysing seniors’ level of  cognitive skills 

and learning needs, and the challenges they face in their daily lives. This questionnaire was 

then translated by each partner in their local languages and populated online and disseminated 

for completion by around 100 seniors per country. Subsequently, each partner summarised, 

analysed and reported their local results on national reports, which are now consolidated in a 

common comparative report prepared by E-Seniors. In parallel, each partner will realize a desk 

research about existing cognitive games with a description of good practices and the adult 

education system in respective countries.

Once the aforementioned needs analysis survey is completed, each partner will create certain 

cognitive skills learning objects that address the following dimensions of cognition (memory, 

attention, visual perception, reasoning and planning, processing speed, and sequential processing) 

and the results obtained through the survey.

Based on the above results, different scenarios will be implemented in partner countries during 

focus groups which will involve also experts working with seniors. Finally, partner E-Seniors will 

work on the training scheme, which will include the training needs, objectives, action plan, initiatives, 

resources and assessment methods. This scheme will be also translated in all partners’ languages.

Main providers of adult educational system in 
partners’ countries

1)Formal adult education (schools, universities)

2)Non-formal adult education (NGOs, centers)

3)Continuing vocational training (special trainings at work or national education structures or centers)

Seniors citizens’ trainings

  No common framework for adult education and training in all countries but some national policies 

in the field ofadult education are defined by the LLL strategy 2020 -Initiatives and laws exist related 

to different authorities ministries, authorities, educational institutions etc.)

  Cognitive trainings exist in all partners’ countries provided notably by NGOs, rehabilitation centers 

or daycare centerse

Challenges encountered in adult education system

  Lack of trained staff

  Lack of designed methodology for adult education

  Lack of common policy and strategy adapted to adult education

  Lack of financing

Compilation of 23 good practices regarding cognitive
games for seniors:

Io1 – Findings from the survey
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Results of the desk research and good practices

Main types of good practices

Demographics

Gender repartition

Demographics

Age

In Bulgaria, Cyprus , Turkey and Austria, the respondents were in majority younger (55-60) 

than in France and Belgium (71-75).

Health related challenges linked with age-related problems

Many respondents in partners’ countries admitted not having diseases. This is probably due to 

the relative “young age” of the respondents (55-60). For the rest of the respondents, health 

related challenges are mainly due to age-related problems such as:

Use of ICT tools

Mobile devices: in most of the countries, people use mobile tools on a daily basis (smartphones 

or mobile phones) but tablets are not very popular.

Computers: laptops are also very used in Belgium and France unlike other countries. 

Nevertheless PCs are used in all countries.

E-readers: most of the participants in all countries never

used e-readers.

Memory capacities

The majority of the responders declares having problems with their memory

Attention capacities

The participants declared having real problems for maintaining attention.

Cognitive capacities

Visual perception capacities

The respondents declared having problems mainly with interpreting diagrams and charts or 
sometimes maps.

Processing speed capacities

The majority of the respondents said that they encountered sometimes problems with 

calculation notably for calculating their shopping bills.

Cognitive capacities

Reasoning and planning capacities

Some of the respondents admitted having problems for organizing and planning 

things and sometimes for solving problems.

Sequential processing capacities

Sequential processing capacities are problematic for the majority of the respondents

and especially for planning things in a logical way.

Needs of ICT tools and Internet

1)Communication: using emails or Skype for communicating with family and friends 

((except in Turkey) and consulting or reading newspapers online

2)Administrative purpose: checking bank account or submitting taxes or managing 

the electronic health record online (except in Bulgaria)

3)Social networks (for less than a half of the respondents)

4)Editing photos or videos is not so important according to the

participants
All countries admitted that smartphones are very important and useful in their everyday 
life!

Preferred methods for learning

1)Face-to-face: individually or in groups

2)Learning from peers and with their family and friends (especially to learn how to use a 

smartphone or Internet)

3)Around the half of the respondents are ready to learn online since they found it useful

Respondents privileged direct interaction with peers and relatives rather than online contact. 

Nevertheless they’re interested by this new approach.

According to results of the survey, respondents prefer

1)Playing mind games like Sudoku and crosswords

2)Spending time with friends or relatives

3)Reading books or watching movies

4)Other things mentioned: travelling, playing sports,volunteering

Io1 – Learning methods

Io1 – Leisure activities

Io1 – Conclusions

1) Most of the participants are facing health-related problems

2) Participants are using smartphones and mobile phones everyday

3) Cognitive problems: memory, attention, solving problems, calculating bills etc.

4) Participants’ needs: communicating and being informed through online newspapers or social 

networks + for administrative tasks

5) Learning methods through peers, family and friends and based on a face-to-face approach
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Io1 – Recommendations

Specific recommendations for games

General recommendations for games

Specific recommendations for games

Specific recommendations for games
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