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Abstract

Mild Cognitive Impairment Screening is one of the most important methods to detect the
symptom early. The purpose of this research is to develop an application to diagnose and
screen patients who has mild cognitive impairment with fast and accurate results. This
screening application was implemented as an iOS Application based on Montreal Cognitive
Assessment (MoCA) Test. Developed with Unity by gamifying the MoCA Test, the MoCA game
was designed using the persuasive application principle in order to make patients be more
cooperative with the test. The game has 8 individual tests that gives a score of 0 - 3 points per
test. Each test assesses different cognitive domains and has different score criteria adding up
to the total of 24 points. The total score is used to predict the risk of having mild cognitive
impairment. We expects that more than 80 percent of the participants who have mild
cognitive impairment will get a score of 0 - 20 Points and 90 percent of the participants who

do not have mild cognitive impairment will get a score of 21 - 24 points.
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Montreal Cognitive Assessment (MoCA) [1]
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Serious Game [2]
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Persuasive Game Design [3]
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