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2The Project My Life:
a new methodology to introduce autobiography 
in the European context

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

It is based mainly on two scientific evidence :

The therapeutic, social and cultural value of autobiographical writing.

The beneficial effects of video games and online activities on the cognitive 

function.



The playful activity in 
the autobiographical 
field is an important 
training device to 
create narrative stories 
through educational 
activities.

«Ludobiography: tell and tell 
about yourself with the game»                           
(G. Staccioli, 2010).
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Autobiography

Training 
cum 

research
Game
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In recent computerized cognitive training 

studies, video games have emerged as a 

promising tool that can benefit cognitive 

function and well-being.

https://pubmed.ncbi.nlm.nih.gov/?term=Chesham+A&cauthor_id=28420601
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/?term=Wyss+P&cauthor_id=28420601
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-2
https://pubmed.ncbi.nlm.nih.gov/?term=M%C3%BCri+RM&cauthor_id=28420601
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-3
https://pubmed.ncbi.nlm.nih.gov/?term=Mosimann+UP&cauthor_id=28420601
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-2
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-4
https://pubmed.ncbi.nlm.nih.gov/?term=Nef+T&cauthor_id=28420601
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/28420601/#affiliation-4
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Does Video Gaming Have Impacts on the Brain: Evidence from a Systematic Review

Denilson Brilliant T 1, Rui Nouchi 2 3, Ryuta Kawashima, 2019 Sep.25

Video gaming, the experience of playing electronic games, has shown several 

benefits for human health. Recently, numerous video gaming studies showed 

beneficial effects on cognition and the brain.  

This systematic review evaluates the beneficial effects of video gaming on 

neuroplasticity specifically on intervention studies using neuroimaging 

techniques. (CT, Computed Tomography; fMRI, functional Magnetic Resonance Imaging)

8

Results of this systematic review demonstrated 

that video gaming can be beneficial to the 

brain. 

https://pubmed.ncbi.nlm.nih.gov/?term=Brilliant+T+D&cauthor_id=31557907
https://pubmed.ncbi.nlm.nih.gov/31557907/#affiliation-1
https://pubmed.ncbi.nlm.nih.gov/?term=Nouchi+R&cauthor_id=31557907
https://pubmed.ncbi.nlm.nih.gov/31557907/#affiliation-2
https://pubmed.ncbi.nlm.nih.gov/31557907/#affiliation-3
https://pubmed.ncbi.nlm.nih.gov/?term=Kawashima+R&cauthor_id=31557907


The Neuroplasticity is brain’s ability to change and 
adapt.

Experiences or memories change a brain’s 
physical structure.

Plasticity occurs throughout the whole life 
(Merzenich & others, 1983).

Brain functions move from damaged area to 
undamaged area after trauma.
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Neuroplasticity and 

Neurogenesis

10

Events create or consolidate 
connections (synapses) between 
existing neurons. They also promote 
the growth of new neurons 
(neurogenesis). (D. Siegel, 2017).

The huge number of possible 
connections (more than 10,000 
connections for neuron) gives the brain 
great flexibility.
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Memory

Memory is the ability that our brain 

has to store information, memories, 

images that come from outside 

through the sense organs.

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

11



Human Memory 
(M. Atkinson e Shiffrin 1968).
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Sensory Memory information 

through our senses . Duration 3-4 

seconds.

Short-Term Memory Duration 18 

seconds , 5-9 items of capacity  –

Miller 1956) 

Long-Term Memory Unlimited 

duration like hard disk of computer, 

capacity and coding is semantic . 

Information also from Short Term 

Memory

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini



The scientific literature 
distinguishes three different 
phases of mnestic elaboration:

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini
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The coding phase : the message is inserted into 
previous information and transformed into a code

The retention phase: the memory is consolidated

The recovery phase: the information is recalled 
from long-term memory in order to use it, 
understand the present and help make future 
decisions. Memory is fundamental to survival

Memory processes are possible thanks to brain 
neuroplasticity



Autobiographical Memory 
(explicit memory, conscious)

14

► Refers to memory for an individual’s life events 

► Includes information about specific events or 
episodic that we have experienced.

► Is preserved in the Hippocampus, which 
connects memories to specific spatial contexts in 
which the event  occurred. 

► Amygdala: plays an important role in the 
evaluation of the emotional meaning of the 
afferent stimuli (Le Doux, 1986);

► The prefrontal cortical region has direct 
connection to the amygdala in situations of 
stress and fear.

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini



Memories and 

Emotions

15

A memory related to an 

emotionally engaging 

situation is sharper.

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini
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Memory and Aging

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

Some basic cognitive processes, with aging, become slowly less efficient and 
can impair general cognitive functioning, including memory and its systems.

One of the main causes of mental aging is the loss of neurons over time.

The loss of neurons mainly affects certain structures such as the 
hippocampus and the prefrontal cortex.

There are also many conditions that can cause memory disorders, such as 
high blood pressure, diabetes and thyroid disease.

Thanks to neuroplasticity and neurogenesis, we can also activate 
cognitive resources through memory training.



The Cognitive Games 18

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

Cognitive games are useful for training mind 
and cognitive skills and share some important 
features:

Structured activity, with a recognizable 
purpose and goal.

Acquisition of new skills / Consolidation of 
present skills.

Simple, clear and explicit instructions.

Ability to measure progress.

Enhancement and gratification related to the 
task.



Examples of cognitive games 19

► Board games

► Puns

► Memory

► Diary

► Write down your memories

► … 

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini
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Online Games

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

► Cognitive stimulation through online gaming is a method of maintaining an 

active brain and limiting the decay of the cognitive functions, necessary for 

carrying out daily activities in the elderly with dementia (Tziraki et al., 

2017).

►

Research has found that older people (not just young people) can be 

players of Serious Games (Muscio et al., 2015).
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Serious games

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

► Cognitive games called "serious game" or "game-based learning" are 

interactive virtual simulations with a well-structured objective in which 

serious and playful aspects are balanced.

►

They are designed for educational purposes in the context of adult 

education in a learning by doing perspective.

►

► Experiential learning encourages deeper and lasting behavioral changes;
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Serious games

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

The oxymoron (combining words with opposing concepts) Serious Game has 
ancient origins.
The first to use this terminology were the Neoplatonic philosophers who coined 
the Latin expression "serious ludere“, to identify a combination of carefree and 
serious topics.
In the digital field, they were first mentioned in 2002 following an initiative led by 
David Rejeski and Ben Sawyer.
The authors published a white-paper (Serious game: improving Public Policy 
through Game-based Learning and Simulation);
The authors in this book pointed out how to use the video-game industry to 
empower public organizations through learning and simulation based games (Ma 
et al, 2011).



Serious games

People with cognitive impairment can train cognitive 
functions.

► Through small challenges and simple rules, 
participants are involved in achieving a common 
goal (Wouters et al, 2013).

► They are easy to use after a first phase of 
familiarity (Zucchella et al. 2014).

► They can be used in different contexts (home, 
nursing homes) with the involvement of different 
figures (therapists, caregivers)

► The frequency can be variable (once a week 
and/or every day) and games can be repeated 
several times.

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini
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Beneficial effects of serious games
(Kyriazis, Kiourti, Video Games and Other Online Activities May Improve Health in Ageing, 2018).

24

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini

Reaction time Memory Attention Span Control of cognitive 

functions

Increase of the 

ability to 

multitasking     



An example of a 

serious game

25

Episodix

It’s one of the most recent Serious 
Games found in literature 
(Valladares-Rodriguez et al., 2018).
Episodix has the potential to 
evaluate episodic memory, a sort of 
digitization of the California Verbal 
Learning Test (CVLT).
This game is functional to the 
discrimination of healthy individuals 
and individuals with mild cognitive 
impairment.

Dr.ssa Grazia Chiarini e Dr.ssa Sara Calcini
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