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Title  
(English translation): 

 

URL 
 

 

Language/s: 
 

 

Author (if available): 
 

 

Institution Name or 
Project: 

 

Access Date: 
 

 

e-Civeles Code: 
 

 

 
Main scope of the target group to use the game / platform  

(only broadest possible group) 
 

 

International   

European   

National   

Regional   

Local   
 

Primary target group: 
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Purposes of the game / e-platform 
(one or more) 

 
 

Improving digital competences   

Improving (inter)cultural awareness   

Gaining geospatial / geographical competences   

Learning a language   

Improving cognitive functions / brain training  

Promoting awareness to immigrants   

 
Summary of the game 
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Highlights 

(remarkable aspects related to this game that should be mentioned) 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Technical issues 

  yes no 

Registration required   

Standalone application / must be installed   

Playable directly in a browser. If yes, which one?   

   

Browsers have permission to execute Adobe Flash   

Additional software needs to be installed.  If yes, which one?   

  

Available for free   
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References 
(For example: Internet link that provides guidelines for teachers who want to use the game) 

 
 

 
 
 
 
 
 
 
 
 
 
 
 

 
Screenshot(s) of the game 
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	Title English translation: CogniFit
	URL: https://www.cognifit.com/es/juegos-mentales
	Languages: Spanish, English, French, German, Italian, Polish, Portuguese (Portugal & Brazil), Dutch, Arabic, Greek, Japanese, Chinese, Russian, Turkish, Hebrew, Bosnian, Korean, Catalan
	Author if available: Nathanael Eisenberg (Chairman), Tommy Sagroun (current CEO of the company)
	Institution Name or Project: CogniFit Ltd. (POB 14288, Tel Aviv 61141, Israel)
	Access Date: April 2018
	eCiveles Code: ES06
	Primary target group: No specific criteria.
	Summary of the game: The website provides users with 33 mental games, which have as main goal to help users assess and train their minds, brain and cognitive abilities (brain training). Each game takes places in a different scenario (in the countryside, on the beach, on a road, in a sports court, on the street, with geometrical figures on a neutral background, etc.) and has specific objectives. Each game is presented with a short explanation about its purpose, how it is played (the rules of the game), and which skills are used (for example, hand-eye coordination, recognition, divided attention, spatial perception, visual perception, focused attention, updating, visual scanning, processing speed, planning, visual short-term memory, working memory, short-term memory, estimation, shifting, updating, inhibition, response time, risk avoidance, etc.). By pressing the Play button, the game opens in a new window (there is a full-screen mode option). The design is very attractive, since it uses Flash images, explanatory texts and back-ground sound.
	Main scope: Auswahl1
	Check Box2: 
	0: Ja
	1: Off
	2: Off
	3: Off
	4: Ja
	5: Off

	Highlights: Since the game is a platform developed with commercial purposes, both contents and layout have been carefully designed. As for technical aspects, a Flash plugin is required to be installed and activated. This can be a limitation for users that have the plugin not installed on their computers, since they will not be able to play the game. Additionally, when a game has been completed, the platform invites the user to register for "a full experience." A pay version of CogniFit is available too in the App Store and Google Play.
	Original title of the game: COGNIFIT
	Check Box3: 
	0: 
	0: Off
	1: Ja

	1: 
	0: Off
	1: Ja

	2: 
	0: Ja
	1: Off

	4: 
	0: Ja
	1: Off

	5: 
	0: Off
	1: Ja

	7: 
	0: Ja
	1: Off


	References: 
	Screenshot: 


