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cognitive impairment (MCI)

30us 399 waz vliugn Sunfme’

Jitnatee Ritchie and Khanitta Chanthed”
AUTWINUIAAEASINAADSEA NNINBNAEWIEN

Faculty of Nursing, Payap University

“Hlinnsfasia (corresponding e-mail : Nuttysan@gmail.com)

(Received: December 19, 2025; Revised: March 31, 2026; Accepted: May 28, 2026)

unAnge

amgemuiAnunmiendntenduameinuldvesludaseny unnefimnuansavesauosi
AuALAR ANuTY wagnsidivgraanaindtundndiauluiedediu uwidilinsenunsldeinusedntu
o madany wanludyanafounisiinauesdesluewiaels Ummmﬁﬁﬁ’mqﬂizaﬂﬁLﬁaLauaLmea
nsvraenNdoNnosYeINTYUYeANBILAT MSNTEAUNTIAnesgeeny TagldRanssunisiidiuson
wﬂagagm‘%aﬁmﬁumﬁs‘fmﬁwiﬂﬁ’umaﬁzquhuﬂaiﬂmaaLﬂuﬁ‘l‘?\lLm"j’u Aanssumaniidunisi
psAvsznevvenuluvunitlaldinuanldlunisesnuuuianssungudi niuggeongiidnnzausan
unwieadntios Aanssungudenananansaviildegnedusyansnwidutueadgeoguarluaniuuing
qunm mavszgndldnalnvesnuifiadudidugielifaongidmnlunisvhianssiiuiu newaadhg
ussgdlauazamasiauelunsidisaufanssy dwaliauesldfunisnsedusgiraiesuazdioazas
AnuidenvesaveF LBy yls

o

AE

o/

qy: wnufifledy, n133An, AazanuiAnunwsendniies, Haseny

Abstract

Mild cognitive impairment (MCI) is a common condition among older adults, characterized
by a decline in cognitive functions—such as thinking, memory, and reasoning—beyond what is
normally expected for their age. Although it does not affect daily living or social interactions, it can
serve as a warning sign for the future onset of dementia. This article aims to propose approaches for
slowing cognitive decline and stimulating cognitive functions in older adults through cognitive
engagement activities utilizing gamification mechanisms. These activities involve integrating game
elements into non-game contexts to design group activities for older adults with MCl. Such group
activities can be effectively implemented in both older adults’ homes and healthcare settings.
Applying gamification mechanisms helps increase older adults’ participation in activities, while
fostering motivation and consistent engagement. Consequently, the brain is continuously stimulated,

which helps slow down cognitive decline.
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