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Immersive XR cognitive—motor training was highly acceptable among older adults with cognitive impairment, with
90% willing to use the technology again and 95% reporting a safe and natural experience. 100% of participants
believed thatXR could benefit individuals with cognitive or physical difficulties.
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Digital and immersive
technologies are increasingly
explored as non-pharmacological
Interventions for people with
cognitive impairment.

However, evidence from real-
world dementia care settings
remains limited.

The ELICT pilot study evaluated
the feasibility, usability and
acceptability of immersive
extended reality (XR) cognitive—
motor training delivered within
Alzheimer’s Athens Day Care
Centers.

The study also explored whether
different forms of therapist
presence (video versus
hologram) influenced user
experience and perceived
support.

METHODS
Participants
28 N =20

& 70% Women
. Mean age = 73.6 years

&2 85% XR naive

Design

= Counterbalanced design

= Video presence condition

* Hologram presence condition
= Balloons XR game

= Questionnaires + interview

Balloons XR Game

Participants interacted with
virtual balloons using natural
arm movements while receiving
real-time support from a health
professional through either video
or holographic presence.
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PARTICIPANT FEEDBACK (open-ended responses)

“Helps us stay
* alert and

engaged.

“It was more

‘ fun than the
tablet.”

“| would love to
try it again!”

“| felt like a child
playing again.”

“It made me feel
active and happy.”

100% of participants believed XR could benefit individuals with
cognitive or physical difficulties.

= XR cognitive—motor training
was feasible and highly
acceptable.

= Participants reported high
motivation, safety &
engagement.

= Video presence provided
greater visual clarity.

= Holographic presence showed
promising levels of perceived
co-presence.

= Further controlled studies are
needed to evaluate cognitive
and neuropsychiatric outcomes.

CONCLUSIONS
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