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school exams. Neurologist Dr Antonio identified this syndrome after the student used the
game The objective of this activity was to investigate the light exposure reflected by the digital
games inserted in the students' daily life and school life. In a cross-sectional study conducted
in Rio de Janeiro, 150 individuals were interviewed. Complaints and diagnoses were variables
regarding the photosensitivity to digital games and especially the Brainius game Brainius was
the game | created to stimulate memory. https://photos.app.goo.gl/CeJyAA9zNDY7fmDz7
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convergence insufficiency with the use of Brainius. Brainius was the game | created to
stimulate memory. Brainius helped identify 5 children with Convergence Failure, which
impedes learning! The use of robots and games such as Scratch with children and young
people with intellectual disabilities has significantly improved coordination, interaction and
stimulated speech, giving them digital literacy opportunities. Analysis of the reaction to
exposure to red color was performed and it was observed the association of symptoms of
convergence insufficiency with the use of Brainius. It was concluded that the exposure to
reflected light of the game regardless of gender and education and age, was possible to
identify Irlen Syndrome (1S),

Allegati/Attachments: M brainius digital games in inclusive education.pdf 1

Durata progetto/project duration:

start in 2018/01/02 - 20 months

Tipologia dell'ente/Kind of organization:

Private Institution

Fondazione Mondo Digitale
Via del Quadraro, 102 / 00174 - Roma (Italia)

Copyright © 2000-2010 - Tultti i diritti riservati.
Organizzazione con sistema di gestione certificato UNI EN ISO 9001:2008 / CERMET n.6482
del 26/04/2007.
Privacy Policy

Source URL: https://www.gjc.it/en/content/brainius-digital-games-inclusive-education

Links
[1] https://www.gjc.it/en/system/files/progetti/allegati/brainius_digital games_in_inclusive_education.pdf


https://www.gjc.it/en/system/files/progetti/allegati/brainius_digital_games_in_inclusive_education.pdf
http://www.mondodigitale.org/
http://www.mondodigitale.org/privacy-policy

