






located at Cedar Foundation in Belfast and at the University of Würzburg.
Preliminary experiments have been performed in Belfast at Cedar Foundations premises,

a total of N=5 end users with a varying degree of cognitive impairments were involved in
the evaluation. We calculated the accuracy (as percentage of correctly chosen symbols) and
therefore, asked users during every trial, which cards they wanted to uncover. Results showed
an average selection accuracy of 78%. Those users, who had no or low control over the games,
had no or low control over the BNCI in general. This was either caused by the severity of their
physical impairment or bad EEG signals due to problems with data acquisition.

5 Conclusions and Future Work

In this paper, we presented a framework that provides a backdrop to cognitive rehabilitation
tasks performed using a BNCI system. The framework is part of the BackHome project and,
according to the cognitive skills that it defines, two serious games have been defined and imple-
mented. The corresponding system is currently under testing by people with traumatic brain
injury.

As for the future work, we are currently implementing a daily-life-activity game aimed at
improving perception. Moreover, apart serious games, we are also considering defining and
implementing cognitive rehabilitation tasks relying on an e-puck robot, which might become
especially engaging to users.
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