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ABSTRACT
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1. INTRODUCTION
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Figure 1. Therapy session using the proposal game 

Figure 2. Style of Interaction. The user brings the digitized 
object (Tangible User Interface) close to the mobile device 
(interaction resource) that incorporates the NFC Reader. 

Figure 3. Game Sequence. (a) Main interface of the game. 
Firstly, users have to memorize the word (b) The word 

disappears and the user must seek the letters(tangible objects) (c) 
Bringing the selected tangible interface close to the mobile device 

(d) Game results 
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