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ABSTRACT

Recently, the number of children who are required to take special care are increasing
because of the fast-changing society and the environment factor. Among them, most
children in poor family are leading to Children with borderline intelligence, so urgent
action are needed to prevent this situation. This study is conducted to establish the
reason why children with borderline intelligence are taking place. In addition, this study
embodies serious game as a solution which is able to prevent and cure this children
with borderline intelligence problem. This game was made to improve weak memory,
concentration and judgment of children with borderline intelligence and was verified in
effectiveness by thirty people and experts.
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[Fig. 2] Concentration, memory, judgment task
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