R )
¢ 8, UNIVERSITE
CAL  COGNITIVE AGING LAB Ll\/ES‘ DE GENEVE
CIGEV CENTER FOR THE INTERDISCIPLINARY
STUDY OF GERONTOLOGY AND VULNERABILITY Swiss National Centre of Competence in Research ~ aCULTY OF PSYCHOLOGY

AND EDUCATIONAL SCIENCES
Psychology Section

Geneva Space Cruiser — a fully self-
administered online tool to assess
prospective memory (Chinese version)

HANBRLSFH M. —A-MZEETHEC
{Z2EWITE (P3THRD

Instructions manual

8315 T

Contact :

PR N

Sascha Zuber (Sascha.Zuber@unige.ch)

Last updated on : 01.11.2021
A B 01.11.2021

Chinese translation (Tian-xiao Yang, yangtx@psych.ac.cn) :21.02.2024

FCARENE (BRZE, yangtx@psych.ac.cn) : 21.02.2024



mailto:Sascha.Zuber@unige.ch

IMPORTANT :
HE

This instructions manual provides a page-per-page guide of the task instructions used to
administer the Geneva Space Cruiser online.

AR SIS FEAE 7 H A BT O 5 I (3% T

A free demo version of the Geneva Space Cruiser (in English) can be found here.

H A BLFE WATH A iR iR (330 AT DAFEIX BLARF here.

If you decide to reproduce the Geneva Space Cruiser, the information provided in this manual and
the demo version can be used without copyright and free of charges. However, we kindly ask you
to reference the initial validation study below in your projects that use data stemming from the
Geneva Space Cruiser:

WS Yo BEHEH AL CMESS, nr DL s AT I R AR E S O
WA o fH72, AT H AN LT CAHE SR EER T H v 51 X e AT
25 B UETIE T«

Zuber, S., Haas, M., Framorando, D., Ballhausen, N., Gillioz, E., Kiinzi, M., & Kliegel, M. (2021) The
Geneva Space Cruiser: A Fully Self-Administered Online Tool to Assess Prospective Memory
across the Adult Lifespan. Memory. https://doi.org/10.1080/09658211.2021.1995435

If you would like direct access to our online tool to collect your data in a collaborative context,
please contact us (Sascha.Zuber@unige.ch).
RSB H BRI IRATAE L T RS /E SR B, 1 5 RATIRR

(Sascha.Zuber@unige.ch).
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Geneva Space Cruiser — page-per-page instructions
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1) Ongoing task and prospective memory instructions + practice

1) BATHES SREILIZERIE+E

Page 1
B
In this task, your goal will be to gain as many points as possible.
FERXAMES T, AR A ARZ RIS AT RE S 1) 0 3L

To do so, you will navigate a spaceship whose purpose is to collect stars.
NTREAHE, R sh— 5w Win R 2 A,

For each star that you collect, you will gain 30 points.
T — R A, REIRE304)

You can navigate the spaceship by using the arrow keys on the keyboard (up, down, left, right keys).

PRATDME R T B (s R 2L AR AR T .

You will also have to avoid rocks. If your spaceship collides with one of the rocks, you will lose 100
points.

PRIE B PREA Sk o W SRARI i B rh—HuE sk, ARk 2 100 43

Thus, try to avoid the rocks by navigating the spaceship. You can also destroy the rocks by firing
missiles from your spaceship.

PR, 2 G 2T IX B Sk ARIE T DLAAR A G LA S 5 S B 8 A 3k

To fire missiles, press the "F" key. If you destroy a rock, you will gain 30 points.

IR AT 8 WURARIE S — B Sk, AR R1S30 73

Click on "Continue" to proceed with the instructions.

R RS E BT R UL] o
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In the following pages, you will be able to familiarize yourself with the game.

FERE ORI LT, AR BEIX AN -

You will start by familiarizing yourself with the navigation of the spaceship by using the arrow keys
pointing up, down, right, and left.

(I =I5 15 U N SR NIV SN S (D372 2 R T W T
You will also practice shooting missiles by pressing the "F" key.
R ImId iR “F7 Bk R GTSH.

Press "Start" to begin the familiarization phase.
il “THUR” RER 1 ARAE .

Page 3
B=ZR
Press the right arrow key on your keyboard until the spaceship touches the edge of the screen.

R LR A, BT G R R R
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Press the left arrow key on your keyboard until the spaceship touches the edge of the screen.

R LR Ak, EEITH R R R .

Page 5
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Press the up arrow key on your keyboard until the spaceship touches the edge of the screen.

AL B b, BRI SRR R
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Press the down arrow key on your keyboard until the spaceship touches the edge of the screen.

R LR T, BRI AR R R
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Very good! Now you can practice firing missiles by pressing the "F" key.
FEH R DUAERAT LU “F” BEYR ST RG-S
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Press the "F" key.

o “F” .
Page 9
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Fire once more using the "F" key.

BdZ “F7 B,
Page 10
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Very good! Next, your spaceship will also need fuel.
FEFHE D TR, URETIE R AN .
You can display the fuel gauge by pressing the "C" key.

RAT LN % “C” S AEAERINE.

As soon as the fuel gauge is in the red section, you can refuel your spaceship by pressing the space bar
on your keyboard.

AR R R R LG, ARTT DR A R AR R s KA
If you refuel it at the right time, you will gain 300 points.
AN SRAE & 2 I [ AN TR A, AR5 3RAS 300 73
If you forget to refuel it, the fuel gauge will automatically refill but you will not receive any points.
RIS, A B R, (AR SR EUET 2 HL.
Press "start" to familiarize yourself with the fuel level of your spaceship.

i “ITIR” RAGEIRE T W BRMIKF .
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Press the "C" key on your keyboard to display the fuel gauge.
R B “CT RO
Page 12
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Press the "C" key on your keyboard again to display the fuel gauge.
FHRARARE AL B “C” BEEIRIRME .
Page 13
BTH=R

Very good. Now that you are familiar with the different elements of the game, you can practice on a
complete example of the game.

FEH R ARCEE TRNIPRIAF IR, % TR AT — R E B T .

Summary of the goals:

HirEg:
- Collect stars — for each one you will gain 30 points.
W B A BRI BUOR RS 30 70
- Avoid rocks — each collision will cost you 100 points.
WAk BERREECR N ERR 100 73
- Destroy rocks — for each destroyed rock, you will gain 30 points.
Ak BHESRA Sk, IRE3REE 30 7r.

- Refuel the spaceship — each time you refuel on time (when the gauge is in the red section
only), you will gain 300 points.

25 WA BRI (R M BCR BaR 2L B Y), AR5k 300 7.
Key reminder:

B &y

- Arrows — to navigate the spaceship.

Pk P



- F —to fire missiles.

Fat: RO TH.

- C —to display the fuel gauge.
CHt: iz,

- Space bar — to refuel.

R .

You can now do a full practice session.

BUEPR AT B — A 52 B 2R3

Press "'start" to begin the practice.

R “TFIR” AR
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Very good. You have completed the practice session.
EHHE ! IRCETER T ZRITT,
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Very good. You have completed the practice.

e AREATER T 42

Next time you will play this game, the goals will be the same as for this practice session.

NIRVRBCIZA AR A A, H AR AR IR R ] 2 —FEH .

Click on "continue".

skt “4ks



2) Filler task — delay phase
2) EFRAES- TR B

>> |nsert your instructions for the filler tasks or questionnaires of the delay phase here.
>> EAE AL N AT IR B B B 78T 55 BRR) 6 ) 45 S5

In the demo version of the Geneva Space Cruiser, we used a simple Code / Symbols task as
follows:

EH A TLTH WA, BAMEH 7 — AR/ 5105, W FAR:
Stimuli :
%

- 1image as example

- LakoRBiE A

- 42 images for the task
- A2

Presentation format and response coding :

EIFEAN &SRS :

- Each image is presented for 5000ms maximum (or less; it disappears as soon as the
participant responds).

- BEIKEGRZ £ I5000ms (BREERL;  EA AER S OB 2 S OK)

- For each image, the response (the number that is selected) and the reactions times (in ms)
are recorded

- XTEAEE, OV (R R AT AN SN TR] (ms) 2 i sx

- Inthe end, you can calculate :

- A, ARATRATHEL
o The number of correct responses
o 1EmHEIE B HE
o The total reaction time for all correct answers

o JITH LR SR SN
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Task Code/Symbols - Instructions

REG/fF5E% - HBE
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In the following task, we will present you a series of 9 symbols. Each symbol will be accompanied by
a number.

TR TORMAES T, BATR RS — R 9 NS BEDMRFT AR — T

Above these 9 symbols and numbers, you will see a single symbol in the middle of the screen. It will
be framed in blue.

FERX QMG MBI ETT, R R RE S DR S . EfER BRI B .
Your task will be to choose the number that matches the symbol in the middle as quickly as possible.
PRI 552 AT g P g £ 5 vh 555 A0 DL T O 2

Page 2
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First, here is an example:

B, XEA ARl

O

O L = A - X U o 1L

2] 2] [s] [o] [s] [e][7] [s][s]

The correct answer for this series is the number 1 because the circle symbol is
accompanied by the number 1. You will have to click on «1 >»to respond, as shown below.

RA AR IS Rl BOABETRAT S0 N T 1. R E il «1 AT RN, Inh &

B



10

The task will now start and you will see several series of symbols and numbers.

FESSERITS, R = E B — RIS AT

As a reminder: your task is to choose the number that matches the symbol in the middle of the screen,
framed in blue. Please answer as quickly as possible without making any mistakes.

TRME: PRIV S5 AR 35 B A Sl RE I AT S A LR A8 39 S PR L IR A 3t [ 255

Click on «=> »to start the task.

Bili «> »IFIRES

3) Prospective memory task block

3) HTBECIZAES BB

Page 1
R
Now you will have to navigate the spaceship as you did during the practice session.

IAEAR 7 BAR SR ) I —FE B B KA
Click on «start »to begin.

mr «<IFR »> IR T R

After the task / End
&R E

Thank you for taking the time to participate in this study.

JEGHH R F N (8] 2 5 AR T 7%
Your answers have been recorded.

PRI B D3R
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