Supplementary Material S1. Procedural Details on the Active Control Condition
This supplementary section provides procedural information on the active control condition used in the study. This condition was organized as a four-week home-based tablet activity based on 360° cultural and historical city-visit applications. Participants completed one application per week and answered comprehension questions in a paper booklet. The control condition provided a structured tablet-based activity matched to REVALZ for home use and exposure to virtual urban or cultural environments, while minimizing overlap with the specific episodic and prospective memory training components of REVALZ. The section details the home-use procedure, weekly organization, examples of control exercises, and debriefing procedure.

1. Home-Based Use and Initial Familiarization

The active control condition was administered as a four-week home-based tablet pro- gram. Before autonomous use, participants completed a familiarization session cov- ering:
· basic tablet use: switching the device on and off, charging it, checking battery level, adjusting brightness and sound volume;
· access to the control applications on the tablet;
· launching a city-visit application;
· selecting a visit point or level;
· listening to the audio information and/or reading the accompanying text;
· answering the corresponding questions in the paper booklet.
During the initial session, the experimenter assisted the participant in completing the first visit point of the first application, when needed. This was the only session during which physical assistance was planned. Participants were then asked to use the tab- let autonomously at home.
Participants received a paper booklet that served as a guide throughout the control intervention. For each visit point, the booklet included comprehension questions related to the historical or cultural information presented in the application.
Participants were instructed to record the date of each session, answer the questions corresponding to the completed visit points, and note any comments or difficulties encountered.

2. General Organization of the Control Program

The control group had access to four 360° city-visit applications, each corresponding to one week of the intervention. Participants were asked to complete one application per week. They could organize their sessions freely during the week, either complet- ing the full application in one session or distributing the visit points across several sessions.

	Week
	Application
	Number of visit points
/ levels
	Main activity
	Response format

	Week 1
	Lavaudieu
	9
	360° cultural and historical visit
	Comprehension ques- tions in booklet

	Week 2
	Brioude
	15
	360° cultural and historical visit
	Comprehension ques- tions in booklet

	Week 3
	Blesle
	10
	360° cultural and historical visit
	Comprehension ques- tions in booklet

	Week 4
	Abbaye d’Aulps
	4
	360° cultural and historical visit
	Comprehension ques- tions in booklet



3. Description of the Weekly Activities Week 1: Lavaudieu
Participants completed the nine visit points of the Lavaudieu application. The visit fo- cused on historical, architectural, and cultural elements of the village. Topics included the village square, the abbey, the interior decoration of the Saint-André church, abba- tial houses, ramparts, the bridge, local architectural heritage, the museum of popular arts and traditions, and Place Saint-André.
Examples of booklet questions included identifying who erected the mission cross in the village square, naming the labels associated with Lavaudieu, describing the architecture of Saint-André church, and defining local historical objects such as a shoeing frame or public weighing device.

Week 2: Brioude

Participants completed the fifteen visit points of the Brioude application. The visit fo- cused mainly on the basilica, religious and historical places, local architecture, and cultural heritage. Topics included Place Grégoire de Tours, Place Saint-Julien, the southern entrance, the tribune, Chapelle Saint-Michel, stained-glass windows, sculp- tures and paintings, Hôtel de la Dentelle, Maison de Mandrin, Place du Mazel, Place Saint-Jean, Place Eugène-Gilbert, Place de la Liberté, Le Doyenné, and the belvedere.
Examples of booklet questions included identifying Saint Julien, describing sculptures on the exterior chapels, recalling the former name of Place Saint-Julien, explaining the role of the Chemin Français, and identifying historical or architectural features of the basilica and surrounding town.

Week 3: Blesle

Participants completed the ten visit points of the Blesle application. The visit focused on religious architecture, historical houses, local heritage, and village landmarks. Top- ics included the abbatial church of Saint-Pierre, the interior of the church, houses as- sociated with the religious community, the northern enclosure, Tour du Massadou, the headdress museum, Clocher Saint-Martin, Château Mercœur, Place Onslow, and Chapelle Notre-Dame-de-la-Chaigne.

Examples of booklet questions included identifying the entrance to the church, naming the label associated with Blesle, describing historical houses, identifying local rivers, and recalling architectural or historical details associated with the village.

Week 4: Abbaye d’Aulps 3D

Participants completed the four visit points of the Abbaye d’Aulps 3D application. The visit focused on the parvis, gardens, cloister, and abbey church. In this application, participants sometimes had to change the historical period displayed in the application, for example between the current period, the seventeenth century, and the sixteenth century, using a slider.
Examples of booklet questions included describing the function of the gatehouse, identifying the role of the monastic farm, explaining the Herbularius and Hortus gardens, recalling the function of the cloister, describing monastic meals, and identifying elements of Cistercian religious life.

4. Nature of the Control Exercises

The control exercises consisted of watching or exploring 360° cultural scenes, listening to or reading explanatory historical content, and answering comprehension questions in the booklet. The activities were designed to provide a tablet-based, home-based, culturally engaging control condition with exposure to virtual city-like environments, but without the core active components of REVALZ.
In particular, the control condition did not include:
· goal-directed navigation in a simulated city;
· location–action binding missions;
· prospective memory tasks;
· adaptive cue-support difficulty settings;
· explicit memory-strategy training;
· game-based progression with points, errors, or rewards;
· planning, re-planning, or budget-management tasks.

5. Weekly Debriefing Procedure

At the end of each week, participants completed a short debriefing questionnaire used to monitor feasibility, acceptability, and potential difficulties during the home-based control activity.
· enjoyment of the weekly exercises;
· open-ended comments about the week.

Supplementary Material S2. Condensed framework of the REVALZ Training Program
This supplementary section provides procedural information on the organization of the REVALZ intervention. The main characteristics of the program are reported in the Methods section of the article; here, we detail the home-use procedure, tutorial sequence, weekly progression, examples of exercises, and debriefing procedure. In brief, REVALZ followed a four-week progression from basic navigation and location memory to location–action binding, prospective memory, planning, and budget monitoring.

1. Home-Based Use and Initial Familiarization

REVALZ Version 1.0 was administered as a four-week home-based tablet intervention. Before autonomous use, participants completed a familiarization session covering:

· basic tablet use: switching the device on and off, charging it, checking battery level, adjusting brightness and sound volume;
· access to the REVALZ application;
· navigation in the main menu;
· selection of levels and tutorials;
· adjustment of the difficulty setting;
· access to personalization options (shop).

Participants also completed the first in-game tutorial before starting the weekly training program. This tutorial introduced the main interface components: virtual guide, city map, mini-map, list of target locations, oral and written instructions, point system, pause menu, and navigation controls. Participants practiced moving forward by touching the screen, turning with left and right arrows, locating themselves on the map, and reaching a target location.

Participants were instructed to use a paper notebook during the intervention to record training dates, attempted or completed levels, difficulties encountered, and optional comments for the weekly debriefing. The notebook could also be used to draw images generated during the mental imagery exercises.

2. Weekly Organization

The intervention comprised 24 training levels distributed over four weekly blocks of six levels. Participants were asked to complete the assigned block by the end of each week. Training could be distributed freely across the week.

	Week
	Program
levels
	Main task content
	Main cognitive
demands
	Tutorial
sequence

	Week 1
	Levels 1–6
	Orientation in the city; location visits; initial use of public
transportation
	Spatial orientation; route planning; location memory
	Basic navigation; mental imagery; public transportation

	Week 2
	Levels 7–12
	Continued transportation use; shop interaction; congruent location–
action associations
	Location–action binding; action recall; semantic cue use
	Shop interaction; self-referencing

	Week 3
	Levels 13–18
	Incongruent actions; prospective actions; time constraints; order
constraints; phone calls
	Associative memory; prospective memory; temporal monitoring; re-planning
	Prospective actions

	Week 4
	Levels 19–24
	Complex prospective actions; unexpected phone calls; timing and order constraints;
money management
	Planning; cognitive flexibility; budget monitoring; multitasking
	Money management



The two memory-strategy tutorials could be accessed at any time from the tutorial menu. Participants were automatically directed to the mental imagery tutorial at Level 1 and to the self-referencing tutorial at Level 9.

3. Tutorial Sequence

3.1 Gameplay Tutorials

	Tutorial
	Timing
	Content introduced

	Tutorial 1
	Before Level 1
	Basic navigation, interface use, map, mini-map, target list, instructions, point

	
	
	system, pause menu

	Tutorial 2
	Before Levels 5–6
	Use of buses and metro stations to move between distant locations

	Tutorial 3
	Before Levels 9–12
	Shop interaction and selection of the
appropriate action at a given location

	Tutorial 4
	Before Levels 17–18
	Prospective actions involving time windows, action order, and unexpected

	
	
	phone calls

	Tutorial 5
	Before Levels 21–24
	Budget constraints and money management during errands



3.2 Memory-Strategy Tutorials

	Tutorial
	Timing
	Content introduced

	Mental imagery
	Level 1
	Construction of vivid mental scenes involving places or actions to be remembered

	Self-referencing
	Level 9
	Association of intended actions with personal emotions, habits, characteristics, and autobiographical memories



4. Examples of Training Exercises

Program block	Examples of exercises
Levels 1–6	Visiting several target locations, such as a park, church,
stadium, train station, or landmark; combining walking and public transportation
Levels 7–12	Visiting shops and performing semantically congruent actions, such as buying bread at a bakery, buying wool at a haberdashery, or buying cheese at a cheese shop
Levels 13–18	Performing less predictable location–action associations, such as retrieving a parcel from a florist or asking for directions at a theater; performing one action before another; reaching a location within a limited time window
Levels 19–24	Completing complex errands involving several goals,
unexpected phone calls, time constraints, and budget monitoring; buying several items without exceeding a fixed amount of money; rememberinmg item prices while planning a route

5. Weekly Training Progression

Week 1: Orientation, Navigation, and Public Transportation

· Level 1: guided use of the mental imagery strategy.
· Levels 1–4: walking-based navigation and visits to an increasing number of target locations.
· Tutorial 2: introduction to buses and metro stations.
· Levels 5–6: combination of walking and public transportation.

Week 2: Shop Interactions and Congruent Actions

· Levels 7–8: continued use of transportation with an increased number of locations.
· Tutorial 3: introduction to shop interaction and action selection.
· Levels 9–12: location–action associations with semantically congruent actions.
· Level 9: guided use of the self-referencing strategy.
· Maximum of three action errors per level before restarting the level.

Week 3: Incongruent Actions and Prospective Memory Demands

· Levels 13–16: location–action associations with semantically incongruent actions.
· Tutorial 4: introduction to prospective actions.
· Levels 17–18: integration of time constraints, action-order constraints, and phone-call-based new tasks.
· Required processes: navigation, time monitoring, action recall, re-planning, and route organization.

Week 4: Complex Prospective Actions and Money Management

· Levels 19–20: multiple locations, phone calls, time-based intentions, and order constraints.
· Tutorial 5: introduction to budget management.
· Levels 21–24: errands requiring budget monitoring and increasingly reduced financial support.
· In early money-management levels, the remaining budget was updated automatically; in later levels, participants had to remember item prices and monitor the remaining budget themselves.

6. Weekly Debriefing Procedure

At the end of each week, participants completed a short debriefing questionnaire assessing:

· perceived ecological validity of behavior in the virtual city;
· enjoyment of the weekly exercises;
· use of the strategies in everyday life;
· open-ended comments.

Supplementary Table S3. Full Group × Time interaction results for all measures

	REVALZ Pre M	REVALZ Post M
Measure
(SD)	(SD)
	Control Pre M (SD)
	Control Post M	Group (SD)	F(1,32)
	
p
	
ηp²
	Time F(1,32)
	
p
	
ηp²
	Group ×
Time F(1,32)
	
p
	
ηp²

	

	BDI
	1.71 (1.86)
	2.35 (2.15)
	3.24 (4.19)
	3.50 (4.26)
	1.63
	.211
	.05
	1.09
	.304
	.03
	0.19
	.664
	.01

	MEMORY

	RL/RI-16 total of 3 total
recalls
	

	
	45.71 (2.54)
	46.06 (2.36)
	45.24 (4.42)
	43.59 (4.20)
	1.91	.176	.06	1.32	.260	.04	3.15	.086	.09

	RL/RI-16 delayed free recall
	12.71 (2.39)
	12.24 (2.84)
	12.00 (2.76)
	11.71 (2.54)
	0.53	.474	.02	1.56	.220	.05	0.08	.775	.00

	RL/RI-16 delayed total recall
	15.76 (0.56)
	15.76 (0.56)
	15.71 (0.77)
	15.29 (1.40)
	1.00	.325	.03	1.77	.193	.05	1.77	.193	.05

	RL/RI-16 recognition (hits − FA)
	15.59 (0.80)
	15.94 (0.24)
	15.76 (0.44)
	15.88 (0.33)
	0.21	.652	.01	4.41	.044	.12	1.10	.301	.03

	Total digit span
	16.24 (3.47)
	16.76 (3.05)
	18.06 (5.79)
	18.88 (5.54)
	1.85	.183	.05	1.09	.305	.03	0.05	.822	.00

	Forward digit span
	9.12 (1.73)
	8.76 (1.68)
	10.06 (2.99)
	10.12 (3.48)
	2.09	.158	.06	0.14	.715	.00	0.27	.609	.01

	Backward digit span
	7.12 (2.09)
	8.00 (2.00)
	8.00 (3.08)
	8.76 (2.59)
	1.20	.281	.04	4.27	.047	.12	0.02	.884	.00

	VE What
	11.41 (3.41)
	13.65 (3.81)
	10.12 (3.22)
	10.35 (3.18)
10.35 (3.18)
	4.96	.033	.13	4.94	.033	.13	3.24	.081	.09

	VE What + Detail
	7.71 (2.69)
	10.41 (4.27)
	7.00 (3.52)
	
	7.47	.010	.19	1.33	.257	.04	13.50	< .001	.30

	VE What + Where
	8.65 (3.98)
	12.00 (4.40)
	6.47 (3.34)
	10.35 (3.18)
	10.27
	.003
	.24
	12.74
	.001
	.28
	7.24
	.011
	.18

	VE What + When
	7.71 (3.85)
	10.94 (4.51)
	6.24 (2.95)
	10.35 (3.18)
	   10.24	
	.003	
	.24	
	5.64	
	.024	
	.15	
	17.28	
	< .001	
	.35	

	VE contextual score
	0.69 (0.17)
	0.81 (0.18)
	0.66 (0.19)
	10.35 (3.18)
	6.82
	.014
	.18
	0.38
	.541
	.01
	9.49
	.004
	.23

	VE binding
	5.47 (4.03)
	9.59 (4.66)
	3.94 (3.09)
	10.35 (3.18)
	   10.03	
	.003	
	.24	
	13.03	
	.001	
	.29	
	17.34	
	< .001	
	.35	

	VE recognition
	22.00 (3.34)
	23.35 (2.76)
	20.00 (5.34)
	10.35 (3.18)
	4.55
	.041
	.12
	2.23
	.145
	.07
	0.28
	.602
	.01

	VE prospective encoding
	38.06 (4.42)
	38.59 (5.11)
	37.35 (7.09)
	10.35 (3.18)
	0.31
	.581
	.01
	0.13
	.721
	.00
	0.05
	.820
	.00

	VE time-based PM
	0.88 (1.27)
	1.71 (1.40)
	1.18 (1.47)
	10.35 (3.18)
	1.52
	.226
	.05
	0.13
	.722
	.00
	8.93
	.005
	.22

	VE event-based PM (linked)
	4.71 (1.21)
	5.47 (0.80)
	4.12 (1.32)
	10.35 (3.18)
	8.68
	.006
	.21
	3.28
	.079
	.09
	0.45
	.509
	.01

	VE event-based PM (non-linked)
	4.29 (1.16)
	4.94 (0.66)
	4.00 (1.61)
	10.35 (3.18)
	4.60
	.040
	.13
	0.92
	.345
	.03
	1.91
	.176
	.06

	VE total PM recall
	9.82 (1.81)
	12.12 (1.96)
	9.24 (3.20)
	10.35 (3.18)
	6.63
	.015
	.17
	7.71
	.009
	.19
	14.34
	< .001
	.31

	VE post-test action control
	14.47 (1.46)
	14.82 (1.59)
	13.65 (2.12)
	10.35 (3.18)
	8.85
	.006
	.22
	0.05
	.820
	.00
	1.32
	.259
	.04



	EXECUTIVE FUNCTIONS & ATTENTION

	TMT-A
	39.94 (17.02)
	30.71 (8.03)
	43.76 (16.45)
	40.53 (17.28)
	2.75
	.107
	.08
	3.80
	.060
	.11
	0.88
	.355
	.03

	TMT B−A
	54.06 (28.41)
	40.18 (17.10)
	54.18 (34.59)
	45.53 (26.57)
	0.11
	.748
	.00
	7.44
	.010
	.19
	0.40
	.531
	.01

	TMT-B
	97.29 (35.65)
	70.65 (21.50)
	86.24 (46.61)
	86.06 (33.04)
	0.04
	.839
	.00
	5.27
	.028
	.14
	5.13
	.030
	.14

	Commission test subject time
percentile
	
42.06 (26.75)
	
58.53 (26.38)
	
47.94 (27.50)
	
54.41 (25.91)
	
0.01
	
.912
	
.00
	
6.34
	
.017
	
.17
	
1.20
	
.281
	
.04

	Commission test subject total
error percentile
	
40.29 (27.58)
	
41.76 (29.74)
	
30.29 (28.09)
	
38.24 (30.31)
	
0.65
	
.425
	
.02
	
0.78
	
.384
	
.02
	
0.37
	
.548
	
.01

	Commission test subject
time
	
443.41 (184.35)
	
358.88 (179.05)
	
422.65 (219.67)
	
359.47 (235.85)
	
0.03
	
.872
	
.00
	
4.85
	
.035
	
.13
	
0.10
	
.752
	
.00

	Commission test subject total
errors
	
2.65 (1.66)
	
2.53 (1.66)
	
3.35 (1.87)
	
2.59 (1.62)
	
0.59
	
.448
	
.02
	
2.06
	
.161
	
.06
	
1.11
	
.300
	
.03

	Bells test time
	97.29 (36.64)
	96.88 (31.22)
	95.65 (43.15)
	110.47 (49.16)
	0.22
	.639
	.01
	1.47
	.234
	.04
	1.64
	.209
	.05

	Bells test score
	31.53 (4.05)
	33.35 (1.54)
	31.65 (2.91)
	33.47 (2.43)
	0.03
	.868
	.00
	6.94
	.013
	.18
	0.00
	1.000
	.00

	Total fluency
	59.47 (11.37)
	53.29 (14.94)
	53.06 (12.32)
	46.94 (13.81)
	2.41
	.130
	.07
	10.58
	.003
	.25
	0.00
	.988
	.00

	Phonemic fluency
	25.94 (5.90)
	24.76 (6.57)
	25.29 (6.63)
	23.41 (6.61)
	0.25
	.622
	.01
	2.82
	.103
	.08
	0.15
	.701
	.00

	Animal fluency
	33.53 (7.37)
	28.53 (10.49)
	27.76 (7.83)
	23.53 (10.12)
	3.89
	.057
	.11
	9.68
	.004
	.23
	0.07
	.798
	.00

	SUBJECTIVE ASSESSMENT

	PRMQ retrospective raw
score
	

	
	17.18 (4.25)
	15.06 (5.37)
	15.47 (5.19)
	16.94 (5.47)
	0.00
	.953
	.00
	0.12
	.726
	.00
	3.84
	.059
	.11

	PRMQ prospective raw score
	20.06 (3.70)
	17.18 (4.35)
	17.94 (5.29)
	16.41 (5.39)
	0.96
	.333
	.03
	10.14
	.003
	.24
	0.95
	.336
	.03

	PRMQ total raw score
	37.24 (7.58)
	32.24 (8.79)
	33.41 (10.06)
	33.35 (10.23)
	0.23
	.635
	.01
	3.13
	.087
	.09
	2.98
	.094
	.09

	PRMQ retrospective T-score
	53.18 (8.51)
	56.88 (10.72)
	57.12 (10.51)
	53.12 (10.94)
	0.00
	.977
	.00
	0.01
	.937
	.00
	4.32
	.046
	.12

	PRMQ prospective T-score
	49.24 (7.60)
	55.65 (8.70)
	53.06 (11.17)
	57.18 (10.77)
	0.82
	.373
	.02
	12.35
	.001
	.28
	0.59
	.449
	.02

	PRMQ total T-score
	52.12 (8.37)
	56.53 (9.70)
	56.41 (10.83)
	55.59 (11.41)
	0.29
	.592
	.01
	1.29
	.265
	.04
	2.74
	.108
	.08



Table S4a. Descriptive statistics for REVALZ usage indicators over the 4-week program
Usage data were available for 16 participants in the REVALZ group.

	Usage indicator
	Mean (SD)
	Media
n
	Range

	Days of use
	13.81 (3.51)
	13.00
	6–19

	Total interaction clicks
	109.50 (30.80)
	103.50
	66–194

	Session-start clicks (total)
	38.00 (15.09)
	37.00
	19–86

	Tutorial clicks
	5.56 (3.72)
	4.50
	0–13

	Total usage time (hours)
	5.89 (2.64)
	4.97
	3.55–13.93

	Average session duration (minutes)
	9.79 (3.80)
	9.70
	5.33–20.39

	Levels selected
	38.00 (15.12)
	36.50
	18–86

	Levels played
	46.44 (19.30)
	41.00
	30–109

	Levels completed
	27.00 (8.08)
	27.00
	18–50

	Restarted levels
	13.06 (11.96)
	9.50
	2–51

	Difficulty 0 use
	0.50 (0.73)
	0.00
	0–2

	Difficulty 1 use
	1.69 (3.46)
	1.00
	0–14

	Difficulty 2 use
	17.88 (7.27)
	18.50
	3–30

	Difficulty 3 use
	6.94 (7.75)
	5.50
	0–27

	Transport selections
	136.94 (92.91)
	119.00
	43–379

	Shop clicks
	2.19 (3.08)
	1.00
	0–10






Table S4b. Distribution of completed REVALZ training levels by program block and difficulty setting.

	Program
levels
	Difficulty 0
(%)
	Difficulty 1
(%)
	Difficulty 2
(%)
	Difficulty 3
(%)

	1–6
	1.7%
	5.8%
	82.5%
	10.0%

	7–12
	0.0%
	4.8%
	68.3%
	27.0%

	13–18
	3.7%
	6.4%
	50.5%
	39.4%

	19–24
	2.6%
	9.1%
	59.7%
	28.6%

	Total
	1.9%
	6.3%
	66.2%
	25.7%



Table S5. Spearman correlations between usage indicators and cognitive gain scores in the REVALZ group (n = 16) * p < .05, in bold
	Gain measure
	Days of use ρ
(p)
	Session-start
clicks ρ (p)
	Tutorial use ρ
(p)
	Levels selected
ρ (p)

	RL/RI-16
	
	
	
	

	RL/RI-16 total recall (3 learning trials)
	0.282 (0.290)
	0.049 (0.858)
	0.041 (0.879)
	0.012 (0.964)

	RL/RI-16 delayed free recall
	-0.315 (0.234)
	0.015 (0.955)
	0.059 (0.830)
	0.030 (0.913)

	RL/RI-16 delayed total recall
	0.176 (0.515)
	0.192 (0.476)
	0.174 (0.518)
	0.212 (0.432)

	RL/RI-16 false recognitions
	-0.176 (0.515)
	0.058 (0.832)
	-0.232 (0.386)
	0.077 (0.777)

	RL/RI-16 hits − false alarms
	-0.144 (0.594)
	-0.266 (0.319)
	0.086 (0.751)
	-0.302 (0.255)

	Other neuropsychological measures
	
	
	
	

	Commissions percentiles – time
	0.258 (0.334)
	-0.301 (0.257)
	0.205 (0.446)
	-0.289 (0.278)

	Commissions percentiles – total
errors
	0.131 (0.628)
	-0.287 (0.281)
	0.169 (0.531)
	-0.288 (0.280)

	Commissions – time
	-0.411 (0.114)
	0.168 (0.534)
	-0.217 (0.420)
	0.199 (0.460)

	Commissions – total errors
	-0.065 (0.810)
	0.260 (0.331)
	-0.204 (0.449)
	0.254 (0.343)

	Bells test – time
	-0.330 (0.212)
	0.195 (0.468)
	-0.143 (0.598)
	0.204 (0.449)

	Bells test – score
	-0.351 (0.182)
	0.110 (0.686)
	-0.358 (0.173)
	0.086 (0.750)

	TMT-A
	-0.335 (0.205)
	-0.363 (0.167)
	-0.214 (0.425)
	-0.293 (0.270)

	TMT-B
	-0.345 (0.191)
	-0.163 (0.546)
	-0.127 (0.639)
	-0.172 (0.524)

	TMT B−A
	-0.366 (0.163)
	-0.321 (0.226)
	-0.471 (0.066)
	-0.325 (0.219)

	Total verbal fluency
	-0.174 (0.519)
	-0.077 (0.778)
	0.135 (0.619)
	-0.065 (0.811)

	Phonemic fluency
	-0.306 (0.250)
	0.035 (0.898)
	-0.037 (0.891)
	0.057 (0.834)

	Semantic fluency (animals)
	-0.072 (0.790)
	-0.079 (0.773)
	0.171 (0.527)
	-0.071 (0.793)

	Total digit span
	-0.341 (0.197)
	-0.076 (0.780)
	-0.204 (0.447)
	-0.054 (0.842)

	Forward digit span
	-0.187 (0.487)
	-0.188 (0.486)
	-0.517 (0.040)
	-0.170 (0.529)

	Backward digit span
	-0.336 (0.204)
	-0.032 (0.906)
	0.101 (0.711)
	-0.017 (0.950)

	PRMQ
	
	
	
	

	PRMQ retrospective T-score
	0.230 (0.391)
	0.076 (0.779)
	0.481 (0.059)
	0.092 (0.735)

	PRMQ prospective T-score
	0.092 (0.733)
	0.428 (0.099)
	0.474 (0.064)
	0.395 (0.130)

	PRMQ total T-score
	0.199 (0.460)
	0.418 (0.107)
	0.526 (0.036)
	0.412 (0.112)

	PRMQ retrospective raw score
	-0.320 (0.226)
	-0.128 (0.635)
	-0.604 (0.013)
	-0.139 (0.608)

	PRMQ prospective raw score
	-0.076 (0.780)
	-0.426 (0.100)
	-0.464 (0.071)
	-0.399 (0.126)

	PRMQ total raw score
	-0.285 (0.285)
	-0.325 (0.220)
	-0.620 (0.010)
	-0.307 (0.247)

	VE measures
	
	
	
	

	VE What
	-0.368 (0.161)
	0.254 (0.342)
	-0.305 (0.251)
	0.318 (0.230)

	VE What + Detail
	0.263 (0.324)
	0.542 (0.030)
	0.590 (0.016)
	0.531 (0.034)

	VE What + Where
	0.063 (0.817)
	0.284 (0.286)
	-0.002 (0.993)
	0.275 (0.302)

	VE What + When
	0.455 (0.077)
	0.199 (0.461)
	0.566 (0.022)
	0.156 (0.563)

	VE contextual score
	0.511 (0.043)
	0.289 (0.278)
	0.510 (0.044)
	0.223 (0.407)

	VE binding
	0.375 (0.152)
	0.341 (0.196)
	0.630 (0.009)
	0.298 (0.263)

	VE retrospective recognition
	0.177 (0.511)
	0.337 (0.202)
	0.182 (0.501)
	0.401 (0.124)

	VE prospective encoding total
	-0.345 (0.190)
	-0.159 (0.557)
	-0.147 (0.586)
	-0.129 (0.634)

	VE time-based PM
	0.239 (0.372)
	-0.291 (0.274)
	0.035 (0.897)
	-0.294 (0.269)

	VE event-based PM (linked)
	0.372 (0.156)
	0.447 (0.083)
	0.122 (0.652)
	0.424 (0.102)

	VE event-based PM (non-linked)
	-0.011 (0.969)
	-0.006 (0.982)
	0.479 (0.060)
	-0.010 (0.971)

	VE total prospective memory recall
	0.666 (0.005)
	0.321 (0.226)
	0.734 (0.001)
	0.291 (0.273)

	VE post-test action control
	0.284 (0.287)
	0.488 (0.055)
	0.379 (0.147)
	0.431 (0.095)





