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Abstract

This paper outlines a strategy to design ICT for elderly based on experiences from a project called MAMA (Mobile Augmented Memory Aid). MAMA was a project that mainly focused on people with some kind of memory or communication disorder. The main goal of the MAMA project was to examine how ICT can be used to support and improve memory and communication capacity as well as being an aid to sensory stimulation for people with memory difficulties caused by dementia.
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1 Introduction

1.1The Problem

In the developed world today people tend to live longer and technology plays an important role in all our lives. Unless the elderly can participate in this, the danger is that they become isolated and understimulated. Most of the elderly population do not have a high degree of computer literacy, and are not so familiar with using computers. An implication of this is that it is very important how the IT is designed in order to be useful to the elderly population. 

1.2 The MAMA Project

This paper outlines a strategy to design ICT for elderly based on experiences from a project called MAMA (Mobile Augmented Memory Aid). MAMA was a project that mainly focused on people with some kind of memory or communication disorder. The main goal of the MAMA project was to examine how ICT can be used to support and improve memory and communication capacity as well as being an aid to sensory stimulation for people with memory difficulties caused by dementia. By strengthening the contact with their environment and improving their relations with nursing staff and relatives we hoped to enable conditions for better care and quality of life for this group of people. Within the project we developed prototypes in the form of four software applications and one interaction/navigation tool.
1.3 The Challenge and our Approach

One of the biggest challenges in design for elderly, and particularly for most elderly people who have some form and degree of dementia, is to make the design suitable for the intended users and to consider their particular needs. This target group consists mainly of people with memory difficulties and very little or no computer literacy, which puts much higher demand on the design. It is extremely important that the interface is simple and intuitive and makes minimal demand on the user’s memory capacity. In order to achieve this goal, the design process must be evolutionary and based on ethnographical methods and in close collaboration with the designated end-users.
1. Become an anthropologist.

2. Base the design on familiar (earlier) artifacts.

3. Hide the technology.

4. Support challenge, motivation and create a driving force.
5. Develop a coherent package of hardware and software
We will illustrate this approach at the workshop by demonstrating an actual prototype developed in MAMA, the Book (see Figure 1). The design guidelines are described in more below.
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Figure 1 The book 

2 ELITE Design Guidelines

2.1 Become an anthropologist
As a designer it is very hard to understand how elderly people think, how they do things and what obstacles they experience. As a result of this it is very important to work according to anthropological methods and spend time participating and observing the behaviour and language of the intended end-users in a real setting. 
During the project we spent time observing two groups at a nursing home and a day care centre. We participated in all their activities in order to learn and understand their situation. The development of the different prototypes was conducted with an evolutionary approach. During all of the development we tested different mock-ups and prototypes with the same groups of people in order to get feedback for the development process. The different groups of nursing staff also participated with comments and explanation about our object of study.
2.2 Base the design on familiar (earlier) artifacts
Elderly people and persons with some kind of dementia have problems learning how to handle new technology. Particularly for people who suffer from dementia it is important to base the usage on a well-known artefact or some thing or activity that they have used or done since they were young. In the MAMA project we based the interaction and navigation around the metaphor of a book. The next guideline follows from this one.
2.3 Hide the technology

As was mention in the introduction a big part of the elderly generation of today has a very low level of computer literacy. The pre-study of the MAMA project showed that some of the elderly people, in particular persons with dementia, have problem to learn how to handle new technology and also to remember that knowledge. As a result of this we decided that we had to hide the technology and present it as a book that is used as a book by turning pages etc. The pilot test of the prototype showed that it was a successful concept and that the users did not view it as a computer. 
2.4 Support challenge, motivation and create a driving force

When designing for people in general, and elderly in particular, it is very important that the application is motivating to use and that there is a story or similar that drives the use of the application. Even so, it is also important that the application does not provide everything. The application must be a challenge for the user in order to create a feeling of achievement in the user and to encourage a continued use of the application. This is a balance that must always be struck. With elderly patients the challenge must be present but at a low level of complexity, so as to be not enough to intimidate.
2.5 Develop a coherent package of hardware and software

With the aim of achieving a natural and intuitive use of the design it is very important that the hardware and the software complement each other. The aim must be to create an interaction and navigation that is natural to the kind of task that is supposed to be performed with the application. In the MAMA project we packed the applications as a natural part of the book. The different applications become different “chapters” of the book and within a “chapter” the user stepped through by turning pages. 
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