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Figure 5: Experience Lab three focus group. 

Lab 3: Findings 

The findings were informed by field notes from the role-play scenarios (participant and carer), 
workshop and focus group, and provided design recommendations on the aspects of the system 
that were tested. There was positive feedback on the proposed concept and key insights were 
gained on functionality, usage, set up and price. Participants highlighted the importance of 
personalising the system to make it relevant to each user, the level of support they require and 
their home.  

Overall findings 

Personalisation was a key theme throughout the Labs and had important implications for the 
system given that user circumstances varied in terms of home environment, networks of support, 
and comfort with technology.  

The findings revealed that participants are already adapting to personal challenges and making 
everyday life easier using both low and hi-tech solutions. In addition, participants talked about 
ageing and anticipated requiring additional support, suggesting that the system could be 
progressive and grow with the needs of the user, potentially leading to a younger target market.  

The Labs revealed that value for money is a crucial part of the decision to purchase, as participants 
tended to repair not replace where possible, and only purchased products that fulfilled a clear 
need. Buying decisions were also strongly influenced by others, leading to important marketing 
implications for the system.  

Conclusions 

The Experience Labs provided opportunities for extreme collaboration between academics, 
business and end-users, to co-design a sustainable assisted living concept, which aims to enable 
people to be independent in their own home for longer. Through a rapid cycle of insight 
generation and prototyping, the Lab team were able to rapidly develop and test a system that 
could offer a person-centred alternative to traditional health and care delivery.  
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The case study demonstrates a successful application of the Experience Lab methodology, 
highlighting the benefits of rapid concept development and trialling, person-centred requirement 
generation, and facilitation of multidisciplinary working with businesses and end-users.  
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