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Test 4  

This time, we tested the final prototype. From this test we expected to evaluate the interaction 
between users and the final product. The focus group was composed by Maurício, Manuel, 
Georgina, Emília, Alice and Fernanda.!

We presented each patient with PlayMemo, explaining how the game worked. The users showed a 
lot of curiosity and interest. Lidia started to complete the matches, although dismissing the colour 
system. Manuel completed all of the matches by himself, becoming completely focused on the 
task presented to him, however he did not realized the colour system between the cards and the 
board. When alerted to it, Manuel immediately looked at the board and matched two sets of cards 
he had wrong before. Mauricio also completed the game by himself, using the colour system as a 
guide to place and make the matches. Emília demonstrated enthusiasm but could only complete a 
few matches. Georgina, completed the game, reassuring the carer that she really liked it because it 
made her practice memory stimulation spontaneously.  

 

 

 

 

 

 

 

Figure 5: Testing workshop - Final prototype. 

All patients interacted very well with the board. They were able to understand the orientation of 
the images, and quickly understood how the game should be played. We validated the colour 
system, which brings some benefits, although not to all users. They responded very well to the 
shape and material of the cards, although not everyone grabbed the card using both extremities 
as we intended to, but they shown no difficulty interacting with it. Using cork as the main material 
revealed to be ideal to this game. Since it is a very light material, it facilitated the transportation of 
the product. Also the cards were very light and allowed patients to lift them without any problem, 
enabling them to grab as they felt more comfortable.  
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Conclusions  

PlayMemo proved to be an object with great potential impact in people suffering from dementia 
in a very positive way. It was shown to enable memory stimulation and promote healthy 
interaction, while strengthening users’ reasoning skills and deduction capabilities. Through the 
different tests, we could see that PlayMemo has the potential to be adapted to other situations. 
The carers, who helped us to conduct the tests, noticed right from the beginning, the impact of 
this proposed product was to the patients, stating that it was a stimulating activity not only for 
people with dementia but for others as well.  

The user-centred approach and methodology was crucial to the project development. The 
Observation stage was fundamental to understand people suffering from dementia, giving us an 
insight of where design could intervene and help us set the project requirements to start the 
Ideation stage. The Implementation stage allowed us to make constant and necessary adjustments 
to the product to requirements and patient’s needs. Doing participatory activities with users from 
the beginning of the research project revealed to be essential to the successful outcome of the 
final product. The participation and interaction, give us the opportunity to identify their needs, test 
the product and adjust what was necessary. At the end, we were able to create an accessible 
product to final users, providing a positive impact on their lives. 

From the researcher perspective, emerging in a different reality revealed to be a challenging task 
but rewarding at the same time. Observing and interacting constantly with patients at the nursing 
home was fundamental to personal understanding of how dementia impacts one’s life, 
contributing greatly to both perspectives – research and personal growth. 
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