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Design and evaluation of user experience with interactive healthcare
games for elderly persons

*Liang, H.-F.}, Sun, T.-L.2
"Department of Industrial Engineering and Management,
National Taipei University of Technology
’Department of Industrial Engineering and Management, Yuan Ze University

Abstract

Aging population is a concern across the Taiwan Strait. Taiwan is an aging society that is projected
to become a super aged society by 2025, with 21% of its population 65 years old or older. At the same
time, the total aged population will be three hundred million in the Chinese mainland. As a result,
products or services for elderly persons will gain in popularity in light of this trend. However,
technology-driven but not human-centered design is the common means now used for the development of
products and services as well as relevant research on aging issues. Since the elderly usually experience
various degrees of cognitive or physiological deterioration, it is important to understand the elderly’s
diverse needs so that the proposed technology can meet their unique requirements. Therefore, this
three-year project aims to design and evaluate the user experiences of elderly persons with interactive
healthcare games using a research team across the Taiwan Straits. In the first year of the project, user
requirements will be identified and prioritized through surveys, interviews, and observation. The contents
of the interactive healthcare games will be designed according to the needs of the elderly persons. In the
second year, a prototype of interactive healthcare games will be developed with interactive mechanisms
so that usability tests can be conducted to reveal usability problems and to provide possible
corresponding solutions. In the last year of the project, design guidelines and a database about interactive
healthcare games for elderly persons will be constructed based on the results of the last two years and the
analysis and evaluation of user experience for playing the games between the Taiwan Straits. It is
anticipated that the guidelines and database can provide useful suggestions for further development and
research on localization and personalization for Human-Computer Interaction (HCI) for elderly persons
so that the technologies and applications will meet all the user requirements.
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