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(Joddrell & Astell 2016), but identification of
suitable apps is required to maximise
their potential

Original study (Astell et al. 2016) identified
problematic design features for people
living with dementia within two
commercially available gaming apps
Developers of these two apps worked in
collaboration with the research team to
implement dementia-enabling
accessibility features

m Original Bubble Ex.  m Adapted Bubble Ex.

on three separate occasions (9o gameplay sessions)
 Each session was video recorded to allow for thorough
analysis in a lab environment (using Observer™ software)

Conclusions

Adaptations to Solitaire were more effective than
those to Bubble Ex. High levels of enjoyment were

« Outcomes analysed in both
studies for comparison:
» Gameplay touches that advanced
the game
 Touches indicating a control issue
« Auto-hint usage
« Enjoyment (interview)

not sig. atfected. There is clear potential for
improving access to digital technology for people
living with dementia through collaboration, but
communication with developers is key.
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