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Research objectives

We seek to gain a deeper understanding of narrative 
storytelling in general, and collaborative digital/physical 
artifact creation and collection alongside narrative 
arrangement in particular on a tablet computer, with a 
specific population of caregivers, and associated 
geriatric outpatients at Toronto Rehabilitation Institute 
who have mild to moderate dementia and memory loss 
of the Alzheimer's type.



Participants

• Elders with a diagnosis of 
"Early Stage Dementia" (ESD); 
or mild to moderate dementia 
of the Alzheimer's type, and 
their:

• Family members

• Friends, and/or caregivers
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A tablet application with digital and physical 
outputs

1. Digital Postcard Memories gallery and book;

2. Physical postcards, which can be mailed through 
Canada Post (using their API which is embedded in the 
application) and/or can be printed from within the 
application; 

3. A Postcard Memories book, which will allow collected 
postcards to be arranged and rearranged by the elder 
and their family members or caregivers into a pleasing 
narrative format. 



Research goals

• Sharing, re-telling, and 
preserving memories

• Use of speech and facial 
recognition software to
identify changes associated
with dementia

• Study of engaged and 
sustained social interactions 
with an original touchscreen 
tablet computer application
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Research Design

• Create a concept map of the research design and 
methodology to reduce # of slides here.



Flowchart 
development

• We created a 
flowchart to visualize 
the application 
workflow with the 
software application, 
"Inspiration" (v. 9)



http://www.inspiration.co
m

http://www.inspiration.com
http://www.inspiration.com


Inspiration v.9 [8] is a rapid concept mapping 
program that allows users to:

• Create text on a single mouse click;

• Rearrange the text on the page;

• Change the shape and colour of the text bubbles 
according to hierarchy and meaning;

• Add directional arrows to link relational text bubbles;

• Change the line thickness and stroke of the arrows
and textboxes.



Flowchart development

• The flowcharting process elicited three stages involved 
in postcard creation: initiation; response; accept, 
review, and organize.











Benefits of using Inspiration for
research design/ design research projects:

• A diverse team of programmers, interface designers, 
architects, and social scientists can ask questions at the 
development stage, and make quick decisions, changes, 
and suggestions;

• Flowchart be saved in different formats, such as a PDF, 
which the entire team can work with. 

• Significantly, creating the flowchart at the same time as 
writing the research ethics protocol was advantageous, 
as it reassured the team that our study research design 
matches the application design, and vice-versa.



Future directions of our research
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