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Apps

• Short for ‘applications’

• Software or programs on 
computers, most 
commonly mobile devices 

Definitions



Tablet computers

• Mobile device with a 
touchscreen

• Popular models include Apple 
iPad, Samsung Galaxy Tab, 
Microsoft Surface

Definitions



The need to facilitate opportunities for 
independent activity for people living with 
dementia is well established 
(Harmer & Orrell 2008; Hellman 2014; Jones et al. 2020)

Touchscreen tablet computers are accessible 
for people living with dementia 
(Armstrong et al. 2010, Joddrell & Astell 2016, Kerkhof et al. 2021)

Accessible design for dementia in touchscreen 
apps has received little attention

Why tablet computers?



Apps

As of 2021, there are 4.5 million apps available in the Apple App 
Store, and 2.8 million in the Google Play Store 
(Business of Apps, 2020)

Where to start?

Growing by 100,000 apps each month
(Statista, 2021)

Games account for 20% of all apps 
(Business of Apps, 2020)



Aims

Accessible Touchscreen Apps for 
People Living with Dementia

1. Identify key design features that increase accessibility

2. Develop an evidence-based framework to find apps

3. Collaborate with developers to improve their apps

4. Share app recommendations with people living with dementia 
and professional/family care providers



3 studies evaluating touchscreen apps

66 people living with dementia participating

184 sessions of independent tablet interaction

9hrs 50mins video recordings analysed

1. Identify design features

11 nursing or residential care services in Sheffield



1. Identify key design features that increase accessibility

2. Develop an evidence-based framework to find apps

3. Collaborate with developers to improve their apps

4. Share app recommendations with people living with dementia 
and professional/family care providers
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2. Develop a framework

Two stage, evidence-based app selection framework:

Stage 1. Finding apps

Stage 2. Evaluating apps



Stage 1. Finding apps



Stage 2. Evaluating apps



App Evaluation Tool

1. Interaction

2. Feedback

3. Visual design

4. Features

5. Customisation

6. Obstacles

7. Age appropriateness

8. Genre specific (e.g. games, art, etc.)



1. Interaction
• Gesture controls

• Responsive

• Assumed knowledge



2. Feedback

• Animated

• Audio

• Text

• Haptic



3. Visual design

• Text size

• Font selection

• Object size

• Backgrounds



4. Features

• Auto-prompts

• Hints

• Visible elements



5. Customisation
• Difficulty level

• Sound effects

• Font size

• Colour scheme

• Speed



6. Obstacles

• Advertising

• Cost

• Pop-ups

• Stability



7. Age appropriateness

• Theme

• Characters

• Music

• Recommended age



8. Genre specific (if applicable)

For example, games:

• Multiplayer

• Faithful adaptation

• Game specific rules



Guidance manual



1. Identify key design features that increase accessibility

2. Develop an evidence-based framework to find apps

3. Collaborate with developers to improve their apps

4. Share app recommendations with people living with dementia 
and professional/family care providers
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3. Collaboration with app developers









1. Identify key design features that increase accessibility

2. Develop an evidence-based framework to find apps

3. Collaborate with developers to improve their apps

4. Share app recommendations with people living with dementia 
and professional/family care providers
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4. Share recommendations





1. Identify key design features that increase accessibility

2. Develop an evidence-based framework to find apps

3. Collaborate with developers to improve their apps

4. Share app recommendations with people living with dementia 
and professional/family care providers

Findings
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Findings: Independent use

98% 
participants interacted 
independently 



Findings: Familiarity vs novelty

Avoid an over-reliance on 
familiarity

Don’t dismiss novelty



Findings: Enjoyment
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Findings: Engagement



Involvement of stakeholders



Future directions...

Pilot and evaluate a tablet loan scheme – tablet computers with 
preloaded apps and settings

Expansion of app genres on the website, e.g. music, reading, 
cognition

Setup a UK network for digital resources for dementia



Thank you

Phil Joddrell 

p.joddrell@sheffield.ac.uk


