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ABSTRACT

The wellbeing of people with dementia in long-term care
facilities is hindered, as they spend most of their time alone
with little engagement in meaningful activities and an
absence of pleasant sensory stimulation. We designed an
interactive system called LiveNature that adopts a novel
combined approach involving an ambient display unit and an
interactive robotic sheep, to offer long-term access and to
engage people with dementia in long-term care facilities in
rewarding experiences. LiveNature aims to provide holistic
multi-sensory engagement to provoke positive emotions,
increase social bonding, and restore attentiveness and
communication. The design was implemented within a
Dutch nursing home. An evaluation of the user experience
and the effectiveness of the design was conducted in a real-
life setting with nine participants, five family members, two
caregivers and four volunteers, using observational rating
scales and semi-structured interviews. The results of the
rating scales and the findings from qualitative data showed
evidence of enhanced positive engagement.
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INTRODUCTION

The number of people with dementia (PWD) is on the rise as
the worldwide population is aging. Dementia is a progressive
disease that erodes PWD’s ability to perform daily tasks, as
they gradually experience reduced cognitive ability, loss of
memory, learning skills, and impaired affect regulation [1].
Alongside this loss of ability, many challenging behaviors
begin to emerge, which are mostly coping strategies that
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Figure 1. Design of LiveNature, as implemented in Vitalis, a
Dutch nursing home: (a) overview of the LiveNature design
including the ambient display unit; (b) an interactive robotic
sheep developed based on a Pleo robot; (c) user evaluation in
Vitalis with a participating resident.

PWD use to deal with complex settings. Psychiatrists refer
to these challenging behaviors as the Behavioral and
Psychological Symptoms of Dementia (BPSD), such as an
inability to maintain focused attention, agitation, apathy or
depression [22]. The need for professional and intensive care
services means that most PWD are eventually admitted to
Long-Term Care (LTC) facilities where they can receive
quality care. However, starting a new life under difficult
psychological and social circumstances presents a significant
challenge [6]. Residents with dementia in LTC are often
reported to spend most of their time with limited sensory
stimulation or conversation and little engagement in
meaningful activities, which can further lead to disruptive
BPSD, sensory deprivation or social isolation [34].
Therefore, without a cure in sight, developing and evaluating
meaningful activities that foster and sustain engagement is
critical for the quality of life of this group.

Various approaches have contributed to improvements in
dementia care. Multi-Sensory Stimulation (MSS) can



Connections with Nature

provide stimulation of the senses without the need for high
cognitive load, and is suitable for people at any stage of
dementia. MSS has been widely studied and proven to
improve functional performance and reduce the frequency of
BPSD [3]. The ambient displays provide ongoing displayed
information that naturally blends into the environment [4],
and therefore enables continued access to users. This is ideal
for use in public/shared spaces. Moreover, social robots are
designed to provide companionship and to promote
therapeutic interaction by encouraging people to engage and
interact in activity similar to pet therapy [41]. However, the
use of a single approach often has limitations such as a lack
of active engagement, an inability to provide holistic sensory
stimulations, or being challenging to put into practice [27,
47]. There are a few design researches or practices that
combine the benefits of these approaches, therefore, we aim
to integrate approaches so that they can offer synergy and
holistic experience through multiple interaction possibilities.

In this paper, we propose an interactive system design called
LiveNature that combines an ambient display unit with an
interactive robotic sheep (IRS) to engage PWD living in LTC
facilities in a holistic “living in nature” experience. The
design was implemented in a Dutch nursing home (Vitalis,
Eindhoven, the Netherlands) through a large display-based
installation (see Figure 1a) and a Pleo robot-based IRS (see
Figure 1b). LiveNature aims to provide multi-sensory
engagement to provoke positive emotions, increase social
bonding, and restore attentiveness and communication. An
iterative design process towards the final design of
LiveNature was adopted, with co-creation involving all
stakeholders. An evaluation study of the user experience and
design effectiveness was conducted with nine participants,
five family members, two caregivers and four volunteers,
using  observational rating scales (Observational
Measurement of Engagement (OME) and the Observed
Emotion Rating Scale (OERS)) and semi-structured
interviews. The main contributions of this work are as
follows: (1) a novel combined approach (an ambient display
and a social robot) that offers long-term access and an
effective design solution for engaging and stimulating
residents with dementia in LTC; (2) a use context through
LiveNature for facilitation of the social robot use, and (3) a
working system implemented in a real-life setting with a user
study and evaluation.

RELATED WORK

In order to provide suitable stimulation and to engage PWD
in meaningful activities, the following approaches were used
to guide the design to suit individual abilities in the context
of LTC.

Multi-sensory Stimulation for People with Dementia

Deterioration in the senses is expected as part of the aging
process. The risk of sensory deprivation for seniors with
dementia is even higher, due to the neuronal losses caused
by the disease. The shift towards an unstimulated or wrongly
stimulated LTC environment makes the situation even worse,
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resulting in normal stimuli becoming confusing and
consequently leading to BPSD [6]. To address this, the MSS
(or Snoezelen) method was proposed, and this has become
increasingly popular in dementia care. It aims to help
stimulate the remaining functions and maintain cognitive
abilities by stimulating multiple senses. MSS offers an
alternative approach than cognitive-oriented activities to
cope with a diminished learning ability. As this approach
does not need complex reasoning, it allows a broader range
of users to benefit from these stimulating activities. The
typical application of MSS is the Multi-Sensory
Environment (MSE) [19], in which visual projections,
soundscapes, light or tactile materials are commonly
available for self-exploration by users. Empirical evidence
from research has confirmed that MSE can enhance feelings
of comfort, support communication, and maximize a
person’s potential to focus [3]. However, despite all of these
advantages, MSE treats PWD as recipients, and passively
engages them with little involvement from social or
communication aspects. It has been reported that many
existing MSE seems to fail to address the specific user needs
due to inadequate design and poor facilitation resulting in
such spaces being underused [19]. Researchers and designers
therefore need a proactive strategy to actively engage PWD
in MSS sessions using properly designed artifacts and
facilities.

Ambient Displays for People with Dementia

Ambient displays as a subset of peripheral displays provide
continuing displayed information that can be monitored by
users without requiring their focused attention [4]. We
encounter many cases of peripheral monitoring of
information in daily life, such as checking clocks and
windows. These displays sit at the periphery of attention and
provide relevant information such as the time or weather.
Ambient displays as enhanced computational artifacts can
easily blend into the environment, offering a natural method
of interaction [30]. They provide continued access to users,
are available to a broad audience, and have the ambitious
goal of presenting information without distracting or
burdening the user. In an application for PWD, such ambient
displays are usually in the form of a calendar, a digital family
portrait, a window or ambient lighting [11, 16]. They
function as a way of presenting useful information to support
daily living, reminiscence activity or calm technology. There
are still several challenges related to developing ambient
displays for PWD, such as: (1) what kind of information
should be displayed using peripheral attention; and (2) how
to effectively convey this information in order to draw
awareness and eventually to change behaviors.

Researchers in HCI have also constructed tools and
techniques for tangible, sensing-based ambient displays, as a
way of combining the peripheral monitoring of information
with embodied interactions [12, 23]. This has partially
addressed the difficulties described above. It also reinforces
the benefits of using peripheral attention for acquiring
information via the “creation, manipulation, and sharing of
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meaning through engaged interaction with physical artifacts”
[32]. One example is VENSTER, which is translated into
English as “window” [29]. VENSTER is an interactive art
installation using a display in the form of a window, offering
the experience of looking out, and is designed for PWD in
LTC. The installation can show pre-recorded calming
content such as a park, activating content such as a person
outside the window, or interactive content such as snowing,
which is enabled via a touchscreen. A string for a window
blind is attached to the window frame to allow switching
between scenes. An evaluation suggests that activating
content can be used as a meaningful activity for PWD, and
that interactive content can potentially be used as an
activating therapy or exercise. The other successful project
referred to as AAT (Ambient Activity Technology) unit, is a
wall-mounted interactive tool for PWD [53]. The design is
reminiscent of an old-style radio/TV unit and provides
personalized reminiscence activities (favorite music or a
slideshow of family photos). It recognizes users through an
identity badge. The system also allows simple interaction by
turning the wheel and knobs. Both VENSTER and AAT
provide users with free access to the installation and help
facilitate communication. They succeed in supporting PWD
over a wider range of stages, and create the possibility of
social interaction. These tangible, sensing-based ambient
displays could be reinforced with tactile interaction for a
holistic sensory experience, since PWD with visual or
auditory impairments can also engage in such activities
through tactile stimulations.

Social Robots for People with Dementia

Social activities for PWD are often challenging, and
residents with dementia living in LTC are commonly
reported as being socially isolated. Social robots differ from
rehabilitation robots (which enable rehabilitation training)
and service robots (which support care or assist in daily
living) in that they function to optimize emotional and social
wellbeing [33]. For PWD, initial evidence has confirmed the
therapeutic effects of social robots and has demonstrated that
they can enrich social interactions, improve affect, and
provide companionship and motivation [7, 18, 31]. The
pressing need for innovative technology that can enhance
quality of care, decrease caregiver burden and reduce care
cost has motivated related research. Most of the studies in
this area focus on PARO, a commercially available baby seal
robot, which has been widely researched around the world to
demonstrate its role as a social mediator for facilitating social
interaction [21, 42, 50]. The therapeutic sessions were
successful for all stages of dementia, since the interaction
process is familiar (stroking an animal), they can use pre-
existing knowledge of how the animal reacts as a reference
for shaping the interaction when encountering a robot. Other
cases of social robots used in dementia-related research
include AIBO, arobotic dog [24], NeCoRo, a robotic cat [28],
and Pleo, a robotic dinosaur [40]. Each of these robots is
designed to evoke emotions, to interact in sophisticated
multi-sensory ways and to increase activity levels both from
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a physical and a social perspective. Recent studies of these
robots as interventions emphasize not only an understanding
of revoked emotions and behaviors, but also their impact on
prognosis and their influence on social contexts [36, 41, 43].
However, in order to maximize its positive effects, the
context of use and proper facilitation of these social robots
need to be guided. Reports show that it is both challenging
and labor intensive for caregivers to provide a use context for
these social robots [33]. Researchers now see how to exploit
to utilize the social robots in dementia care more fully.

OBJECTIVES

The preceding discussion shows that these approaches have
great potential in resolving the problem of the under-
stimulated and unengaged situation of PWD living in LTC.
As an explorative study, this paper therefore introduces an
interactive system design called LiveNature that combines an
ambient display unit and a social robot. In this system, the
ambient display focuses on conveying information from an
ambient level using peripheral attention, while the social
robot emphasizes the promotion of social connection through
emotional interaction via focused attention. We believe that
through this combination, LiveNature can (1) offer users
long-term access to the installation design; (2) help foster
and maintain interest through active interactive multi-
sensory engagement; and (3) create a use context for the
social robot, which can be challenging in terms of facilitating
an initial interactive session with a social robot for PWD, as
caregivers typically need to create a use scenario and to
explain the reason why they are bringing this “animal” to the
residents [15]. In addition, (4) through this combination, we
believe that users are more likely to experience positive
emotional reactions and to achieve the expected therapeutic
effects than with a singular sensory stimulated experience or
an interaction session with a social robot.

The overall purpose of the combined approach is not only to
make the design solution more accessible to and effective for
residents with dementia living in LTC, but also from a user-
centered perspective, since many psychosocial interventions
or designs in the field of dementia care are behavior-oriented,
meaning that they are developed from a perspective of
helping to manage BPSD [20]. These approaches can assist
with challenging behaviors and reduce the care burden
within the context of LTC. However, the symptoms and
behaviors of individuals with dementia are not solely a
manifestation of the underlying disease process, but also
reflect the social and environmental context, as well as their
perceptions and reactions [37]. We believe that in order to
improve their quality of life, it is essential to engage PWD in
meaningful activities by altering their living environment,
promoting social bonding, and eliciting positive emotional
reactions, and then potentially to change their behaviors,
rather than the other way around.

DESIGN
The following describes three key design considerations and
the iterative design process that ultimately led to the
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development of LiveNature, and gives details of the
implementation.

Design Considerations

Within the context of LTC, the design should take into
consideration the following aspects: (1) the whole story of
system design should fit the institutionalized context; (2) the
design affordance should encourage intuitive interaction
without complex reasoning, in order to fit the diminished
abilities of users; and (3) as LTC facilities speak to all
stakeholders including residents, caregivers and families
visitors. Design should allow the use of a broader conditions
and able to involve all stakeholders. It is our challenge to
maximize the positive impact under the context of existing
deficits from both individual and facility levels.

Sensory Enjoyment through a Relaxing Experience of Nature
Nature is well acknowledged for its therapeutic effects on
human health [17, 2]. A recent study on technology-based
nature-assisted therapy for PWD proved that digital content
of nature also holds effectiveness in reducing undesirable
behaviors and improving engagement [13, 8]. The viewing
of natural settings is suitable for any variation of the stages
and conditions of PWD, without the risk of increased
agitation due to excessive or inappropriate stimulation. It is
also an excellent fit for LTC usage, as it connects residents
living indoors with an outside environment. An animal figure
(digital or physical) as a sub-element of nature appears to be
a reasonable choice, and means that the use of social robots
naturally blends into the use scenarios. Informed by existing
psychosocial interventions in dementia care, we adopted
nature-assisted and animal-assisted therapy with the aim of
providing sensory enjoyment for PWD through a relaxing
nature/animal experience [39].

The complete interactive system design is two-fold: the
ambient display unit and a social robot. The former describes
a system unit containing an 87-inch ultra-high definition
display, a computer control system including sensors and
actuators, and the tangible extension of the display that
enables simple interactions. It blends naturally into the LTC
environment and simulates a window outlook experience
accompanied by nature soundscapes [54]. Its aim is to
emulate the soothing effects of nature-assisted therapy and
the feeling of being in an outdoor environment. The social
robot simultaneously works as a distributed agent of the
ambient display unit with physical spatial proximity of users
by nature. This aims to evoke human emotions, provide
tactile sensory input and reduce the risks of anxiety,
depression and social isolation. The system strives to create
an immersive multi-sensory environment that is reinforced
with rich interaction possibilities for engaging PWD in
meaningful activities.

Encourage Intuitive Interaction through Reminiscent Objects
The living situation and context for PWD in LTC facilities
are often complex. The residents generally have a range of
different etiologies and are at different stages of the disease.
In addition, they are undergoing a progressive decline in
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multiple fundamental aspects, including not only cognitive
and mobility factors but also psychological difficulties such
as passivity or apathy. This presents inevitable challenges to
achieving engagement, as PWD in their later stages often
have a lack of inner motivation, short attention spans and a
reduced sense of self. Reminiscence therapy aims to assist in
creating interpersonal connections using remote memories
and familiar objects [26], thus enabling intuitive interaction
using pre-existing knowledge.

Unlike most designs that employ reminiscence therapy in
HCI, in which forms of display media such as touchscreens
are used, we use tangible/tactile interactions as an extension
of the digital content and avoid the use of abstract shapes or
forms [26, 53]. Our work places emphasis on encouraging
PWD to initiate proactive use and can therefore help them
regain a sense of autonomy, instead of letting caregivers or
others take the lead. Since this work was undertaken in
collaboration with a Dutch care home, we addressed three
aspects of design that are familiar to a generation of elderly
Dutch people in order to trigger reminiscence. Since almost
all residents had either grown up on a farm or had significant
experience of farming, we used a farm setting for the nature
scenes. We used video footage of typical farm scenery, with
farm animals as the main content of the display. We also
mounted an actual old-fashioned water pump right beside the
display, on top of a wooden frame that served as a trough.
This created an augmented simulation involving providing
the animals with water. We also brought in an IRS with a size
and weight similar to a lamb, in order to engage users to hold,
hug and pet it. The IRS was equipped with sound and haptic
feedback.

Peripheral/Proximal Interaction to Cover the Spectrum of
Users

Peripheral interaction describes a scene in which users can
interact with the designed interactive system at the periphery
of their attention. This interaction may also shift to the center
of their attention when relevant [4]. Inspired by this idea, we
aimed to create a user scenario in which peripheral attention
was applied to allow PWD to enjoy a multi-sensory
experience from the ambient nature soundscape and natural
scene on a screen, whilst their center attention was on
interacting with the therapeutic robotic sheep. When a
response is triggered from petting the robotic sheep (in which
the sheep shown on the display become active and start to
walk around and bleat), attracting the user’s attention to the
surroundings, the user can shift their focus back to the
display. The interaction between the robotic sheep and the
user is mediated by touch, which by nature requires the user
to be close to the social agent. This physical spatial proximity
and touch will naturally influence the social bonding and
behaviors of PWD [35]. Through a combination of
peripheral interaction and proximal interaction, the system
can help maintain users’ attentiveness, as users can
continuously shift their attention between different agents to
remain in flow. According to Wada et al. [51, 53], an
interaction can enlarge the number of functions, as the
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“interpretive flexibility” can enable its application and
success in diverse contexts. The adoption of both peripheral
and proximal interaction allows the system to offer more
interaction possibilities through self-exploration and
interpretation [42]. Therefore, covers a great spectrum of
stages users, as the system allows multiple ways of
engagement when interacting or even no interaction with the
system.

Iterative Design Process towards LiveNature

The iterative design process involves co-creation by all key
stakeholders to allow essential knowledge and insights to be
gathered in order to design for PWD. This design research is
an extension of the former work of authors called Closer to
Nature [14], which was implemented as a permanent fixture
in Vitalis (see Figure 2a). Closer to Nature started with the
aim of connecting residents to the outdoors through an
indoor interactive experience, due to their limited contact
with real nature. The system consists of a display that
resembles a life-like window overlooking a farm’s animal
shed. In front of the display, there is a wooden frame with a
self-built circulatory system utilizing an electric water pump,
a water filter, and pipe connection; an old-fashioned water
pump is mounted on top of a wooden frame which has an
infrared sensor inside, and can pump water into the physical
half of the animals’ water trough. The Closer fo Nature
installation was successful in creating a positive experience
and facilitating communication for many of the residents.
Some key design recommendations and reflections from the
preliminary user study were used to guide further designs,
since (1) a proactive strategy is needed for better initiation of
engagement; (2) more holistic sensory stimuli (enhancement
of tactile interaction) could be beneficial in increasing the
positive effects; and (3) since some residents with mobility
constraints use wheelchairs, interactions that require a lower
threshold of motor effort are required to meet their needs.
The following design iterations were made on the basis of
the design of the Closer to Nature installation. This iterative
design process towards the final interactive system design
LiveNature is described in this paper and explains the
unitization of the social robots.

First Design lteration

The first design iteration addresses the issue of how to
initiate user engagement. We learned from the preliminary
user study of Closer to Nature that although residents very
much enjoyed the surprising experiences when the animals
appeared, they tended to forget what triggered this
appearance and sometimes even the existence of the
installation itself. We therefore placed some figures of farm
animals, such as decorations and plush toys, within their
living environment to remind residents of the installation
(see Figure 2b and 2c). We also added a video to the
installation which appeared every 25 mins when no
interaction was detected, with footage of a sheep that tries
and fails to drink water and then leaves, to motivate
interaction. The feedback from caregivers suggests that the
influence of these animal figures was too subtle and was
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seldom noticed by PWD. However, the added footage of the
activating scene worked well, as expected, as it captured
residents’ attention and provoked interaction.
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Figure 2. The iterative design process towards LiveNature: (a)
the Closer to Nature installation; (b) and (c) examples of the
distributed decorations of farm animals in the first design
iteration; (d) the second design iteration, in which an
interactive goat covered with conductive sensor patches was
developed.

Second Design Iteration

We noticed from the observations of interactions that many
PWD tended to reach out towards the animals on the screen
as if they could pet them. This generated the second design
iteration in which a physical model of a goat was employed
to extend the virtual animal therapy into the physical world,
thus contributing to the completeness of the created multi-
sensory environment through tactile stimuli (see Figure 2d).
A goat prototype covered with a furry textile and woven
patches of conductive sensors was developed as a mediator
for the connection between the visual farm scene and the
physical context of the residents. In addition, videos
equipped with nature soundscape replaced the original
background noise. The nature soundscape, including birds
singing, wind and animal sounds, blended into the indoor
acoustic environment and was expected to be pleasant,
calming and relaxing for residents [54]. We also set a timer
in the processing program and dimmed the brightness of the
video at night. Hence, the installation could also operate as a
reminder to distinguish between day and night routines for
residents. The feedback on this iteration suggested that the
interactive goat prototype offered modest promise in terms
of its usefulness; however, it did not achieve the expected
bonding effects, as it was too statue-like and was perceived
by the users to be “dead”. The other two changes (the
additional sounds and the tactile exterior of the goat) were
useful in practice and were successful in creating an
immersive sensory experience.

Third Design Iteration

This paper focuses on the third design iteration. The
aforementioned work led to the design of LiveNature, which
employed the IRS. The system design of LiveNature
responds to interactions with both the old-fashioned water
pump and the IRS. The IRS extends the idea of a physical
animal figure and provides tactile interaction with a lower
threshold of motor effort (petting and holding), thus
addressing the needs of users in wheelchairs. A model of a
sheep was chosen over a goat, as it has a denser and fuller
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textile quality. The zoomorphic design of the IRS
(mimicking a lamb) invites users to cuddle and hug it. It
responds to interactions by giving audio and haptic feedback
when a touch input is sensed. Pleo was used for realization,
and we used the default embedded motions which indicate
happiness and aim to evoke pleasure responses. The ambient
display unit shows interactive videos with footage of a farm
shed and flocks of sheep accompanied by a nature
soundscape; this links the IRS to the system. The interactive
visual content of the natural setting has both static and
activating scenes: when no interaction is detected by the IRS,
the display shows a static scene of a flock of sheep lying on
the ground, standing or eating grass; when user interaction
with the IRS is detected, the sheep stand up, move around
and gather in front of the display.

System Design and Implementations

The final system design described in this paper aims to
provide multiple avenues for engagement experiences
through self-exploring enabled interaction possibilities:

o The immersive multi-sensory experience. In the best use
scenario, the system provides an immersive multi-sensory
experience that maintains the user’s flow of attention,
shifting between watching the display and interacting with
the robotic sheep. The acoustic environment, interactive
video content and tactile interaction contribute to the

completeness of the multi-sensory engagement.

Social robot interaction experience. In the case where the
user concentrates only on the interaction with the IRS,
reflecting the later stages of dementia in which some tend
to live in their own world, the system performs as a
common social robot for the enjoyment of an “animal
petting” experience.

o Animal watering experience. In cases where the user
ignores or refuses to interact with the IRS, s/he is still
offered the animal watering experience using the old-
fashioned water pump.

“Outlook on nature” experience. When no interaction
occurs, the system will continue to provide a relaxing
“outlook on nature” experience, and encourages “in the
moment” enjoyment, whereby users are able to watch an
ambient relaxing video of a farm with a flock of sheep or
listen to a nature soundscape of birds singing and the wind
blowing.

Social bonding experience. The system also performs as a
bridge to increase social bonding. It encourages the
involvement of other key stakeholders (caregivers,
volunteers, family and visitors) into the interaction.

Implementation of the Ambient Display Unit

The controlling hardware is hidden behind the wall of the
ambient display unit, which consists of an ultra-high
resolution display (BenQ, 87’) and a computer (MSI
Nightblade MI B089). The computer is connected to a
custom-made Arduino enclosure (Arduino Uno with an
extension board) that reads an infrared sensor (Sharp,
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2D120XF95) and controls a power supply for an electrical
water pump (Easy Tpy 513-0214). In the closed water loop,
a water filter (Philips InstantTrust Marine) was installed to
maintain the quality of the water at a drinkable level to avoid
safety concerns. We used Processing as the programming
environment to ensure the stable and long-term running of
the system, and set up an alarm to monitor the running state
using a watchdog via a web server. The computer connects
to the Wi-Fi provided by Vitalis for remote control or to
update software. Locally, the interaction triggers were
logged.

Implementation of the Interactive Robotic Sheep

The IRS is a prototype developed by re-programming the
Pleo robot using the Pleorb Development Kit (PrbDK). We
disguised the appearance of the Pleo to a lamb, and equipped
it with a furry textile and with a soft stuffing material
underneath, so it felt soft upon hugging and touching. After
this transformation, the dimensions of the IRS were length
+50 cm, height 27 cm (full size with legs out stretched),
width 17 cm, and weight approximately 4 kg, similar to a real
lamb. We chose the Pleo robot as it already has well-
developed and categorized emotional behaviors (happy, sad,
tired, angry, hungry and miscellaneous) that can provoke
human emotions, and is equipped with multiple embedded
touch sensors, motors and a microphone for the possibility of
programming again. We used five touch sensors: two on the
back, two on the rear, one on the head, and one on the chin.
When touch input is detected, we invoke different pre-
existing motions of Pleo via the programming of the IRS. We
also changed the media sounds to recordings of three
different lambs bleating, of different duration, so that in
practice it works naturally, smoothly and realistically. IRS
moves its legs, neck, head, and tail when it senses touch input
and makes happy sounds to evoke human emotions. IRS
connects to the computer of the ambient display unit through
Bluetooth.

EVALUATION

We conducted an explorative user evaluation to research: (1)
how PWD respond to the interactive system design of
LiveNature in general; (2) the effectiveness of LiveNature in
terms of engagement, affection and restoring attentiveness,
connectedness, and communication, and (3) the user
experience and reflections from the perspectives of staff and
family members.

Participants and Settings

The explorative user evaluation was conducted in a real-life
setting in Vitalis. Twenty participants were recruited,
including nine residents of Vitalis, five family members (two
spouses, two daughters and a son), two caregivers (one male
and one female) and four volunteers (all female). The
inclusion criteria for residents with dementia were as follows:
a documented formal diagnosis of dementia; an age of 65 and
above; a Mini-Mental State Examination (MMSE) score
lower than 24; and a physical ability to sit, hold and interact
with the IRS. The exclusion criteria included residents with
acute visual or auditory impairment reported by staff. The
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nine residents were within the age range 78 to 92, and were
at various stages of mild, moderate and severe dementia
according to staff reports. The mean MMSE score was 11
(SD = 8, RANGE = 0-23), matching the staff reports of the
stages of dementia. The demographics of the participating
residents are shown in Table 1.

Partici, Gen- Age Stage of Type MMSE Restraints
pant | der dementia Score

P1 M 90 Moderate VD 12 None
P2 F 92  Moderate MD 12 None
P3 F 89 Mild AD 21 None
P4 F 81 Severe MD 0 L/E
P5 F 80 Severe AD 0 L/E
P6 F 78 Severe VD 7 L
P7 F 80  Moderate MD 18 None
P8 F 81 Severe MD 9 None
P9 M 86 Mild AD 23 None

Table 1. Demographics of participating residents, where
‘Type’ is an abbreviation for the type of diagnosis of dementia
(AD: Alzheimer’s dementia; VD: vascular dementia; MD:
mixed dementia); ‘Restraints’ is an abbreviation for restraints
reported by staff (L/E: disorder in language and emotional
expression; L: disorder in language expression).

The installation was situated in the hallway, a common space
within Vitalis that connects to the individual living spaces.
This common space has large windows to the outside,
receives lots of sunlight, and has a relatively quiet
environment, and is therefore ideal for the user study. Two
seats were positioned in front of the display to create a
comfortable sitting environment.

Study Design

The evaluation study followed a repeated measurement
design with two study settings: an ambient display unit-based
interaction (setting 1) and a combination of an ambient
display unit and a social robot-based interaction (setting 2).
Setting 1 resembles the original setting of the Closer fo
Nature installation, while setting 2 was the installation
design of LiveNature. Setting 1 was used as a baseline for a
comparison study of the effectiveness in terms of
engagement and affection. These conditions were repeated
twice, in alternate order. Participants were invited to
participate once a week for a total of four weeks, and were
randomly allocated into two groups with an alternating order
of participation to eliminate confounding effects. The study
took place during non-planned activity days and times,
between 10:00 to 12:30 a.m. and 14:00 to 17:00 p.m., to
accommodate morning care and meal times. Individual
sessions were designed up to 20 minutes, which was long
enough to detect behavioral changes over time but still short
enough to avoid interrupting nursing care.
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Ethical Considerations

This study was approved by the Vitalis care facility. Written
informed consent was received from the participants, and
their legal guardians gave consent when the participants were
no longer capable of giving informed consent. Two months
prior to this, all residents, their legal guardians, and care staff
were informed in a formal meeting about the upcoming study
and their rights to refuse or quit at any time.

Measures

Before the evaluation study, a MMSE was carried out with
each participant by the facilitator. The facilitator is a trained
researcher who had experience with dementia care. A lower
score in MMSE represents a higher level of cognition
impairment. After each individual session, the facilitator and
an observer were asked to fill out observational rating scales
including OME and OERS. Engagement was measured using
OME [9]. We utilized a short version containing three main
subcategories that reflected the user engagement in terms of
duration, attention and attitude. The duration of engagement
refers to the time in seconds for which participants engaged
with the stimulus. Attention to the stimulus during
engagement was scored using a four-point scale ranging
from ‘not attentive’ to ‘very attentive’. Attitude to the
stimulus during engagement involved a wide perspective
including positive and negative facial expressions to verbal
content and physical movements towards the stimulus. This
subcategory was scored using a seven-point scale ranging
from ‘very negative’ to ‘very positive’. The inter-rater
reliabilities for these subscales were 0.78 for attention and
0.70 for attitude. User affective states were measured using
OERS, an observation-based five-point Likert scale with
descriptive indicators for five affective states: pleasure,
anger, anxiety/fear, sadness and general alertness [25]. These
items can be scored using a fixed time duration or intensity.
We used intensity in this study. A higher score indicates a
greater display of a particular effect. Data for anger,
anxiety/fear and sadness were not used, as few data were
captured for these effects. Inter-rater reliability was 0.74 for
pleasure and 0.68 for general alertness.

DATA ANALYSIS AND RESULTS

Data analysis of the observational rating scales of OME and
ORES was completed using IBM SPSS Statistics Version 24,
and qualitative data were transcribed, translated and
analyzed in NVivo using thematic analysis [5]. The results
of both quantitative and qualitative analysis are presented in
the following.

Assessing Engagement Using OME

We performed a non-parametric statistical analysis due to the
use of categorical ordinal variables in the rating scales. A
Wilcoxon signed rank test was performed to check the
differences between the two settings. The results of this
analysis show significant differences between the two
settings in terms of the duration (Z=2.77, p=0.006) and
attention (Z=2.49, p=0.013) of the engagement (see Table 2).
The attitude was not significant, according to the test results.
A longer time duration and higher attention score of
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engagement was discovered in the LiveNature setting,
indicating that the use of the IRS can help maintain user
interest and restore attentiveness during the interaction.

Assessing Affective States Using OERS

As the subcategory of attitude towards stimulus in OME has
a general scope that includes behavior and verbal and facial
expressions, we also adopt OERS to measure positive
affective states (pleasure and general alertness). A Wilcoxon
signed rank test was again performed to check the
differences between the two settings in terms of pleasure and
general alertness. The results show that LiveNature produced
significantly higher general alertness (Z=2.97, p=0.003) than
Closer to Nature. LiveNature also produced more pleasure
(see Figure 3), although this result was not significant. The
outcomes of the Wilcoxon signed rank tests for OME and
OERS are presented in Table 2.

Rating CtN LN Z Sig. (2-
items M(SD) M (SD) value tailed)
Engagement
(OME)
Duration (‘2‘221?2) (gﬁgg) 277 006
Attention | 4.89 (1.28) 5.67 (0.84) —2.49 013
Attitude | 5.17(0.78) 5.39 (1.20) —1.07 285
Affect (OERS)
Pleasure | 2.17 (0.62) 2.50 (0.86) —1.90  .058
ﬁgﬁireasls 3.72(0.96) 4.39(0.92) —2.97  .003

Table 2. Results of Wilcoxon signed rank tests of the OME and
OERS rating scales.

5

T T T T
CtMN_Pleasure LN_Pleasure CiN_Alertness LN_Aleriness

Figure 3. Differences in pleasure and general alertness for two
settings (CtN: Closer to Nature, LN: LiveNature).

Findings from Observation and Semi-structured
Interviews

Qualitative data, including audio recordings of interview
sessions and notes taken by an observer, were collected
through semi-structured interviews and direct observations.
Semi-structured interviews were conducted with the
participating residents of Vitalis, family members, caregivers
and volunteers to evaluate the overall experience of
LiveNature. The findings below are described using example
quotations with the coded representations of participation

(for instance, P1= Participant 1).
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Feedback from Participating Residents

Common feedback from the evaluation study of both settings
included expressed enjoyment, recollected memories, and
facilitated verbal communication. Communicated positive
experiences and enjoyment were recorded for the majority of
participants (6 out of 9, as 3 participants were limited by
language expression disorder) in both study settings.
Participants commented on how much they liked the
beautiful scenery in the display, how they appreciated the
installation and how they enjoyed talking with the facilitator.
Phrases such as “this is nice”, “this is beautiful”, “I like
sitting here with you”, and “I can do this all day long” often
arose during study sessions. The qualitative results also
showed that both settings could help recollect memories and
perform as tools for facilitating communication. Many
participants shared their prior experiences on a farm as well
as stories about their occupation, hobbies, residence and pets.
The designed settings succeeded in encouraging
conversations with an unfamiliar person (the facilitator)
about their personal experiences, which rarely happens
during regularly scheduled activities or daily social
interactions.

The results from the qualitative data also indicate differences
between the two study settings in terms of restoring
communication. The setting of LiveNature generated a
broader spectrum of topics than Closer to Nature.
Participants talked mainly about themselves in Closer to
Nature, while several participants (P1, P2, P7, P8) extended
the topic of conversation to their children or grandchildren in
the LiveNature setting. P7 said the sheep reminded her of
children; she used to be a baby-sitter and would bring them
to a farm to feed the animals. P1 spoke about his children as
if they were still young, and expressed his feelings towards
the IRS in a polite way, saying “...the children would love it,
you know. The involvement of the IRS in the LiveNature
setting provoked different emotional reactions toward the
interaction. Most participants (except P1 and P4) displayed
pleasure towards the IRS, appraising it as looking cute,
adorable and soft, and even naming it. P2 said, “It is nice
even just holding it. It feels soft—oh, it is moving towards
me.” Some were surprised when they realized that IRS was
a robot and could respond to their touch behaviors. P3
discussed with the facilitator about how to enable the sensors
and expressed pride after finally figuring out where to touch
to trigger sound and movements. P8 was confused by the
realistic movement and sound effects of the robotic sheep,
and thought it was a real sheep. When it was suggested that
she return the IRS, she said, “I can’t give this to you; it costs
money, you know.” Some participants (P5, P6, and P7) were
also surprised by the feedback through the screen display
when interacting with the IRS, as the ambient display unit
increased the animal sounds in the soundscape and shifted to
the activating content in the display. P5 turned the IRS
towards the display when sensing the feedback and said,
“Look, you need to look.” (P5 suffered from language
expression disorder and did not normally speak.) There were
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other findings from participants; for instance, the IRS was
considered to be rather large and heavy. Participants P3, P7,
and P9 appreciated the role of the facilitator in the social
interaction and the opportunity to join the sessions, as they
had someone to talk to who would listen to their stories. It
was also discovered from P4 that the bird sounds in the
soundscape were distracting, as she started to look for the
birds at one point.

Perception of Use by Family Members

It was generally agreed by all family members that the
installations were well designed and that the sensory
experience was valuable for their family members. Some
highlighted the difficult fact that they no longer knew what
to talk about when visiting. During the interview, a daughter
of P6 said, “It is hard to let her go into a nursing home and
to see her condition getting worse every day. The disease
developed quite rapidly and severely”’; “I used to come here
and read newspapers with her—now all I do is push her out
for a walk”. When she observed P6 in the LiveNature setting
with the IRS on her lap, she felt that her mother “woke up”
when seeing the animals and started responding to her, for
which she felt very grateful. P1 was visited by his daughter
and two grandsons, and they were therefore invited to
participate in the study together. His grandchildren used to
arrive, say ‘hello’ and then leave, but now they come to
LiveNature and play together. The daughter of P1 said, “It
works really well as a starting point for a conversation.” The
attitudes towards the IRS of the spouses were less positive
than those of the children; they were emotional, and did not
accept that their husbands were happy playing with a toy-like
robot. However, they confirmed the benefits of
companionship; as one interviewed spouse said, “He would
really enjoy the company of a dog. As you can see, there are
not many animals around here, for safety reasons, I guess. It
would be nice to have a companion for the elderly here.”

Feedback and Suggestions from Caregivers and Volunteers
The feedback from caregivers and volunteers also
acknowledged the benefits of the sensory experience, its
attractive visual appearance, the tangible interactive
components and its potential positive influence in their
everyday lives. They commented that both settings made the
environment calming and enjoyable for inhabitants. Two
caregivers mentioned the challenges involved in constantly
fulfilling the patients’ attention-seeking needs and dealing
with their impaired language expression abilities. They
commented that both Closer to Nature and LiveNature made
it easier to make a connection with the residents. The
activation scene in the display worked very well, as it
generated curiosity and the interactive experience was
beneficial in exercising motor skills. The user study of
LiveNature also addressed feedback on the IRS. One
caregiver explained that they used to have a PARO for robot
interaction sessions, and compared the use of the IRS with
the PARO from the perspective of facilitation. One caregiver
stated that the overall experience of LiveNature created a
natural introduction for the involvement of the IRS.
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LiveNature provides access to a user scenario that makes
facilitation much easier in practive. There were also
suggestions for the design of LiveNature, for instance greater
movement of the IRS and a louder soundscape from the
display to compensate for hearing-impaired users.

IMPLICATIONS AND FUTURE WORK

The implications arising from the findings and design
research process are discussed here to highlight directions for
future work and knowledge sharing with related personnel
working in this field.

Design for holistic sensory enrichment. Although engaging
PWD in activities can be challenging, sensory stimulation
that speaks to their remaining abilities becomes extremely
important. MSS can be used as a way to compensate for
sensory deterioration, to stimulate remaining functions, or to
access memories. The overall sensory experience could be
beneficial for PWD with certain sensory (hearing and/or
visual) impairments, mobility constraints, or expression
constraints, and it therefore plays a crucial role in the success
of the design to a border spectrum of PWD. The time span
for exposure to sensory stimulation is also important.
Ambient displays are an effective approach for providing
continued sensory experience, and therefore have great
potential to contribute to the overall benefits and a longer
exposure to sensory enrichment for PWD.

Design strategies for active engagement. Design for PWD
aims to actively involve and engage this group of people in
meaningful activities. Through the iterative design process,
we developed four strategies for designing interactive
systems towards active engagement: (1) enable intuitive
interaction through design affordance; (2) capture user
interest by using activating scenes/content; (3) maintain user
attentiveness through combined peripheral and proximal
interaction; (4) expand possibilities for interaction through
the increased interactivity of the system design. The first of
these focuses on how to initiate interaction through quality
aesthetic design, while the second emphasizes the fostering
of engagement through stimulating content. The third aspect
addresses system design through a spatial environment, and
the last aims to create an adaptive system to meet the needs
of a range of users and offer social inclusion.

Reminiscence objects for a new experience. Design for
dementia often attempts to access remote memories through
reminiscence for therapeutic effect. We aim not only to allow
user to remember the past and to live in those happy
memories, but also to open up broader opportunities for
different experiences that are stimulating and new. The
adoption of reminiscence objects provides tools to facilitate
communication in order to enable new experiences of
sharing and social bonding with others. This helps us to
understand how to design and offer new types of interactive
system for promoting wellbeing in dementia.

User-centered vs. family perceived. It is important to reflect
on who are we designing for within design research for PWD.
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This process is user-centered meanwhile all stakeholders are
involved. It is unrealistic to fulfill only the needs of users
without considering caregivers, or to ignore practical
institutional constraints. However, it is essential for the
wellbeing of PWD themselves. Moreover, should design also
consider the perceived impression when people observe the
use? During the evaluation, we found that one resident
immensely enjoyed the companionship and interaction with
the IRS, while his wife was not excited to see her loved one
with a toy-like artifact. This raises our reflection on the
question of whether design for dementia should also consider
the perceived impression when users are no longer able to
think for themselves [38].

Empirical field study and co-creation with stakeholders. The
implementation in a real-life setting holds great value in
terms of the co-creation and involvement of stakeholders
[10]. Those who are familiar with PWD can easily make
connections and interpret behaviors on a deeper personal
level. This provides the possibility of an iterative design
process and long-term effectiveness studies. An empirical
field study in a real-life setting is also more straightforward
in practice than on paper.

Further study of the following aspects would be valuable.
Although the findings suggest that the IRS succeeded in
provoking user emotions and facilitating social interactions,
the design and implementation of the IRS still require further
work to improve the weight, size, movement and auditory
feedback. In addition, the IRS is designed to give feedback
only when it senses touch input, and future work on the
provocative behavior of IRS is needed to help initiate user
interaction and maintain user attention. Moreover, a long-
term effectiveness study is needed to explore the influence
on possible cognitive and behavior changes. The
experimental setting and design of this evaluation study only
addressed the comparison between LiveNature and Closer to
Nature, and the social robot session was not included for
practical reasons related to the controlled conditions. And
considered compensated through the qualitative interviews
with caregivers on PARO using experiences. However, a
further exploration could be conducted to confirm the
benefits of collaboration on the design approaches (the
ambient display unit and the social robot). Given the fact that
residents in LTC often have different levels of dementia, the
participants could be grouped into different stages to develop
detailed design strategies. Finally, since data collected using
observational rating scales can only provide a general
impression of user engagement, further observational
behavior analysis through coding schemes may be beneficial

for a more comprehensive understanding of engagement [40].

SOCIETAL IMPACT AND ETHICAL REFLECTIONS

The design of LiveNature described in this paper is currently
available to a small group of residents (around 30) in Vitalis,
and is implemented in a real-life setting to offer a positive
experience in their daily lives. It aims to engage PWD in an
interactive multi-sensory environment to address the
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problem of the under stimulated and unengaged situation in
which they are living. However, it has more significant
potential long-term effects in terms of triggering behavioral
changes, and possibly even a radical change in the
development of the disease. LiveNature allows for the
stimulation of multiple senses to help maintain cognitive and
sensational function. It also emphasizes social interaction
and experiences in which technology simply serves as a
medium for facilitating human interaction. It has been
proven to help PWD living in Vitalis to enact embodied
behaviors through multiple possibilities for interaction, to
perceive and express emotions in a tailored context, and to
establish relationships by encouraging communication. The
implemented design is already changing their lives.

There are also ethical implications of this research and user
studies, since this vulnerable user group are in most cases
unable to make logical decisions, to express agreement or
disagreement. (1) This empirical field of research with PWD
should consider the protection of the users’ autonomy,
privacy, and dignity [43, 52]. We therefore set up clear
protocols for obtaining signed, informed consent and for data
collection, storage and access. (2) The nature of care is still
human care [49]. Concerns over the employment of robots in
dementia care are often raised, as this tends to replace human
relationships with technology [44, 45, 46, 48]. The
interactive system design of LiveNature and its design
iterations do not serve as a replacement for human care but
form a bridge connecting PWD with caregivers or families.
We seek to ensure that a facilitator (or caregiver) is present
when LiveNature is used, in order to ensure qualified,
reflective and ethical implementation and use of the
interactive system design.

CONCLUSION

Starting a new life in a nursing home is a difficult choice for
people with dementia and their loved ones. Residents of LTC
facilities face challenges arising from environmental and
psychosocial factors which make their condition even worse.
We aim to make positive changes in their situation through
an interactive system design called LiveNature implemented
in a real-world living environment. The system offers a
holistic multi-sensory experience through a nature display
and soundscape from an ambient display unit, and tactile
interaction provided by an IRS. The results of evaluation
confirm that the proposed system design can evoke positive
emotions, increase social bonding, and help restore
attentiveness and communication; the system can therefore
contribute to an enhanced quality of care and an improved
quality of life in general.

ACKNOWLEDGMENTS

The authors would like to acknowledge all participants from
Vitalis for their contributions and for sharing their thoughts.
We also thank the facilitator Famke Boschman for her
involvement in the user study and data analysis. This study
is partly sponsored by China Scholarship Council.



Connections with Nature

REFERENCES

[1] Alzheimer’s Society of UK. 2018. Retrieved October
6, 2018 from https://www.alzheimers.org.uk/about-
us/news-and-media/facts-media

Matilda Annerstedt and Peter Wahrborg. 2011. Nature-
assisted therapy: Systematic review of controlled and
observational studies. Scandinavian Journal of Public
Health 39, 4: 371-388.

Roger Baker, Jane Holloway, Chantal C.M. Holtkamp,
Anita Larsson, Lindy C. Hartman, Rebecca Pearce,
Birgitta Scherman, Seija Johansson , Peter W. Thomas,
Lesley Ann Wareing, and Matthew Owens. 2003.
Effects of multi-sensory stimulation for people with
dementia. Journal of Advanced Nursing 43, 5: 465-
477.

Saskia Bakker, Elise van den Hoven, and Berry Eggen.
2014. Evaluating peripheral interaction design. Human-
Computer Interaction 30, 6: 473-506.

(2]

(4]

[5] Virginia Braun and Victoria Clarke. 2006. Using
thematic analysis in psychology. Qualitative Research

in Psychology, 3,2: 77-101.

Marie-Andrée Cadieux, Linda J. Garcia, and Jonathan
Patrick. 2013. Needs of people with dementia in long-
term Care: A systematic review. American Journal of
Alzheimer’s Disease and Other Dementias 28, 8: 723-
733. https://doi.org/10.1177/1533317513500840

Shu-Chuan Chen, Cindy Jones, and Wendy Moyle.
2018. Social robots for depression in older adults: A
systematic review. Journal of Nursing Scholarship 50,
6: 612-622.

Nai-Ching Chi, Olivia Sparks, Shih-Yin Lin, Amanda
Lazar, Hilaire J. Thompson, and George Demiris.
2017. Pilot testing a digital pet avatar for older

adults. Geriatric Nursing 38, 6: 542-547.

Jiska Cohen-Mansfield, Maha Dakheel-Ali, and Marcia
S. Marx. 2009. Engagement in persons with dementia:
The concept and its measurement. The American
Journal of Geriatric Psychiatry 17, 4: 299-307.

[10] Diego Compagna, and Florian Kohlbacher. 2015. The
limits of participatory technology development: The
case of service robots in care facilities for older
people. Technological forecasting and social
change 93: 19-31.

[11] Sunny Consolvo, Peter Roessler, and Brett E. Shelton.
2004. The CareNet display: Lessons learned from an in
home evaluation of an ambient display.

In International Conference on Ubiquitous Computing,
1-17. Springer, Berlin, Heidelberg.

[12]Paul Dourish. 2001. Where the Action is: The
Foundations of Embodied Interaction. MIT Press.

(6]

[7]

[13]Julia Eggert, Cheryl J. Dye, Ellen Vincent, Veronica
Parker, Shaundra B. Daily, Hiep Pham, Alison Turner
Watson, Hollie Summey, and Tania Roy. 2015. Effects

1331

DIS '19, June 23-28, 2019, San Diego, CA, USA

of viewing a preferred nature image and hearing
preferred music on engagement, agitation, and mental
status in persons with dementia. SAGE Open
Medicine 3,2050312115602579.

[14] Yuan Feng, Suihuai Yu, Dirk van de Mortel, Emilia I.
Barakova, G.W .Matthias Rauterberg, and Jun Hu.
2018. Closer to nature: Multi-sensory engagement in
interactive nature experience for seniors with dementia.
In Proceedings of the Sixth International Symposium of
Chinese CHI, 49-56.

[15] Susanne Frennert, and Britt Ostlund. 2014. Review:
Seven matters of concern of social robots and older
people. International Journal of Social Robotics 6, 2:
299-310.

[16]Joost van Hoof, Mariélle P.J. Aarts, C.G. Rense, and
Antonius M.C. Schoutens. 2009. Ambient bright light
in dementia: Effects on behaviour and circadian
rhythmicity. Building and Environment 44, 1: 146-155.

[17] Andrew J. Howell, Raclyne L. Dopko, Holli-Anne
Passmore, and Karen Buro. 2011. Nature
connectedness: Associations with well-being and
mindfulness. Personality and Individual
Differences 51, 2: 166-171.

[18]Julie Huschilt, and Laurie Clune. 2012. The use of
socially assistive robots for dementia care. Journal of
Gerontological Nursing 38, 10: 15-19.

[19] Anke Jakob and Lesley Collier. 2017. Sensory
enrichment for people living with dementia: Increasing
the benefits of multisensory environments in dementia
care through design. Design for Health 1, 1: 115-133.

[20]Ian Andrew James and Louisa Jackman. 2011.
Understanding Behaviour in Dementia That
Challenges: A Guide to Assessment and Treatment.
Jessica Kingsley Publishers.

[21]Nina Jeranson, Ingeborg Pedersen, Anne Marie Mork
Rokstad, Geir Aamodt, Christine Olsen, and Camilla
Thlebaek. 2016. Group activity with Paro in nursing
homes: Systematic investigation of behaviors in
participants. International Psychogeriatrics 28, 8:
1345-1354.

[22]Helen C. Kales, Laura N. Gitlin, and Constantine G.
Lyketsos. 2015. Assessment and management of

behavioral and psychological symptoms of
dementia. BM.J 350, h369.

[23]Kai Kang, Xu Lin, Cun Li, Jun Hu, Bart Hengeveld,
Caroline Hummels, and Matthias Rauterberg. 2018.
Designing interactive public displays in caring
environments: A case study of OutLook. Journal of
Ambient Intelligence and Smart Environments 10, 6:
427-443.

[24]Stephen C. Kramer, Erika Friedmann, and Penny L.
Bernstein. 2009. Comparison of the effect of human
interaction, animal-assisted therapy, and AIBO-assisted


https://www.alzheimers.org.uk/about-us/news-and-media/facts-media
https://www.alzheimers.org.uk/about-us/news-and-media/facts-media

Connections with Nature

therapy on long-term care residents with dementia.
Anthrozoos 22, 1: 43-57.

[25]Powell M. Lawton, Kimberly Van Haitsma, and
Jennifer Klapper. 1996. Observed affect in nursing
home residents with Alzheimer’s disease. The Journals
of Gerontology Series B: Psychological Sciences and
Social Sciences 51, 1: 3-14.

[26] Amanda Lazar, Hilaire Thompson, and George
Demiris. 2014. A systematic review of the use of
technology for reminiscence therapy. Health Education
& Behavior 41,1 suppl: 51S-618S.

[27] Amanda Lazar, Hilaire J. Thompson, Anne Marie
Piper, and George Demiris. 2016. Rethinking the
design of robotic pets for older adults. In Proceedings
of the 2016 ACM Conference on Designing Interactive
Systems 1034-1046.

[28] Alexander Libin and Jiska Cohen-Mansfield. 2004.
Therapeutic robocat for nursing home residents with
dementia: preliminary inquiry. American Journal of
Alzheimer’s Disease and Other Dementias 19, 2:111-
116.

[29] Tom Luyten, Susy Braun, Gaston Jamin, Susan van
Hooren, and Luc de Witte. 2018. How nursing home
residents with dementia respond to the interactive art
installation “VENSTER’: A pilot study. Disability and
Rehabilitation: Assistive Technology 13, 1: 87-94.

[30]Jennifer Mankoff and Anind K. Dey. 2003. From
conception to design. In Public and Situated
Displays 210-230. Springer, Dordrecht.

[31] Patrizia Marti, Margherita Bacigalupo, Leonardo
Giusti, Claudio Mennecozzi, and Takanori Shibata.
2006. Socially assistive robotics in the treatment of
behavioural and psychological symptoms of dementia.
In The First IEEE/RAS-EMBS International
Conference on Biomedical Robotics and
Biomechatronics 483-488.

[32] Ali Mazalek and Elise Van Den Hoven. 2009. Framing
tangible interaction frameworks. Artificial Intelligence
for Engineering Design, Analysis and Manufacturing
23, 3:225-235.

[33] Elaine Mordoch, Angela Osterreicher, Lorna Guse,
Kerstin Roger, and Genevieve Thompson. 2013. Use of
social commitment robots in the care of elderly people
with dementia: A literature review. Maturitas 74, 1:
14-20.

[34]John E. Morley. 2011. Dementia-related
agitation. Journal of the American Medical Directors
Association 12,9: 611-612.

[35]Kellie Morrissey, Gavin Wood, David Green, Nadia
Pantidi, and John McCarthy. 2016. 'I'm a rambler, I'm a
gambler, I'm a long way from home': The place of
props, music, and design in dementia care.

1332

DIS '19, June 23-28, 2019, San Diego, CA, USA

In Proceedings of the 2016 ACM Conference on
Designing Interactive Systems 1008-1020.

[36] Wendy Moyle, Marguerite Bramble, Cindy J. Jones,
and Jenny E. Murfield. 2017. “She had a smile on her
face as wide as the great Australian bite”: A qualitative
examination of family perceptions of a therapeutic
robot and a plush toy. The Gerontologist 59,1: 177-
185.

[37]1Wendy Moyle, Lorraine Venturto, Susan Griffiths,
Peter Grimbeek, Margaret McAllister, Debbie Oxlade,
and Jenny Murfield. 2011. Factors influencing quality
of life for people with dementia: A qualitative
perspective. Aging & Mental Health 15, 8: 970-977.

[38] Louis Neven. 2010. ‘But obviously not for me’: robots,
laboratories and the defiant identity of elder test
users. Sociology of health & illness 32, 2: 335-347.

[39] Christine Olsen, Ingeborg Pedersen, Astrid Bergland,
Marie-Jose Enders-Slegers, and Camilla Ihlebzak.
2016. Engagement in elderly persons with dementia
attending animal-assisted group activity. Dementia 18,
1:245-261.

[40] Giulia Perugia, Marta Diaz Doladeras, Andreu Catala
Mallofré, Matthias Rauterberg, and Emilia Barakova.
2017. Modelling engagement in dementia through
behaviour. Contribution for socially interactive
robotics. In 2017 IEEE International Conference on
Rehabilitation Robotics (ICORR) 1112-1117.

[41]Selma Sabanovi¢. 2010. Robots in society, society in
robots. International Journal of Social Robotics 2, 4:
439-450.

[42] Selma Sabanovi¢, Casey C. Bennett, Wan-Ling Chang,
and Lesa Huber. 2013. PARO robot affects diverse
interaction modalities in group sensory therapy for
older adults with dementia. In 2013 IEEE International
Conference on Rehabilitation Robotics (ICORR) 1-6.

[43] Amanda Sharkey. 2014. Robots and human dignity: A
consideration of the effects of robot care on the dignity
of older people. Ethics and Information Technology 16,
63-75

[44] Amanda Sharkey, and Noel Sharkey. 2012. Granny and
the robots: ethical issues in robot care for the
elderly. Ethics and information technology 14, 1: 27-
40.

[45]Robert Sparrow. 2002. The march of the robot dogs.
Ethics and Information Technology 4, 4: 305-318.

[46]Robert Sparrow and Linda Sparrow. 2006. In the hands
of machines? The future of aged care. Minds and
Machines 16, 2: 141-161.

[47]Maranda A. Trahan, Julie Kuo, Michelle C. Carlson,
and Laura N. Gitlin. 2014. A systematic review of
strategies to foster activity engagement in persons with
dementia. Health Education and Behavior 41,1 _Suppl:
70S-83S.



Connections with Nature

[48] Sherry Turkle. 2017. Alone together: Why we expect
more from technology and less from ourselves.
Hachette UK.

[49] Shannon Vallor. 2011. Carebots and caregivers:
Sustaining the ethical ideal of care in the twenty-first
century. Philosophy and Technology 24, 3: 251-268.

[50]Kazuyoshi Wada, Yousuke Ikeda, Kaoru Inoue, and
Reona Uehara. 2010. Development and preliminary
evaluation of a caregiver’s manual for robot therapy
using the therapeutic seal robot Paro. In /9th IEEE
International Symposium on Robot and Human
Interactive Communication (RO-MAN) 533-538.

[51]1Kazuyoshi Wada, Takanori Shibata, Toshimitsu
Musha, and Shin Kimura. 2008. Robot therapy for
elders affected by dementia. /EEE Engineering in
Medicine and Biology Magazine 27, 4: 53-60.

DIS '19, June 23-28, 2019, San Diego, CA, USA

[52]Jayne Wallace, Anja Thieme, Gavin Wood, Guy

Schofield, and Patrick Olivier. 2012. Enabling self,
intimacy and a sense of home in dementia: an enquiry
into design in a hospital setting. In Proceedings of the
SIGCHI Conference on Human Factors in Computing
Systems 2629-2638.

[53] Andrea Wilkinson, Marc Kanik, Judy O’Neill, Vishuda

Charoenkitkarn, and Mark Chignell. 2017. Ambient
activity technologies for managing responsive
behaviours in dementia. In Proceedings of the
International Symposium on Human Factors and
Ergonomics in Health Care 6, 1: 28-35. Sage India:
New Delhi.

[54]Bin Yu, Jun Hu, Mathias Funk, and Loe Feijs. 2017. A

1333

model of nature soundscape for calm information
display. Interacting with Computers 29, 6: 813-823.



	LiveNature: Ambient Display and Social Robot-Facilitated Multi-Sensory Engagement for People with Dementia
	ABSTRACT
	Author Keywords
	CSS Concepts

	INTRODUCTION
	Related Work
	Multi-sensory Stimulation for People with Dementia
	Ambient Displays for People with Dementia
	Social Robots for People with Dementia

	Objectives
	Design
	Design Considerations
	Sensory Enjoyment through a Relaxing Experience of Nature
	Encourage Intuitive Interaction through Reminiscent Objects
	Peripheral/Proximal Interaction to Cover the Spectrum of Users

	Iterative Design Process towards LiveNature
	First Design Iteration
	Second Design Iteration
	Third Design Iteration

	System Design and Implementations
	Implementation of the Ambient Display Unit
	Implementation of the Interactive Robotic Sheep


	Evaluation
	Participants and Settings
	Study Design
	Ethical Considerations
	Measures

	Data analysis and results
	Assessing Engagement Using OME
	Assessing Affective States Using OERS
	Findings from Observation and Semi-structured Interviews
	Feedback from Participating Residents
	Perception of Use by Family Members
	Feedback and Suggestions from Caregivers and Volunteers


	Implications and Future Work
	Societal Impact and Ethical Reflections
	Conclusion
	ACKNOWLEDGMENTS
	REFERENCES



