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Abstract. This paper reports the implementation of the Story-me system,
consisting of a slots-machine-like device used by older adults, and a cellphone
application used by their children, which aims to facilitate intergenerational life
story and family memento story sharing. In the field study, seven pairs of
participants (each pair consisting of an elderly adult and his/her child) were
recruited to use the system. Semi-structured interviews were conducted both
with both the senior and young participants. The stories collected were tran-
scribed and analyzed, and the findings. Conclusion and future work are in the
final part.
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1 Introduction

The globe is graying. Among the most significant achievements and challenges that the
society is facing today, is that human beings are living to unprecedented ages [1]. The
worldwide population over age 65 is expected to more than double from 357 million in
1990 to 761 million in 2025 [2]. There are two major causes for global aging: Life
expectancy increases and fertility rates decline [3]. EU will face more severe situation:
the old-age dependency ratio (people aged 65 and above relative to those aged 15 to
64) in the EU is projected to increase by 21.6 percentage points, from 29.6% in 2016 to
51.2% in 2070 [4]. Across the world, family members are the most important providers
of support, especially psychological support, for the older adults [1]. Since one feature
of older adults is their memory of events, persons, and locations, they have the potential
to be story content producers [5]. The story sharing could be a method to make
connections with others.

Within this context, this paper briefly introduces the field study of the system
named Story-me, which consists of a tangible device used by the older adults, and a
mobile phone application used by their children. It is trying to elevate the intergen-
erational story sharing between older residents in the nursing home and their children.
A detailed description of the system is reported first, follows up the field study process.
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2 Research Prototype

The research prototype in field study comes from our previous work [6]. Its basic idea
is that older adults are storyteller, while their children are memory trigger (including
trigger questions and memento photos) providers. The initial prototype was improved
based on feedback from the users, during preliminary evaluation. The final prototype
(Fig. 1) consists of a tangible device used by older adults, and a cellphone application
used by their children. The tangible device utilizes the metaphor of slots machine. Its
tangible interface employing metaphor and intuitive interaction aims at enhancing
familiarity and simplicity for the senior users. It includes two interfaces: the “Photo
interface” and “Question interface”, which are both in vintage style. Considering the
loss of vision of the older adults, it uses bold fonts. The interaction is similar to slots-
machine: Pulling down/pushing up the right handle to switch to the next/previous
trigger question or photo. The left button is to switch between the “Photo interface” and
“Question interface”, while the right button is to record. The cellphone application is
used by the young, which is composed of four pages. “Camera”, which is used to take
photos of mementos. “Photo”, which displays the photo gallery, tap the photo and get
to the corresponding audios. “Question”, which displays the trigger question and
corresponding audios. “Setting”, including often-used setting options.

Trigger questions in the this study came from The Life Story Interview [7], cov-
ering the following aspects: “Birth and family of origin”, “Cultural setting and tradi-
tions”, “Social factors”, “Education”, “Love and work”, “Historical events and
periods”, “Retirement”, “Inner life and spiritual awareness”, “Major life themes”,
“Vision of the future”, and “Closure questions”. Young participants could directly
choose questions, and add personized questions.

Fig. 1. The tangible device (above) and cellphone App (below)
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3 Field Study

3.1 Procedure and Method

Seven pairs of participants were recruited for the field study, and each pair was
composed of an old adult and his/her child. The recruitment criteria were (A) Older
residents had no severe physical disorders (cognitive impairments, such as dementia
and Alzheimer’s disease). (B) Older adults that would like to share stories and
mementoes with children, on the premise of anonymity. The education background,
previous occupations, and gender were considered as random variables. During the
field trial, there were no real hard requirements for the number of trigger questions and
mementos. Names and data in this article are anonymous, and the access to the data
was restricted to our research team only. After using the prototype, they were inter-
viewed to reflect on their use of the system.

3.2 Trigger Questions and Memento Photos

Figure 2 shows the overall results of the categories of trigger questions chosen by the
young participants. The top three trigger question categories the young chose most
were “Birth and family origin”, “Cultural setting and traditions”, and “Social factors”.
While the last three categories were “Closure questions”, “Vision of the future”, and
“Major life themes”.

Regarding the mementos, the categorization of mementoes in this paper follows our
previous study [8], which was classified into three categories: object, paper document,
and photo. Example memento photos are shown in Fig. 3.

Fig. 2. Categories of trigger questions chosen by the young participants

Fig. 3. Mementos of different types
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3.3 Findings of Interview

Their Feelings and Opinions on the Prototype. For the senior participants, first, the
senior participants appreciated it that provided an opportunity for them to tell what they
did not have the opportunity to tell. One said: “The project builds a bridge for us two
generations. This allows me to talk about what I usually never get a chance to say, and
what I can’t remember.” Another said: “When I was little, I dreamed of being a writer.
I have never talked about my dreams to my children, until this project.” Second, the
project helped enhance intergenerational mutual understanding. One said: “The cause
of generation gap, is lack of mutual understanding. I think talking about the past things
contributes to it.” Third, the project also contributed to family history preservation. As
one said: “My children maybe not interested now, but they could listen in the future.”
Finally, while for the reminiscence process, they enjoyed and felt happy. Another said:
“I feel as if back to the past, and suddenly, I realize I am old.”

For the young participants, first, despite that they knew most of the stories, they still
learned something they did not know before. As one said: “We didn’t talk much about
stories when I was an infant. It is a blank to me. I had just known that it was snowing
when I was born.” Even for the stories the young had known, they re-learned their
parents in a more detailed way. Another said: “I realize that she experienced the ups
and downs of life, after listening to her stories.” Or from a deep level. As one said:
“Without the storytelling in person, I couldn’t have such a deeper understanding.”
Second, the young were moved by the stories. One said: “I can feel that my father was
very happy when he was recalling his youth, and I feel happy for him.” This emotion
stems from the great contrast between their parents’ youth and now. Another said: “He
tells stories of his happy childhood, while now he is more than 80. This contract
touches me a lot.” Therefore, they signed time flew and re-thought the importance of
staying with parents. Another said: “Time is flying. I feel I have more to lose than gain.
I didn’t treasure the family time.” The young were also touched by their parents’ love
for them. One said: “I remember for the question What experience has given you the
greatest joy? She said it was my birth, and I was really moved when hearing this.”
Third, the stories raised their empathy and increased their understanding of their par-
ents. Especially for the second-generation immigrants. One said: “I realize that their
living conditions are so different from us.”

Some of the audios were concrete stories with plots, for example, audios related to
trigger questions “What are your best memories of school?”, while some were sub-
jective feelings, for example, audios related to trigger question “What do you hope to
pass on to your grandchildren?”. We were interested in their preferences for these two
types of audios. We found that most participants had preferences for the concrete
stories, reasons included. First, audios with concrete plots were not tedious but
absorbing. One said: “Stories are more interesting, and it brings me back to child-
hood’s story times.” Second, they were relatively more real and objective than sub-
jective feelings. One said: “Stories are vivid, and let me understand things that
happened to her more clearly.” Third, they were more impressive. One said: “Stories
could leave me a deeper impression, because they are concrete people, events and
things.”
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Regarding preferences for using prototype separately or face-to-face, the partici-
pants felt each way had its advantages and disadvantages. When using it alone, they
could be free to concentrate on the storytelling, without being disturb. However, since
talking to a device seems to be more formal, which brought a little pressure on them.
One said: “It is not as casual and comfortable as face-to-face talking.”

Communication During and After the Field Study. As expected, most of the young
contacted their parents after listening. The first motivation was that they wanted to
know more details of the story. One said: “I ask her a lot about her childhood life, after
listening to her recordings.” Second, the project made the young realize the impor-
tance of staying with parents. One said: “I realize I spent little time with my mother,
let alone heart-to-heart talk with her.” Beyond that, surprisingly, some young par-
ticipants did not want to contact their parents specifically. One said: “I won’t delib-
erately make a phone call to ask my mother. But next time when I visit her, I will talk
about that naturally.”

Comments for Improvements. For the older adults, usability aspects, most found it
easy to learn and operate. One said: It is not hard to use. Press the button before
talking, and press it again after talking. Some participants mentioned they got help
from their children: One said: At first I don’t quite understand how to use it, and my
daughter teaches me. Two senior participants appreciated the recording repeatedly for
one question/photo One said: If I need to add after recording, I just need to push the
recording button again. That’s why I have several recordings for each question. One
said: “Once I remember, I could add by simply pressing the button. It is like writing a
diary.” While for the improvements, most older adults complained about the lack of
delete function. One said: I don’t know how to delete the useless recordings, So I need
to make drafts in my mind before speaking. It makes me a bit stressed. There was one
older participant had an iPad and had related using experiences, and he used the
android pad directly.

For the young participants, all the young participants reported that the App was
generally satisfying. In the aspect of usability, since currently there was no delete
function in the App for the young, not surprisingly, they hoped to add that function.
Second, the young suggested adding more functions to the current over-simple
App. One said: “The interface and functions of this App are too simple. Apps we use
every day, like WhatsApp, Facebook, are far more complicated than it. After all.”
Specifically, the App could also record the young’s voice. One said: “I have lots of
feelings when listening. The App should help me to record them, and they could be sent
to my mother, or kept by myself.” Second, improving the curation of digital content.
Third, some trigger questions were too closed. One said: “For the question Did you
enjoy being alone, or was that too boring?, his answer is “I enjoy being alone. That’s
all.” The “Photo Interface” could also include trigger questions. One said mentioned
that: “For example, his watch, he talked about the date, the price, etc. But I want to
know why he bought the watch.” Therefore, to make the memento storytelling more
concrete, related trigger questions could be provided, such as Who was involved? What
happened? Where did it take place? When did it take place? Why did that happen? And
How did it happen? Usability aspects, one mentioned the sensitivity of touch need to be
enhanced,
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4 Conclusion

In this paper, we report the implementation of the Story-me system. The interview
results indicate that the system could facilitate intergenerational story sharing. Due to
space constraints, this paper reports only part of the study’s findings. Therefore, the
future work will present all the field study results in a comprehensive and deep manner.
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