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From a (interaction) design and 

user centred perspective, tech-

nical aspects seem to have been 

too much of an issue whereas 

fears, needs and experiences of 

stroke survivors are often not 

directly addressed.

Background research
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8 patients: interview

3 therapists: interview

2 support groups: observation

4 therapy sessions: observation

context inquiry



KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES
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Creating motivation by 

 concentrating urge – in terms 

of applied direction or force, 

compassion or respons ibility 

for someone or something. 

{“Urge”}

concLusion 1
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Creating motivation by 

empower ing the own strong 

dedication through specifi c 

training methods and extended 

measurement of progress.

{“Support”}

concLusion 2
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Creating motivation by in-

cluding hobbies, interests and 

social activities: Incorporating 

music, play, devices (and their 

interfaces) and levelled social 

interactions.

{“Fun”}

concLusion 3
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To get a deeper overview we 

placed our conclusions on a 

two axes map.

 

Axis 1
Main motivations

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |



MaP

FRIENDS SOCIAL GROUPS SOCIETYRELATIVESALONE

SUPPORT

UNPLEASANT

PLEASANT

FUN

FORCE

To get a deeper overview we 

placed our conclusions on a 

two axes map.

 

Axis 1
Main motivations

Axis 2
Social groups

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |



FRIENDS SOCIAL GROUPS SOCIETYRELATIVESALONE

SUPPORT

UNPLEASANT

PLEASANT

FUN

FORCE

ideas oVerVieW
 Method focus:

SUPPORT

ENO CHOIC

PLEASURE

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

KIDS AND THEIR NEEDS

SHEER WILL 
TO TRAIN

HOBBIES & INTRESSTES

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |



FRIENDS SOCIAL GROUPS SOCIETYRELATIVESALONE

SUPPORT

UNPLEASANT

PLEASANT

FUN

FORCE

optimized keyboard/mouse/gesturesoptimized smartphone usage

RFID object interaction reminder 

app coach (vita-parcour at home)

cooking assistent
remote controller (e.g. vacuum cleaner)

annoying flies (haptics through glove)

clothes get unconfortable exposing noise

necklace reminder

training reminder app

special handle for multiple things

supporting object for one specific hobby (music, writing, etc.)

predefined interaction with personal object (physical puzzle)

object collector (order personal things)

several objects invite to “play” (to exercises)

detective story (interactive narration)

old school games (physical, but dynamical adjusted)

supporting existent cardgames (training while playing)

VR “kinect” games

physical games over the net (e.g. chess)

pc games & virtual community

special input devices (physical or smartphone)

share training ideas & rating

finding new impaired friends, chat, excursions

inspiration by Foursquare, Gowalla & Facebook

exchange of good exercises, advice, helping

05  PHYSICAL FEEDBACK 06  SOCIAL FORCE
      (EXPOSE)

04  ANNOYING REPETITIVE INPUTS

07  SOLVING PUZZLES (PHYSICAL)

08  PLAYING WITH FRIENDS (PHYSICAL BOARD- CARDGAMES)

09  PLAYING WITH OTHER
       “IMPAIRED” (ONLINE)

10  INTERNET COMMUNITY 
      (”FACEBOOK FOR TRAINING”)

01  SUPPORTING USE OF TECHNICAL ADL DEVICES

02  SUPPORTING USE OF PHYSICAL ADL OBJECTS

03  SUPPORTING A HOBBY

11  PERSONAL COACH
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indoor Vita Parcours
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SHAKESHAKE
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integration
of ADL objects
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bpm

SHAKE

SQUEEZE

integration
of ADL objects

mobile coach

indoor Vita Parcours
• Daily reminder

• “Home course” &

  progress indication

• Playful exercises

• ADL integration

• Personal music 

 (non interactive) as motivation
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F A R W P
/ + B M J

O E H T D
Q Z L C V

U I N S Y
„ @ K G X

switch keys

CTRL  +     CTRL  +     
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CTRL  +     

F A R W P
/ + B M J

O E H T D
Q Z L C V

U I N S Y
„ @ K G X

switch keys

controll cursor

use short cuts

CTRL  +     CTRL  +     

key | stroke 
• Additional short cuts

• Dynamic complexity

• Application oriented gestures
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LITTLE GUARDIANS

soLVing PhysicaL PuZZLes
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1 5 CUBE CHARACTERS ON TABLE
- evil / shy / curious / happy / doofus
- male and female cubes
- they want to attract attention through sound, 
  light or movement
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1

NO CHOICE 
- responsibility

REPETITIVE 
- reminding to train

SELF-CONSCIOUS
- feeling to be needed and guarded

!# 2 DIRECT FEEDBACK 
- connection to hand movement

CURIOSITY 
- how do they react

MOTIVATION 
- dynamic complexity

SUPPORT
- acceptance of paralysed hand

3

FUN 
- exploring / to puzzle

WILL TO CARE 
- visible progress of their needs

LONGTIME MOTIVATION 
- variety

SOCIAL 
- helping

CONSCIENCE 
- little guardians

LITTLE GUARDIANS
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4 COLLECTING AMBITION
- various characters to collect
- various interactions between little guardians

LITTLE GUARDIANS

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |



4 COLLECTING AMBITION
- various characters to collect
- various interactions between little guardians

5 SOCIAL INTERACTION 
- they remember each other
- visit other little guardians
- build “guardian”-friedships

LITTLE GUARDIANS
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1 BRACELET AT PARALYZED ARM
- wearing bracelet during the whole day
- at some points of time a butterfly is coming
- vibration & sound when a butterfly is close

2 CATCH THE BUTTERFLY
- sense the direction you need to move
- vibration & sound is guiding
- dynamic difficulty (how far to move)
- sound & vibration dissapear when catched

3 CHECK YOUR CATCH
- see how the butterfly looks like
- read infos about the species
- compare your speed 
- discover your progress & skills
- share rewards & butterflys
- collect & explore more 

SPIRIT BUTTERFLIESSPIRIT

rePetitiVe inPuts
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SOUND FEEDBACK 
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- dynamic complexity
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NO CHOICE 
- efficient training

URGENT 
- no excuses

REPETITIVE 
- reminding to train

HAPTIC OUTPUT 
- hand therapy - reminding the brain

SOUND OUTPUT 
- gently expose in public

2 HAPTIC FEEDBACK 
- faster relearnig of controls

SOUND FEEDBACK 
- connection to hand movement

SHEER WILL 
- ambition to chatch it

CURIOSITY 
- which butterfly is it

MOTIVATION 
- dynamic complexity

3

FUN 
- collecting/ exploring

SHEER WILL (TO GET BETTER) 
- visible skills

LONGTIME MOTIVATION 
- visible progress

SOCIAL 
- sharing/ chatting/ helping

USEFUL 
- real information about butterflys

CONSCIENCE 
- therapist supervision

IPHONE 
- popular/ up-to-date/ non-medical

SPIRIT BUTTERFLIESSPIRIT

rePetitiVe inPuts
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4 INTENSIVE TRAINING
- button at bracelet to activate
- playing very intensive
- to collect a lot
- to train very focussed

SPIRIT BUTTERFLIESSPIRIT

rePetitiVe inPuts

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |



4 INTENSIVE TRAINING
- button at bracelet to activate
- playing very intensive
- to collect a lot
- to train very focussed

5 IMPAIRED COLLECT/ HEALTHY NEED IT
- app for healthy people (they need your butterflys)
- impaired can “sell” or trade the butterflys
- self-awareness/ to be needed

SPIRIT BUTTERFLIESSPIRIT

rePetitiVe inPuts

| Background research | context inquiry | map | ideas overview | group 1 | group 2 | discussion |
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- button at bracelet to activate
- playing very intensive
- to collect a lot
- to train very focussed

5 IMPAIRED COLLECT/ HEALTHY NEED IT
- app for healthy people (they need your butterflys)
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6 UPGRADE FOR PROFESSIONALS
- fine motor skills training
- hand flexure training
- individual finger training
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rePetitiVe inPuts
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1 BRACELET AT PARALYZED ARM
- wearing bracelet during the whole day
- at some points of time a butterfly is coming
- vibration & sound when a butterfly is close

2 CATCH THE BUTTERFLY
- sense the direction you need to move
- vibration & sound is guiding
- dynamic difficulty (how far to move)
- sound & vibration dissapear when catched

3 CHECK YOUR CATCH
- see how the butterfly looks like
- read infos about the species
- compare your speed 
- discover your progress & skills
- share rewards & butterflys
- collect & explore more 

SPIRIT BUTTERFLIESSPIRIT

LITTLE GUARDIANS

key | stroke 

indoor Vita Parcours
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