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We understand that in a care home environment
there are many challenges to providing excellent
care for your residents, particularly for those living 
with dementia. Our frustration-free games provide 
an opportunity to improve connection; they stimulate
laughs, smiles and conversations between residents, 
caregivers and families.  

Beneath its simplicity, Memory Lane Games is a powerful tool
which will not only make a positive impact on your residents and
caregivers, it will also delight families and differentiate your business. 

Memory Lane Games is provided to you fully branded and personalised so that
it can be incorporated easily into residents’ care plans. Simple to use and
affordable, Memory Lane Games is a powerful tool and positive benefits can
be experienced almost immediately. 

INTRODUCTION

This document sets out
feedback, clinical references

and early indications on formal
data analysis collected under

controlled RCT clinical
conditions to support our 

4 Benefit Pillars.
 
 
 

2000+ games 



BENEFITS & FEATURES
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IMPROVING RESIDENT WELL BEING

4 BENEFIT PILLARS

IMPROVING FAMILY CONNECTION

CALMING & DISTRACTING AGITATED 
RESIDENTS

PROVIDING DATA WITH CLINICAL
VALUE

FEATURES OF OUR CARE HOME PRODUCT

Offline-first game play 
No IT integration required
Anonymised reporting and no sharing
of personal identifiable data 
Professional video training including
engagement strategies
Personalised and localised to optimise
engagement 
Content covering 184 countries
Data-rich remote monitoring platform 
Cost effective with low monthly
subscription
ORCHA-certified 

 
Simple fun games



“We played ‘England in the 60s’ and
there was a question on Corrie. It got
one resident talking about how she went
to the Corrie set with her daughter,
that she had even sat in the Rovers
Return. She then started quizzing

herself about all the barmaids from the
original episodes in the 1960s.”  

Memory Cafe Carer

The Memory Lane Games App is consistent with providing person-centered care as it
encourages a sense of identity and connection which may be otherwise difficult to
stimulate. Our library of over 2000 games on topics from music to mountains and
food to film allows residents to spend time playing games on topics of their personal
interest and even unique personalised games using their own photographs.    

PILLAR 1
IMPROVING RESIDENT WELL BEING

My grandad who has dementia is
currently in hospital with Covid and
visiting time has been very
distressing for him. I downloaded
your app today and he absolutely
loved it! The happiest I've seen him
since he's been in there. Your range
of quizzes is amazing, he was a
huge fan of the Frank Sinatra quiz!
Thanks for making such a fab app
and for making a horrible couple of
weeks a little better. Using the app
has really helped to give him a
sense of self and success. Will be
recommending to everyone! - 
User Testimonial - Kate W 

“There is still so much inside” *
 

 *The impact of personalised reminiscence, facilitated by a tablet device, on people
living with mild to moderate dementia and their family carers.  
Dementia: The International Journal of Social Research and Practice. 202; Vol 19, No 4.
Pp.1131-1150

This generates joyful reminiscence about their life, storytelling and increased
communication which can be reused and repeated as many times as required .

No scoring



PILLAR 2
IMPROVING FAMILY CONNECTION

Memory Lane Games App can be used to facilitate family visits which are
meaningful and joyful for everyone and supports a sense of working in partnership.
The App can be used before a family visit for example to help prepare the resident or
during a visit where a game can be played along with the whole family on a topic
everyone enjoys, even the grandchildren. We have also seen significant value
reported by carers where the resident has become the teacher and is able to show
their family members how to play and talk about the games they've enjoyed.  

Reminiscing with the games is a great conversation-starter 
with my Dad, I love it!   5* App Store Review

“Participants living with dementia attained
statistically significant increases in mutuality,
quality of carer and patient relationship and
subjective well-being.” 

Laird, liz; Ryan, A; McCauley, Claire; 
Using mobile technology to provide personalised
reminiscence therapy for people living with dementia and
their carers: appraisal of outcomes form a quasi-experimental
study: JMIR Mental Health, 2018; Vol5, No3

A carer relayed a story where Memory
Lane Games was used to bridge the
gap and foster an easier relationship
between a teenage girl and her granny
after she was  reluctant to visit
because 'she always asks the same
questions and is a bit weird.'   

Frustration free

“An elderly neighbour developed dementia and
post lockdown his wife wasn't getting the
support needed  and he began to wander and
leave the house alone. I started spending
time with him so his wife could have some
respite and began using the game. After
sessions with him he would engage and
interact, and his wife always reported he was
much more settled and slept better
afterwards.”
User Feedback  
Helen McAskill - Dec 2021



PILLAR 3
CALMING & DISTRACTING 

AGITATED RESIDENTS

Delivering personal or therapeutic care to residents with dementia can of course be
challenging and time consuming, as can settling someone in a state of distress or
aggression. The Memory Lane Games App is being used in practice as an effective
distraction tool for carers particularly where communication is limited and can also
provide valuable respite. Similarly carers are using the App to calm agitated
residents, seeing notable improvements in behaviour when playing alongside them.  

“Individual specific
reminiscence supported by

an iPAD app can have a
positive impact on people
living with dementia and

their carers at an individual
and relationship level.”

  
Ryan, A; MacCauley, C;

Laird, L et al

“I was working in the rehab gym, while a colleague, a physical
therapist, was working with another patient. The goal of the
other therapist was to stretch the patient’s legs to prevent
rigidity/contracture. The patient was complaining of tons of
pain, but was unable to state where. It sounded terrible. The
clinician did her best to assess and ease the pain, however the
patient continued to perseverate on her discomfort. 
Growing tired and desperate, the clinician said, “I wish I just had
a way to distract her”. I heard this, and dying for a break from
paperwork, I jumped up and said “I know something we can try!”
I plopped down next to the patient with my tablet in hand and
loaded, and started scrolling through games. The Finish the
50’s lyric game appeared to catch the patient’s attention, as she
asked “who’s that?” We started scrolling through pictures and
talking about the people and places we saw, while the physical
therapist spent time positioning and stretching the patient’s
body. There were still instances of complaint from the patient,
however they were fewer and further between, less severe.
I of course had to get back to my work, so I passed the tablet
off to my colleague who continued to play with the patient. As
they played, they found quizzes that they did not know the
answers for, and discussed what they saw in the picture as they
attempted to take a guess. It was nice to hear the shouts of
pain turn into inquiry and laughter. It was also great to see a
colleague have an easier and more productive session, thanks
to the tools available for her use. 
“I was able to use Memory Lane Games to engage her mind in
an activity, and to distract her from the discomfort of her
therapy.”  
Kate C, M.S. CCC-SLP, 
Speech & Language Pathologist - March 2021

Sense of achievement



ALERT:  Care Home 12, Resident 6:
"Decreased performance on 4 of 7 
data points vs baseline this week."

PILLAR 4
DATA & ALERTS WITH CLINICAL

 VALUE

Our back office technology enables us to alert deterioration and therefore possible
health problems amongst residents through the capture and analysis of game play
data. No sharing of 'personal identifiable data' is necessary in order to indicate
sharp or significant drop-offs in cognition which can be enough to indicate infection
or other changes in health, and provide earlier access for intervention.   
Bespoke reports on activity and interests can also be provided to families.

As one carer told us, it’s much better (for everyone) to have early warning of a
 possible UTI so that they can serve cranberry juice, than spend a day in a  hospital

waiting room, when the symptoms have already escalated.

“The use of traditional reminiscence
memory books and latterly digital
systems to facilitate reminiscing has
been shown to have some benefit
for people living with dementia.”  

Mulvenna, M; Gibson, A; ECCE 2017: Proceedings of the
European Conference on cognitive ergonomics 2017,
Pp; 35-38

Exerting choice
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