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Application of Empathy Design in the Design of Ageing Games

LI Fang-yu', YIN Xin-yu', HAN Ting*
(1.Southwest Jiaotong University, Chengdu 611756, China; 2.Shanghai Jiaotong University, Shanghai 200030, China)

ABSTRACT: The work aims to seek the way of interaction between users and developers and enable the emotional bond
to be generated between the elderly and the game products, so that it is easier for the elderly to accept and use the ageing
game, and also provides useful reference for the subsequent development of the ageing game research. The empathy de-
sign as a branch of the human center design was an important means to study the content presented by the elderly users
through the three expressions of "speak", "do", and "think". Tools such as behavior observation and track record, probe
package and symposium, as well as ways were used for user research and data analysis of the three steps of empathy de-
sign method, i.e. empathy observation, seeking user participation and experience design prototype, and then to extract
important story plots and build prototypes as the basis of role play. Through the summary of the empathy design method,
the design process and principles of the ageing game based on empathy theory were sorted out. The game products applied
in senior age mahjong was designed by applying the sorted design process and methods, and the interface was designed.
Empathy design can improve the happiness index of the elderly brought by the ageing games to a certain extent.

KEY WORDS: empathy; ageing game; emotion; senior age mahjong; happiness index
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