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My innovation, VR Memory Lane, is designed to give people living with dementia the chance to reconnect with meaningful memories, calming environments, and positive emotions using virtual reality technology. Dementia affects many families across the UK, and I wanted to create something that truly helps people feel safe, valued, connected, supported, understood, and able to enjoy moments of comfort again.
Dementia often leads to distress, confusion, and isolation. Many older adults are no longer able to visit familiar places, like their favourite beach, their childhood village, or a special holiday spot. This is where VR can make a real difference. Research shows that VR experiences can reduce agitation and increase wellbeing for people living with dementia (Baker et al., 2021). Using VR is not only creative but also a way of bringing value to health and social care by improving emotional and social outcomes and helping people feel calmer, happier, and more connected overall.
Throughout this module, I have learned that creativity is not just about art—it is about thinking differently and finding new solutions to old problems. Creativity helps us shape the world in a positive way and support the common good (Coulton et al., 2015). VR Memory Lane is a clear example of this. It uses modern technology alongside person-centred values to improve everyday care and make support easier, kinder, and more meaningful for everyone involved.
One of the biggest challenges in dementia care is supporting wellbeing. Many people feel lonely or disconnected. Loneliness is a major social issue among older adults and is linked to increased mental and physical health problems (Victor et al., 2020). VR can help reduce these experiences by stimulating memories and encouraging interaction. When a person sees a place from their past, it can spark conversation, create joy, and strengthen relationships with carers and family members, helping them feel calmer, happier, and more emotionally supported overall.
My innovation works by offering short VR sessions where individuals explore personalised or calming environments. Staff stay with the person during the session to support them emotionally and physically. This aligns with safe practice and good leadership principles, such as compassion, shared responsibility, and clear communication (West et al., 2015). The innovation also encourages teamwork and reflective practice, both of which are essential for improving care quality and making everyday support safer, kinder, and more effective for everyone involved.
VR Memory Lane not only benefits people with dementia but also supports carers. Caring for someone with dementia can be stressful and emotionally tiring. VR sessions can create moments of peace, reduce challenging behaviours, and offer families new ways to connect. This shared experience helps families maintain emotional bonds even when communication becomes more difficult and gives carers useful support to feel calmer, stronger, and more confident.
To make sure the innovation is safe and ethical, it follows important UK policies and regulations. GDPR (2018) ensures that personal information, like digital memory profiles, is protected. The NHS Data Security and Protection Toolkit supports secure handling of data. This is especially important when working with vulnerable adults. Additionally, the Health and Safety at Work Act (1974) ensures that all equipment is used safely in health and social care settings, helping staff provide safe, reliable, and well-monitored support every day.
Another important part of the innovation is the use of design thinking. The Week 8 content showed that design thinking starts with empathy. When planning this idea, I imagined what it must feel like to have dementia—feeling confused, missing your family, wanting comfort. Empathy helped me create a programme that feels gentle, meaningful, and respectful. The next steps, such as defining the problem, ideating, prototyping, and testing, support the development of a strong and realistic innovation. If this programme were real, I would start with small pilot sessions, gather feedback, and keep improving the design to ensure it truly meets people’s needs and experiences effectively.
To promote VR Memory Lane, I would work with care homes, community centres, and organisations like the Alzheimer’s Society. I would run demonstration workshops so that carers and families can try the VR sessions themselves. A social media campaign using clear and positive messages would help raise awareness among the wider public. This links to Week 4 learning on how to create effective health campaigns and reach different groups, making sure the message is simple, engaging, and easy for everyone to understand.
Technology is a major part of modern health and social care. Digital innovation is encouraged across the sector because it improves access, communication, and outcomes (Hunter et al., 2022). VR Memory Lane supports digital inclusion by offering older adults access to a technology they may not otherwise experience. It is a safe and enjoyable way to introduce new digital tools to people who are often excluded from technological advances, helping them feel more confident, supported, and connected through simple and meaningful digital experiences.
Reflective practice (Week 9) is also important for this innovation. After each VR session, staff should reflect on what went well, how the service user responded, and what could be improved. This helps staff develop their skills, support emotional resilience, and deliver better care in the future (Gibbs, 1988). Regular reflection also helps teams communicate better, learn from mistakes, and make each session safer, calmer, and more meaningful for everyone involved.
Overall, VR Memory Lane is more than just a technology project. It is a compassionate, creative, and meaningful innovation that aims to improve the wellbeing of people living with dementia. It helps reconnect individuals with positive memories, reduces loneliness, and supports carers in delivering high-quality, person-centred care. This idea shows how creativity and modern technology can come together to create real value in UK health and social care, helping people feel supported, understood, and emotionally connected in a warm and respectful way.
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