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What: A training tool that allows the user to practice the concepts behind 
the ‘Memory Palace’ utilizing spatial cognition and visual memory

Why: With the proliferation of new technology that puts less and less 
emphasis on utilizing our short-term/working memory, we believe there is 
a need now more than ever for people to learn and adopt a proven 
method to improve their memory

How: Apply the principles of the ‘Memory Palace’ to Virtual Reality so the 
spacial cognition and other sensory triggers can be practiced in an 
enhanced environment

Outcome: To create a VR application that can statistically validate the 
improvement on one’s memory through hard data



Academic research



History 

The Memory Palace technique, originally devised by the Greek poet Simonides (556 – 468 
BC) has been used to great success to quickly and easily commit enormous amounts of 
facts, faces and numbers to memory. The method works by leveraging the strength of 
visualization and spatial memory to first vividly visualize the items to be memorized and 
then mentally putting them along an imagined route. 

Strong scientific validation  
 
“..subjects who used imagery recalled very much better than did subjects who used 
rote repetition.” Bower, Gordon H. (1970), American Scientist 

“The subjects using the method of loci had a significantly better recall than the 
control subjects not instructed to use any mnemonic technique.” Carlson, Robert F., 
et al. (1976), The Journal of Psychology 

“Its use is associated with immediate memory improvement” Gross, Alden L., et al. 
(2014), Exp Aging Res



Design research



Name: Ben 
Age: 20 years old 
From: Chicago 
Profession: Junior at MIT

Behavior demographics 

• Serious about studying, wan’t easy to get to 
where he is and wants to make the most of 
the opportunity 

• Doesn’t like to cram for examples, enjoys 
feeling prepared 

• Has an active social life, sees himself as 
connected to the community

Pain points 

• Doesn’t fit into the traditional studying 
systems or habits, takes a lot of hard grind 

• Finds it hard to form and retaining studying/
learning habits 

• Feels like he doesn’t have a lot of time

Possible solutions 

• Teach the Memory Palace technique and 
prove that it works/make an impact of his 
studies 

• A daily leader board and/or personal goals 
to demonstrate growth and improvement 

• Create an efficient experience that he can 
complete with in 5 minutes



Name: Emily 
Age: 29 years old 
From: NYC 
Profession: Junior VP of Marketing at a start-up

Behavior demographics 

A little highly strung 
Work-A-Colic 
Into self help concepts, listens to pod-cast 
Performance orientated in work and life 
Enjoys her down time at home at home sitting 
on her couch with a book listening to music

Pain points 

Doesn’t feel like she ever gets to relax 
Has a sense of professional insecurity due to her 
early success 
Has a hard time with her work/life balance

Possible solutions 

Creating an enjoyable experience that is creates 
relive through building confidence in her 
memory skills 
Create mechanics to really challenge her and 
reward her improvement/performance 
Add a social component so she can compete 
with her friends from the comfort of her home
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User research



User research - Low-fidelity baseline

Objective: Establish a baseline of people’s 
memory capabilities by asking them to 
remember a list of items that were written 
down, understand how many people were 
aware of the ‘Memory Palace’ technique and if 
people used other memory training techniques 

Results: Most participants rated their memory 
as < 3 out of 5. A majority of participants 
successfully remembered around 50 - 60% of 
the items on the list 

Conclusions: We established that most 
participants are aware that their memorization 
strategies are not optimal, however haven’t 
done much to improve it



User research - VR Paper-prototype

Object: Create a prototype to test our hypothesis 
that a user could utilize their spatial cognition in 
an environment that they’re new to within a 
certain amount of time 

Results: The biggest take aways were that it 
required much more time than expected to learn, 
navigate, place objects and remember where they 
placed the items than expected. We also 
discovered that the onboard of the user to the 
environment and concept of the ‘Memory Palace’ 
was crucial to do before beginning the exercise 

Conclusions: People had a hard time 
understanding and applying a new technique in 
an environment they weren’t familiar with. The on-
boarding on new users to the concept in addition 
to giving them enough time to familiarize 
themselves with the space would be key



Technical approach



Platform: Google DayDream 

Reason: Due to the specific user interactions and navigation required to simulate the 
‘Memory Palace’ technique we needed the 3DOF offered by the DayDream. We also 
want to target to largest possible group of potential users which is why a mobile platform 
made more sense than a high-end HMD 

Technical challenges: Having no experience with the DayDream API had the obvious 
issues related to familiarity, the controller emulator had issues around drift and accuracy, 
we didn’t achieve as much depth as we had hoped for from the 3DOF controller 

What we learnt: Developing on such a new platform is HARD, we wanted to be able to 
push the limits of innovation because we felt that the potential of creating a learning tool 
using the 3DOF controller would be worth the risk. Unfortunately, the technical issues we 
ran into meant we could connect the main components of the application 



Conclusions and 
next steps



Conclusions: Unfortunately we didn’t have time to connect the main components of the 
application together to test against of hypothesis due to a lot of technical issues in the 
home straight 

Where to take this next: Expand the content into different verticals and industries so 
users can have multiple different Virtual Memory Palaces and practice learning specific 
items related to languages, professions, etc. This could potentially expand into a market 
place where content creators can design their own Memory Palaces and objects to them 
sell to the community


