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Older adults, especially those living alone, regularly 
fall short of recommended physical activity levels [1]

Activity promoting technologies are mismatched to the 
unique needs of older adults living alone [2, 3]

- The lack of regarding this group as audiences and 
involving them in design and evaluation [2, 4]

- Technology-driven approach in prior research, 
deciding a priori which technologies would be used [5]

- The complexity of designing behaviour change 
technology (i.e., persuasive technology)

1. For inactive older adults living alone, what are 
their experiences and needs concerning daily 
physical activity? 

2. How can technology be designed to support 
their needs?

A deeper understanding of the needs and preferences of 
older adults living alone.
Design opportunities for senior-centred behaviour change 
technology.
Implications for co-design practices involving older adults.
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Phase 2: EvaluationPhase 1: User Needs Exploration and Design

diaries (texts), 
questionnaires

2–3 months (June–Oct 2022): 
ethics approval

3 months (Mar–May 2022): 
planning, designing instruments 
(interview guides, questionnaire, 
workshop activities, etc.)

2 months: 
participant recruiting, diaries, interviews, 
initial data analysis [overlapped]

1 week: 
baseline testing

developing system (July–Dec 2023)

designing instruments, ethics approval,
recruiting participants (July–Oct 2023)

1 month: 
deployment

1 month: 
design workshop + RtD

2–3 weeks: 
prototype design

2 months: Part 1
2 months: Part 2&3
(Mar–June 2023)

3 months 
(Jan–Mar’24)

To understand the target group’s needs and 
identify design opportunities. [Q1]

To further understand user needs through co-design process. [Q1]
To clarify rationales of designing behaviour change technology. [Q2]
To identify implications for co-design practices with older adults. [Q2]

To evaluate the designed behaviour 
change technology. [Q2]
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Research through Design
documentating, reflecting, framing/reframing problem

behaviour change, 
attitude change, 
usability, 
user experience
(specific measures are 
dependent on system design)
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1 month: 
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Thesis Writing (Apr–Dec 2024)
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