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PROBLEM

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

Activity promoting technologies are mismatched to the
unique needs of older adults living alone

The lack of regarding this group as audiences and
involving them in design and evaluation

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

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

METHODOLOGY

Phase 1: User Needs Exploration and Design
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To understand the target group’s needs and
identify design opportunities. [Q1]

Research through Design
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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?

Phase 2: Evaluation
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Longitudinal Deployment Study

(specific measures are
dependent on system design)
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documentating, reflecting, framing/reframing problem
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