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Abstract 

Tangible social network system is a home-based communication solution specifically 
designed for elders. Former researches indicate that insufficient communication 
among elders cause several challenges in their daily activities such as social isolation, 
loneliness, depression and decreased appetite. In addition, lack of social participation 
increases the risk of Alzheimer´s (Ligt, 1990). The major cause of these challenges are 
that elders are increasingly removed from communication technology using emails, 
text messaging, interact with social network systems and mobile phones due to 
cognitive and physical difficulties. To overcome this problem, new suggested social 
network system incorporates photo frame and photo album based interaction which 
allows instantaneous participation to the social network. By designing the new social 
network system, I tried to create an easier venue for more active cross-generational 
communication between elders and younger family members.This paper discusses the 
early results of the marker based social networking system aiming to propose digital 
technologies to enhance the social life of older people, who live alone their home. A 
prototype combining a touch screen, photo frame and a camera are described. It 
allows the older people to manage their participation to the social network system 
and get in touch with their loved ones. This paper demonstrates a User Sensitive 
inclusive Design (USID) process from the generation of user needs to the evaluation 
prototype. A key theme of tangible social network system shows how usable and 
emotional design derived from a user inclusive design process can encourage elders 
to adopt new modern technology. A first evaluation has shown the usability as well as 
the good acceptance of this system. 

1. Introduction 

Advantage of having good social network system for elderly people is very important to keep 

in touch with their loved ones. But most of elderly people live in today have not enough 

knowledge about modern technologies like computers, mobile phones etc. (Hagen, 2005). So 

we need to design best suited social network system for them. That should be match with 

their desires and computer knowledge. Numerous researchers have proved that how 

Information and communication Technologies (ICT) can be used by older 

people(Charness,2003) .In this context we can use paper based visual marker as input 

device, Therefore older adults just need to manipulate physical objects in order to interact 

with social network system and get possible output from the display device. They can be able 

to reach their children, grand children, friends and relatives with using these kinds of 

physical objects. The same time young people can use their mobile phones to interact with 

social network system or they can even play games using tangible objects. Meanwhile 

children can assess parent’s health conditions according to their moving pattern of physical 

objects (Mamykina, Mynatt and Kaufman ,2006 ).Throughout this essay I described new 

social network system with using visual markers, its workflow and user evaluation. I attached 

visual marker for physical objects then social network system can identify the objects using 

camera. I use visual markers because it is cheapest, easy to insert and maintain and it will 

not contribute to pollution. 

My aim is to developed and enhance cross generational social participation of their 

immediate social network for older people. My main concern is not to develop new 

technology, but to use available technology for a new purpose.  
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2. Related Work 

We can found several related work with relation to embodied agents such as visual markers 

or tagging systems. The potential uses of embodied agents we can use for augmented reality 

systems in everyday living and in various fields are many. Once available in the market, 

embodied agents oriented augmented reality systems will change the way people see and 

learn from their surroundings. Following are several applications for simple embodied 

tangible interfaces apply to augmented reality systems. 

2.1. Visual Marker for gardening 

 

 

 
Figure 1.0 - Visual Marker use for gardening (Sejin Oh and Woontack Woo, 

2007) 

Above system have implemented an augmented gardening system on Sony UMPC as a 

convenient mobile device with a digital camera. To detect embodied visual markers and 

augment 3D models over the markers, system exploited OSGART combining Open Scene 

Graph and ARToolkit. They also used Cal3D, open source character animation library, for 

implementing character animation. Thus, users can easily see the virtual gardening system 

over visual markers through their mobile device. 

Users can simulate the effect of physiological and environmental factors on gardening. It 

enables them to select simulated factors, such as, water, nutrition, light, etc, through physical 

objects attaching markers. As shown in Figure 1 each marker indicates its function through 

an understandable picture. For example, if an object is the controller for adjusting an amount 

of water, an included marker displays a sprinkler. In addition, when a user picks up a specific 

marker, as shown in Figure 3 user can see an augmented object, like a scoop, a sprinkler, 

over the marker. Thus, the user can easily select a specific factor, which user wants to 

simulate its effect, and apply the factor to the augmented flower. According to a selected 

factor, the augmented flower shows several changes, such as growing up, withering, waving, 

etc, through detailed animation. Therefore, participants can virtually experience the 

Gardening, and learn the influences of several factors on the flower gardening. The embodied 

agent customizes its feedback suitable for a user’s profile to improve the user’s learning 

experiences. For example, the embodied agent gives an experienced user simple advice such 

as, simply sprinkling water, taking the sun. 
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2.2. Visual Marker for Business 

The main concept behind this approach is the possibility of acting and recording movements. 

This is done through a combination of embodied visual paper placed on different parts of a 

person’s clothing, a webcam and a large screen. This arrangement works as a magic mirror 

where the user is able to see a reflection, however this reflection can be in the form of a 

character of her choosing (see Figure 2). Similarly user can find best suitable clothes for 

them, even without wearing clothes. 

 

Figure 2.0 - digital mirror (Pablo Romero, Judy Robertson, 2007) 

 Additionally, customer will be able to record their movements as if they were recording a 

film with a video camera 

2.3. Visual markers for mobile phones 

This is a relatively new paradigm, which has quickly emerged during recent few years. 

Several factors have contributed to this development trend. Technological advances in 

mobile devices such as component miniaturization and diminished energy consumption have 

enabled development of gadgets that have more features and computing power. Integrating 

cameras, motion sensors, and visual markers or barcode readers have made new interaction 

concepts possible. Mobile devices have become extremely common, as mobile phone 

adoption rate approaches 100% of the population in different countries. Moreover, a mobile 

phone is typically carried with everyone, and thus offers a personal computing platform that 

is practically constantly accessible by the individual user. According to these factors, mobile 

phones hold much potential as a platform for accessing ubiquitous computing services and 

interacting with smart environments. Embodied visual markers utilizing different 

technologies have been introduced for interacting with physical objects in a variety of 

applications and uses. For instance, augmented reality applications have been demonstrated  

gesture recognition based on visual markers has been performed and visual markers have 

been used for communicating with  the physical environment .The use scenarios also include 

accessing information through interacting with a markers  or using the visual marker  for 

initiating some other information channel, for instance Bluetooth or internet connection. 
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Figure 3.0 -mobile phone accessing visual marker  

Figure 3 shows the scenario of visiting card with visual marker (http://apps.facebook.com/)   

interact with mobile phone and connect to the social network. Visual marker assembles 

number of key pieces together to create a seamless system. Two dimension codes, which use 

dots to store an enormous amount of information, up to thousands of characters. URLs can 

point to virtually any kind of digital media. And the mobile Internet allows content producers 

to cater to small screen devices by adapting their existing infrastructure. 

Marker reader mobile software uses image recognition techniques to scan the image that 

is being generated by the phone's internal camera. It uses custom intelligent algorithms to 

search if there is a barcode in the camera's range, and then if there is, identify the pattern of 

light and dark squares and convert them into a useful message. Then it acts on that message, 

for instance by loading the URL stored in the barcode into your phone's web browser or 

adding contacts to your social network. 

3. Technology and Ageing 

This section I try to build relationship between technology and older adults, further 

discussion for “how can we enhance ageing lifestyle with using modern technology”. 

Common argument of the elderly often see them depicted as an isolated and lonely group, we 

need to reinforce their connections between family and friends. It is certainly true that as 

people age, they lose an increasing number of social contacts to illness and mortality, and 

with increasing frailty, opportunities for meeting new people or socializing with existing 

contacts become restricted. It is unsurprising then, that social networks decrease in size with 

increasing age (Lee and Markides,1990). 

Gerontechnology can be defined as the scientific discipline studying the factors ensuring 

an optimal technological environment of all aging and old people up to a high age. It is 

heavily concerned with the ways in which ageing people interact with modern technologies 

(Bouma, 2007).  

We need to use modern technologies in order to support daily living and self-esteem for 

older people in good physical and mental conditions (Mynatt, Rowan, Craighill, and Jacobs, 

A, 2001). If people getting old without severe impairments or dementia, can be able to use 

new technologies. The individual experiences of the user, the technological functions of the 

device and the design process all are important in this context. In addition, the physical or 

cognitive ability to use a new device, the individual interest is also a critical factor to take into 
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account. In order to improve the healthy, mobility, communication, leisure and environment 

of ageing people, we must carefully understand the adoption process of new technology. It is 

also important to study about the degree of similarity and compatibility with existing 

knowledge, experiences and skills (Perakis, Haritou, Stojanovic, Asanin, Koutsouris, 2008). 

Former researches prove that reducing the learning period is a positive aspect to enhance the 

potential adoption of modern technologies(Kriglstein,2005).In order to design user friendly 

efficiently and attractive system, new system should work with less cognitive load level for 

older adults . 

3.1. Design Rationale 

I used former HCI based research to continue design process. The technology acceptance 

model (TAM) (Davis, 1989) explains that the perceived usefulness and the perceived ease of-

use are major factors influencing the adoption of new social network system among older 

people. The Unified Theory of Acceptance and Use of Technology (Venkatesh, 2003) claims 

that social influence, effort expectancy, performance expectancy and facilitating conditions 

determine the usage intention and the user behavior. Combined with these findings from the 

former research (Charness,2003) these elements allowed me to identify ten key design 

principles(KDP) for designing new tangible social network system: to fulfill existing real 

needs of the users (KDP1); to offer some advantages for the home (KDP2); to require a very 

short learning phase (KDP3); to require no previous skill in computer usage (KDP4); to have 

a personalized user interface (KDP5); to be enjoyable to use (KDP6); to support social life 

(KDP7); to rely on a pleasant, reliable and robust system (KDP8); to be able to evolve 

continuously according to individual pace (KDP9); to support cheap functional developments 

without new resources (KDP10). 

Above principals are intended to facilitate the final implementation of the system and 

make it become a successful social networking system. In fact, these key factors are well 

known in the literature and should always be taken into account.However, this design 

process is critical due to the specific nature of the target age group. The main goal is to 

persuade the older people that they are able to efficiently participate with social network 

system; it has been carefully designed to take care of their own characteristics. In this context 

I was especially careful about the first impression given by the new system. From this 

perspective the lack of maturity that many research prototypes must admit (often due to a 

lack of resources that are available for the development phase) could potentially play a 

negative influence in design process. Therefore I took several weeks to design and build an 

initial version of good quality before its deployment for Home use (Kientz, J., Patel, S., 

Jones, B., Price, E., Mynatt E. and Abowd G, 2008). But, some formative evaluations were 

carried out during the design and development process. Participants involved with a small 

subset of real users in dedicated evaluation sessions. I adopted this approach to avoid as 

much as possible the elements that could potentially generate fear or distrust in the initial 

version of the new system (e.g. software bugs, fragile hardware or unexpected behavior). I 

tried to put the priority on simplicity and stability instead of complexity. This approach is 

also critical in designing tangible social network for another reason. 
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4. Method 

The acceptance, importance and interaction by the end-user of new tangible social network 

application described in this section (Interactive screen+QR reader+printer included this 

evaluation) was evaluated with combined methodology, an observational study and 

evaluative post test interview. A total of six participants were pre selected, who also arranged 

special appointments for individual test sessions.  

4.1. Preliminary Field Study 

In order to identify the features that the new social network system should integrate, I 

discussed with three elderly people who live alone. They explained that they can interact with 

physical world objects .For example, they like to keep family photos or photo albums 

.because it gives pleasant feelings that they are not alone. Therefore Interact with photos or 

photo albums were chosen as the first use case of designing new social network system. 

Several arguments were underpinning this decision. Photos or photo albums are more 

important to remind past events, celebrations, memories, experiences .etc. Most of older 

adults collect photos as their hobbies. When we are looking at a photo it reminds special 

events or scenarios in our mind. 

If we use photos or photo albums for interact with social network system we don’t need 

any technical knowledge. It does not requires learning phase that would overlap with the 

discovery of the new system. Generally speaking it appears as a promising starting point. Of 

course, it must be considered as first step. The system is intended to support cross 

generation social interconnection but this stage we don’t want to worry about the other 

physical or virtual objects near to the user. Before this system, they used photos or photo 

albums just for remind their loved ones or special occasions that attached with the photo.  

The new system purpose is to allow our grandparents to keep in touch with their children, 

relatives, and friend. This objective is consistent with two of my pre decided key design 

principals. First, the system simplify offers a new optional ways to reminds about photos (cf  

KDP 1).Second ,a better way to keep in touch with the theme of the photo (cf  KDP 2).Indeed 

,before this system, older people did not have a such system to get in touch with their loved 

ones by moving tangible objects. The new system will also offer additional convenience to the 

older people (e.g. they can interact with their social network whenever they want; they don’t 

need to know about modern technology). From a psychological point of view, it might also 

make the older people more aware of their ability to navigating an IT-based system, which 

could increase their self confidence. If this hypothesis was confirmed, the system would 

probably provide both satisfaction and pride to the concerned for older people.  

4.2. Formative Evaluation 

The participants received standardized simple information on the purpose and functioning of 

the prototype, as well as standardized operating instructions (e.g. How to keep photo on 

photo frame or scan photo with QR reader, interact with touch screen). Participants tested 

the new application during a fifteen minutes testing phase. Meantime, they interviewed 

about their experience.Note that the social network system was loaded for each subject with 

their family data (e.g. nick names with their current location, current updates) and 
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instruction demo animation. This option was chosen to avoid biases in the usability study. 

Furthermore, the potential biases due to unrealistic data loaded in the system to be evaluated 

(Genov, 2009). 

I could talk and accompany with the participants since our first meeting and use of the 

application. Therefore, I fortunate to assess cognitive, emotional and behavioral reactions of 

the older adults while interact with new social network system (Sustar and Zaphiris, 2007). 

In addition to the hands-on testing phase, the participants were assessed with following 

aspects: 

•Usability study and how accept the social network system in their home environment.  

•Evaluate the design of the system and its functions. 

•New suggestions for enhancement of the system from users point of view. 

5 System Description 

 In this section I describe Technology, Hardware and software I used for the tangible social 

network system. It gives idea about how system developed. 

5.1. Hardware 

 

 
Figure 4.0-Hardware components of Tangible Social Network 
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A concern with physical representation has been one of the major contributions of the area of 

research “Tangible Computing”. According to the P.Dourish (Dourish, 2001) argument 

tangible computing expands the ubiquitous computing vision by concentrating on the 

physical environment as primary site of interaction with computation. Tangible computing 

gives physical forms to digital information. We can use physicality for two ways; 
 

1) We can manipulate digital functionalities through the manipulation of physical objects. 

2) We can use physical environment as medium for the expression of online information. 

  

It is easier to interact with physical objects when we compare with virtual interaction, 

because we have developed skills for physical interaction with objects in the world - skills of 

exporting, sensing, manipulating and navigating. 

From a conceptual viewpoint, the hardware used in tangible social network system is 

composed of three elements: Interactive screen (touch screen or mobile phone), a QR reader 

(It can be portable reader, photo frame or mobile camera) and a printer (cf. Figure 4). They 

are described in this section. In order to satisfy (KDP 4) I have decided to design new system 

physically different from a classic computer. This approach justified by the observation that 

most of the older people do not use a computer at all. Figure 1 shows the elements of the 

social network system. 

The (KDP 8) constraint led me to design system much like perfect product. New system 

Incorporated with Interactive screen, QR Reader and Printer. Adobe Flash based augmented 

reality toolkit (FLARtool kit) support system to read QR code. 

5.2. What is QR code? 

A QR Code is a two dimensional matrix code created by Japanese corporation Denso-Wave 

in 1994. The “QR” is derived from “Quick Response”, because the creator was thinking of a 

code that would allow rapid decoding of its content. For instance QR codes that store 

Internet addresses are becoming increasingly common in stores and advertising. In addition 

QR Codes on business cards is becoming common, which simplifies the task to enter the 

personal details into phonebook. QR Code Data capacity; 
 

• numeric only Max 7089 characters 

• alphanumeric Max 4296 characters 

• binary (8 bit) Max 2953 bytes 

• Kanji / Kana Max 1817 characters 
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Figure 5.0-comparision of different tagging techniques 

5.3. Why QR code is best solution compare with other tagging 
techniques? 

RFID require special devices embedded in the tagged document and cost more than other 

tagging techniques. Visual and fiduciary markers need no special devices. We can produce 

them with using printers. In addition Visual or fiduciary are good for environment. 

Furthermore, visual markers support for visual guidance but other tagging technique does 

not support visual guidance and also, visual markers response for maximum interaction 

distance than other techniques. Figure 5.0 shows the advantages of using visual markers 

compared with other tagging techniques (Carter, Liao, Denoue,Gene, 2010).  

The QR technology is used to support identification of the photo (i.e. In order to tag the 

photo). Figure 4.0 shows how we attach QR tags to each photo. This describes physical 

aspect (paper based visual marker attached to back side of photo) of social network system. 

Two elements underpin my decision to adopt this technology. First, the QR technology is 

cheap, mature, reliable and no environment pollution (cf.KDP 8).Second the learning time 

required to use it is very short (cf KDP 3).  

The interaction with the application relies on interaction screen (touch screen or mobile 

phone). Touch screen technology is also popular past few years and it is well known even by 

older people (cf KDP 4). Indeed, Touch screen technology is frequently used many 

circumstances of the common life (e.g. ATM machine, public transportation terminals, queue 
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management systems, washing machines.). In this context, it is clearer that the biggest 

challenge concern the graphical design of the user interface and the navigation into the 

application. 

For providing to the older people a tangible feedback of photo tagging system with visual 

markers .they can generate unique markers for photos by themselves or with help of young 

people. Once they have attached visual markers for photos they can easily navigate through 

the social network system whenever they want. 

5.4. Software 

First time users need to register with the system, I have registered all users with the system 

manually. Then I created respective visual markers for them and attached each visual 

markers to their photos (One marker for log in to the system which attached to their own 

photo, Other markers attached for their Children, Friends and Relatives photos). The demo 

animation acts as interactor for the interactive screen which shows how one user keeps their 

own photo on photo frame in order to log in to the system. This feature reminds how to use 

the system to users (cf KDP 3,KDP 4,KDP7). 

The first step is to use the application for log in to the system. User has three options for 

log in to the social network system. User can use their own photo (log in marker), mobile 

phone (enter user name and password) or a touch screen (enter user name and password). It 

is easier to log in to the system with using QR marker. They can log in to the system by 

keeping their own photo on the photo frame or scan their own photo tag using portable 

reader. 

The design of the user interface was quite challenging. Indeed, many daily users of 

computers take it for granted to have a “next” or “close window” button in every window. 

However, Previous research (Dickinson, 2003) has pointed out that when designing interface 

for specifically for older people it can be advantageous not to follow general legacy concepts 

or paradigms such as WIMP(Windows, Icons, Menu, Pointing device). On the basis and 

considering the (KDP 4) factor, the user interface was completely designed to take into 

account the specific knowledge of the older people and the context of less computer 

knowledge or less cognitive level. 

The navigation has been designed to be very understandable in order to support for less 

cognitive level .The user interface was specifically designed to remain as simple and sober as 

possible (Dickinson, 2003). I used neutral colors, simple and explicit labels. This approach 

was motivated by the fact that most of the older people prefer a calm and pleasing 

environment. This metaphor is well known by older people (cf.KDRP3).The labels on the 

buttons and the informative text have been chosen according to the user viewpoint in mind. 

An interactive map shows current location of the user and new updates. Which helps to 

understand the system for an older person even without any previous skills in using a 

computer (cf. KDP4).it is more importance for older people to avoid the feeling of being lost 

in the application (cf. dimension of control).therefore I tried to design the system with 

proper navigation with orientation. I used page names (understandable icon for mobile 

application) on the top of each pages.I also took care of keeping an overall coherence of the 

colors used in the user interface. Different profiles or user groups (family, friends or 
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relatives) are always colored with the same color .The green color is always associated with a 

selection already made in the system (e.g. already visited pages). I used touch unique touch 

sounds for each user group (family or friends). 

Appendix shows the DFD diagram for entire social network system, which includes the 

interactive screen, QR reader and Printer. 

6 Results 

This section I describe results of preliminary studies, formative evaluation and overall results 

from the observation and interviews.  

6.1. Preliminary studies results 

In order to get a first impression of the target population, semi structured interviews have 

been conducted at the initial stage of the research. Social network and its supportive 

resources have been identified. In addition, experiences with modern technologies, attitude 

towards modern technologies and importance of having social network system have been 

studied. A random sample of six older people has been interviewed. 

Participants were on average 75.6 years old with a slight overrepresentation of women 

(67%) in the sample. None of the participants had a severe psycho-physical or functional 

condition. Results of this preliminary study showed that the elderly people used telephone 

calls for social contact in first place and they reported in general to have little or no 

experiences with modern technologies such as the computer, internet or mobile phones.  

In addition, attitude towards modern technologies in general were quite positive and 

accepting. (67%) Most of them keen to know about simple modern technologies. 

Furthermore, findings seem to confirm the argument claiming that the difficulties 

encountered by older people to use modern technologies do not result from a prior option 

but rather from inappropriate design. 

On the other hand, they like to have some kind of interactive system to at least get in touch 

with their children and grand children, these findings prove that importance of having social 

network system but it should be simple and easy to understand with minimum cognition 

level. 

6.2. Formative studies results 

In this sample three people also participated in the first interview study. Those participants 

were on average 75.6 years old, mainly female (67%), mostly widowed (83%), with low or no 

experience or interest in modern technologies such as mobile phones, computers, internet. 

Participants were living alone for average 12 years. None of them suffered from severe 

psycho-physical deficits or functional impairments. The evaluation sessions were carried out 

in their homes in order to keep the subjects in their usual living environments (i.e. retrieve 

more natural data, avoid stress and troubles due to the different environment). In addition, 

the system is evaluated in the context of its future use, which should strengthen the validity 

of the results (cf. ecological evaluation).The one-by-one testing methodology was chosen in 

order to preserve or maximize the internal validity of the study. 
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6.3. Final results 

According to the cognitive point of view most interviewees understood the purpose of the 

study. They had no difficulties to understanding the application. However, One person had 

problems to carry out the instructions and concentrate to the task. All the other participants 

interacted in very confident way with the photo frame and touch screen system. Few 

participants showed concentration difficulties may be due to less interest or nervous. In 

addition, some of them made fruitful suggestions for improvement of existing social network 

system. I can use their feedback for continue further design and development process. Most 

of the Interview results exhibited importance, applicability, practicability and acceptance of 

the social network system. Average (4/6) interviewees evaluated the system is better solution 

for get in touch with others and also its helps for user friendly communication media. 

However one of the Interviewee shares her view (e.g. "I don’t want this one, I prefer 

telephone communication to get in touch with my children") by giving negative response, I 

believe this happens because of unfamiliarity or frame of inertia. Referring to the question 

"Would you like to use this social network for further use?” where as one was undetermined, 

one was disagreed and 4/6 interviewees liked and satisfied with the system. 

Then I could evaluate a design related and functional features the most of the interviewees 

showed "good" or "very good"(with regard to font, font size, color, contrast, symbols etc.). 

Some of them highlighted that font size must be adjustable for people who are suffering from 

amblyopia. I also observed that a few number of interviewees had some difficulties to 

correctly interact with touch screen. They touch it few times at high frequency, which do not 

give them the opportunity to see the intermediate screens of the application. I am not sure 

this is because of due to psychomotor deficiencies. Otherwise we can correct this behavior by 

learning how to correctly use touch screen. 

According to my evaluation some interviewees anticipated the development of the system. 

For example, some results were related to the concrete implementation of social network 

system and potential coordination difficulties (e.g. "Can I use this system for album photos 

without moving it from album ").It is easy to solve this issue by providing portable 

reader.This type of feedback is valuable for further enhancement of the system. On one hand, 

such comments help to determine the appropriate features, which should include to our 

system in future. On the other hand, they highlight that some older people understand the 

appropriate purpose but also the indirect consequences of the deployment of the new system. 

Taking these elements into account at the deployment stage will probably increase the degree 

of acceptance of the new technology. 

Another important observation is that some interviewees subjects fears but that were not 

related to their own person. For example some interviewees expressed vague concerning the 

suitability of new social network for persons showing cognitive, sensory and motor 

impairments. Above results shows that few social factors play a role in the acceptance of new 

communication system. In addition, it is important to investigate following hypothesis for 

further study “Are some people who don’t face any problem to use new social network system 

reluctant to use it because they know that others (friends or relatives) don’t have the 

sufficient skills to adopt it?" It is also interesting because some comments and feedbacks did 

not relate to the prototype itself but depend on their immediate social network. For example 
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some of them like to have separate system for neighbors. This option is not represent real 

challenge from technical point of view but it illustrates their need. 

Finlay some of them suggested to extent the scope of the new system by adding knowledge 

sharing, tangible puzzle games, Newspaper, TV time tables. This comment is important for 

me because it confirmed the results of requirement analysis for further development and 

redesign. The system is basically designed to keeping touch with their loved ones.   This 

finding reinforces my impression that the system can play a social role in the home 

community. This aspect will be assessed in the longitudinal study. 

7 Conclusions and Perspectives 

This paper describes the finding of research prototype to explore the importance of new 

social network system for older people; more specifically I discussed the design process of 

new it based system to get in touch with their loved ones. Ten key design principals are listed 

and I used those principals for designed and developed of new system. A formative 

evaluation with a subset of real users has exhibited out the overall acceptance and advantage 

of having new system. This evaluation also highlighted the importance of simple social 

network system for older people. These preliminary findings can be completed further 

development of system. Then the adoption and effective usage of the new social network 

system will be monitored and further studied. 

Further studies will be carried out through observations, qualitative interviews and video 

recordings. In this context I hope to analyze further emotional and social factors underlying 

the acceptance and importance of new system. For example, we might observe the emergence 

of older people promoting or discrediting the system. This work is still in its early stages. We 

can enhance this system by tagging other physical objects and combine to the social network. 

Young people can use their mobile devices for interact with physical objects. 
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