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Abstract 

The social networks have become efficient platforms for communicating with other people. 

Their interesting way to socialize with friends, family and others has dominated the other 

means of socialisation. These social networks are used by a huge part of the population. 

However, they are not open to possible adaptation for specific user needs such as elderly 

people and children. They are still facing some disability restrictions of using this kind of 

networks and technologies.  

This paper tries to summarize the results of evaluating the existing beta version of the social 

network modernfamilies.net, which is designed for families, from both an experts’ review 

and a user study. It presents also a concept of an interactive social network for families 

based on related theoretical and empirical studies. In the prototype section, the author 

describes also some properties of the concept “social network for families” from the point of 

view of studies conducted by him and from other related researches point of view. Finally, it 

will be presented the evaluation of the concept from a uses’ experiment and an expert study. 

So, the author’s question for this paper is “what should an interactive social 

platform, for families, look like?” 

1. Introduction 

ost people, including many designers and researchers, believe that designing for 

elderly people is complicated and unbearable because of the fact that challenges 

for approaching successful designs for elderly audience are still so difficult. On the 

other hand, the potential of technology is still unexpected enormous. Things have always 

been, for example, done in a way or another, but with the prominence of technology, people 

started to think more about other aspects such as the performance of things and the quality 

of life. Technology has infiltrated itself into every aspect of life to enhance and develop its 

quality. So, technology is considered now as a significant facilitator of peoples’ everyday life. 

Since elderly individuals are a valuable part of the population and their number is growing 

rapidly in the last few decades all over the world, they should be taken into more 

consideration inter alia by giving them a noteworthy portion of the HCI (Human-computer 

interaction) research. The relevant research projects that focus, for example, on the 

phenomena of elderly people and technology, comparing with other groups of people is still 

nominal. One main reason is that the encounters of developing technologies suite with the 

elderly people’s limited abilities and computer skills are so difficult. The possibility also of 

making them learn how to use the artefacts, which were designed for young people, has been 

a problematic mission. Vicki Hanson, the manager for the accessibility research group at 

IBM, says: “Many older people face formidable challenges when it comes to using 

computers.” (Greengard, 2009) 

This lack of common experience and knowledge about technology for the elderly audience 

forces us, as researchers and designers, therefore, to move the focus from the point where 

older adults are expected to use technology in the same way young people do, to the point 

where technology should fit with their abilities and skills. To reach that, it requires a chain of 

M 
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continuous HCI researches that would investigate elderly individuals’ behaviour, needs and 

desires.    

Recently, there have been several projects that did hard attempts to develop new 

technologies suited for older individuals. The NETCARITY was, for instance, one of the 

European projects, its focus was on designing new technologies supporting services for social 

inclusion for elderly people.  

It is known that the absence of the social syntax is one of the dilemmas that the elderly 

adults face. This dilemma causes a variety of problems for them, a part of them have, for 

instance, mild cognitive impairment, dementia or other psychological and physical problems.  

This is a quite new statistics published by BMJ Publishing Group Ltd and RCN Publishing 

Company Ltd. “In elderly people with mild cognitive impairment who were followed up for 

10 years, the annual conversion rate to dementia was 3.3%. The cumulative conversion rate 

to dementia, was 31% (15 studies) and to AD (Alzheimer disease) was 33% (11 studies)”, 

(BMJ, 2009).  

For the sake of solving the loneliness problem, there must be more research projects focus 

on developing “concrete” artefacts that will make elderly population be able to communicate 

with their families, friends as well as other relatives easily and independently. 

Solving the loneliness problem necessitates that many other issues be addressed. First of all, 

a language for the artefacts that talk to the target user in a natural way should be designed, 

(Norman, 1988). 

 A few research studies concerning design a natural language for some artefacts have been 

done lately. C. Leonardi and his colleagues conducted, for example, a wide study 

investigating “why are elderly people so far from technology?” They intended with their 

study, based on NETCARITY project findings, to find out the constraints of designing for 

elderly people, they also designed a sample design solutions based on familiarity and 

gestures. The result of their study was that designing for elderly people requires a familiar 

language which talks to them, close to the real physical world. This familiar language could 

be approached, according to them, by translating the concepts of familiarity into interfaces by 

designing interfaces physically and culturally embodying the schemes and the meanings at 

the base of interaction (Leonardi, 2008). 

AGNES is also an on-going European 3-year-project, its concern is to build and develop 

new social objects and artefacts that will help elderly people living alone at home, who suffer 

the effects of social and physical isolation to be able to communicate with other people.  

A starting point for this project is to create an easy-to-use web-based social network for 

elderly people by which they will be able to communicate with their family members and 

friends independently. Modernfamilies.net is an existing social network that has been 

designed for families above all the elderly people. The company that owns this social network 

is a partner in AGNES.  

Below a prototype will be presented as an attempt to develop and redesign 

modernfamilies.net. First, I will list the most important good and bad points of 

modernfamilies.net from some professionals and users’ view. Then I will give a general view 

of how the new concept of an interactive social framework works, some of its important 

aspects and the reasons behind creating those aspects. It will be also presented the results of 
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the evaluation process of the social network concept from both a user study and an expert’s 

review. 

2. Method 

With the intention of creating a new concept of interactive social network for elderly people, I 

evaluated the existing social network www.modernfamilies.net to understand the target 

users’ behaviour, needs and desires. I executed an expert review and user research by 

conducting focus group, observation and interview. 

The first phase of the evaluation process was that the experts walked through the social 

network professionally and analytically, by conducting the first focus group session. This 

review was as a preliminary step to elicit the experts’ contribution from theoretical and 

practical point of view about building a social network for elderly people.  

In order to have a real comprehensive understanding of the target users’ requirements and 

desires and to collect arguments for confirming the hypothesis and findings that were 

gathered from the  first experts review (the first evaluation step), I executed the second phase 

of the evaluation which was a user study done by a combination of observation and interview.  

Because of the limited number of elderly individuals who were involved in the user study, I 

tried to use them as much as I could, take into account their adaptation and harmonization. 

This combination of qualitative methods was employed to grasp an in-depth 

conceptualization of both experts and users perspectives. Moreover, I intended in my user 

study to involve some elderly people who were familiar with this kind of technologies, and 

those who were not used to handle the mouse and the keyboard so that the phenomena could 

be explored in wider sense.  

In both cases, I focused my exploration on how the elderly users interact with the 

computer in general and with the social network in particular, how their performance and 

awareness could be affected by eventual impaired vision, limited memory, limited skills and 

so on. More issues were also explored such as the user’s feeling, emotions, and comfort while 

they were using these kinds of networks.   

2.1 Evaluating modernfamilies.net 

2.1.1 Focus group 1  

In the first focus group session six Human-Computer-Interaction M.A. students, who had 

different IT background in the B.A. degree, were involved. Three of them worked as technical 

consultant in enterprise software, User Interfaces designer, and systems programmer, before. 

During the three-hour-session they and I walked through different issues regarding 

functionality, usability, and other perceptual and cognitive matters from the design view, and 

the elderly individuals view.  

Since those students study Human-computer-interaction, thus their focus was more on 

the “interaction with the social network modernfamilies.net” than any other matters. Their 

analysis of the network relied on related theoretical research in design science and other 

disciplines such as psychology and sociology. The evaluators listed also some features that 

http://www.modernfamilies.net/
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could fit with the young people in the interface, in the same time they could oppose the 

elderly audience’ abilities and skills.            

2.1.2 User study 1 

I recruited three old people in the first evaluation process of modernfamilies.net and five old 

people in the second evaluation process of my prototype. 

In the first evaluation process, two women and a man, between 67-73 years old were 

recruited. The sessions were conducted individually at the participants’ homes. They took 

between 30-45 minutes each. During the session people were observed and contextual 

interviewed.  

The evaluation sessions with the participants were divided into two parts. In the first part 

of the session the older users were observed while they were using the modernfamilies.net. 

Three different scenarios were set up in advance, and then explained to the participants to be 

carried out at the social network. Between a scenario and another, I asked few questions 

regarding usability of the social network and about other different issues concerning the 

influence of the technology on their life, and so forth. Equally important, those questions that 

came to my mind out of the blue, while the participants were performing the tasks.  
I would like to describe some characteristics of two of the participants’ to provide the 

reader knowledge about what kind of elderly people were recruited.     

P1 is a retired woman who worked as a school teacher before and now lives alone in a 

pretty big apartment. Her son and daughter live in another side of the country. The only way 

they communicate with each other is by using the phone, except they visit her periodically. 

Her day is almost empty of social activities, thus she spends most of the time watching TV, 

walking, reading newspapers or rarely visiting her friends. When it comes to technology, she 

has a laptop and Internet connection and initially can handle the mouse as well as the 

keyboard. She uses the Internet connection for certain important purposes such as getting 

some issues done via some websites of the government offices, sending and receiving 

important emails. Generally speaking, she learned how to do specific things via Internet, but 

she does not have much knowledge about other possibilities that could be done through the 

Internet.  

Regarding the social networks, she has never used a social network before other than 

using the normal email account to send and receive important messages.   

P2 is a retired woman too who worked as hairdresser and now lives alone in a small 

house. Her only son lives and works in Eastern Europe with his family. He is often busy at his 

work and sometimes communicates with his mother by the phone, once or twice monthly. He 

and his family visit his mother when he has time. P2 spends her time reading newspapers, 

solving cross words, watching TV and sometimes socialize with her friends by the phone and 

rarely physical. In Umea’s short summer period, P2 spends her time outdoors, walking, 

enjoying and taking care of her homestead and so forth, but the rest of the year once the 

weather is too cold she stays at home. 

Regarding technology, P2 has no skills or even so much knowledge about it. She said that 

she tried once to learn handling the mouse but it was difficult for her, so she gave up. On the 
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contrary she was still willing to learn more about technology, but she said that she needs 

someone to help her, in addition to learning something easy and interesting. 

The results of these evaluation sessions will be presented in the key findings paragraph 

below. Note that, I will not present the results for each participant rather summarize the 

important points from the focus group and the user research.  

2.2 Evaluating the prototype  

2.2.1 User study 2 

The prototype was evaluated by five elderly people. Their ages were between 68-85 years 

old. In the individual evaluation sessions I explained first what functions the application 

consists, what is the purpose of the prototype and so on. Then I gave each of them some 

scenarios to carry out at the prototype in order to experiment by themselves if there were 

eventual problems concerning the usability and functionality.  

The social network prototype was a touch-screen application. The first thing I wanted to 

find out was how the participants experience this kind of devices instead of using the mouse, 

I wanted also to be sure if there were any kind of restrictions whether physical or cognitive 

that might impede them from interacting by touching.  

When it comes to other issues related to the aesthetical matters such as colours, size of 

icons, buttons and so on, I let the users navigate some other websites to compare them with 

the prototype and choose the suitable for them.  

2.2.2 Focus group 2  

In the second focus group, it was the same HCI students involved as the first one. The aim 

with this focus group was to enhance the social network from the experts view. Every one of 

the evaluators took his/her opportunity to criticise the prototype and to suggest if there was 

any kind of improvements that might augment the quality of the application. In this two-

hours-session the evaluators suggested some improvements that are summarized in the 

result section below.  

3. Key findings – study 1  

3.1 Usability 

The focus of evaluating the platform modernfamilies.net was on the users’ understanding of 

the graphical interface as a whole, that’s to say the possibility of perceiving the network to be 

coherent and usable. According to the participants in the study above that the interface was 

understandable and usable in general, and it gave them feeling of interacting with a social 

network. On the other hand, there were some difficult vocabularies as well as icons to 

understand and know what their purposes were until they tried them and learned them. Yet, 

using the dialog boxes to pursue carrying out some tasks was not quite appropriate. People 

have sometimes to think much before they do anything. The dialog boxes consist also of 

many buttons to the bottom right, bottom left and up to the right and left that made the 

elderly users to get lost and confused and they would pay so much attention.  
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There are also four buttons by which the users can display their social network in different 

views (figure 1), map view, radar view, free arrange view and tree view. The participants’ 

opinions that some of these views were not necessary and they could not as well understand 

what the aim of them, such as free arrange view and radar view. 

           

 

 

 

3.2 Simplicity 

The intentional meaning of the concept simplicity here is concerning with how simple the 

construction of the social network is. Simplicity of the construction could include the 1) 

interface, 2) icons, 3) menus and buttons 4) windows 5) number pages and linked pages and 

5) vocabulary. The homepage of modernfamilies.net is pretty simple; the main part of the 

page is to the left, where you can find the functions menu of the network (see appendix 1). 

There are also some view buttons that display the user’s network in different views which is 

displayed in the middle of the page when the user clicks those buttons. So, the appearance of 

the homepage is simple in general.  

Some of the vocabulary and icons however, are not quite simple. For instance, using 

“News” instead of “inbox messages” makes the menu to be pretty difficult since the word 

“news” could mean other things. Using these general words made the participants to get 

confused. Also, using the terms “write a message” and “write a story” instead of “send a 

message” and “send a story” makes the menu to be somehow not simple, because participants 

were fallen under suspicion if they mean writing a message or a history and send it or writing 

them and save them in the archive.              

3.3 Functionality 

I realized from the evaluation studies above, that the functions of any social network should 

be more than sending and receiving a message or a story. While people, for example, were 

navigating modernfamilies.net, they were looking for other functions than the 

modernfamilies.net has. Modernfamilies.net has some necessary and useful functions but on 

the other hand it misses several other basic functions that would be comprised in any social 

network such as text, audio or video chat, sharing photos, search function for contacts and so 

on.      

3.4 Appearance 

Aesthetics are an important key feature in every design in our life. Beautiful artefacts have 

always been a motivation for us to use them longer, yet they add special meaning for things 

that let us keep them longer. Since, there is no consensus about a specific colour; everyone 

has his/her favourite colour, so we should as designers to use the colours that could be 

accepted from the majority (what called standard colours). The purpose of any artefact plays 

Figure 1, family and friends 

can be displayed in 

different views.  
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also an important role of choosing the colours ie, commercial websites have different colours 

than educational websites and so on. The main colour used in Modernfamilies.net is the 

yellow colour with almost all its degrees. Some participants in the studies above thought that 

the yellow colour is not one of the favourite colours for so many people. Anyway, the colours 

that should be used for a social network should be bright and happy that might affect the 

users’ feeling and emotions in a positive way, the participants added.   

Additionally, the appearance of the buttons, menus and labelling is quite simple that 

might be more usable and easy to understand, however they could be designed in a more 

funny and enjoyable way.  

3.5 Navigation 

Basically it was easy to navigate a big part of the network but as mentioned previously that 

using dialog boxes were not maybe an appropriate choice for elderly individuals. For 

instance, two of the participants in the user study asked how they could find a way back to the 

homepage. They could not understand that the cancel button for the current dialog box 

moves them back to the homepage.    

4. How should an interactive social platform, for 
families, be? 

“When people of any age can’t figure things out, they tend to avoid the technology.” 

Sara J. Czaja, (Greengard,2009). 

To build an interactive social network for families with elderly users in mind, it requires that 

a lot of aspects and issues be continuously analysed and addressed. That is because elderly 

individuals have limited abilities and skills. Takashi Saito says that it is obvious that elderly 

individuals’ performance and experience are affected by problems related to hearing, tactile 

perception, and the ability to recognize movements. Moreover, ageing is associated with poor 

vision, fading memory and sometimes shaking hands. Many of these characteristics influence 

the ability to read or hear experimental instructions, use a mouse, or remember steps 

through an interface, (Dickinson, 2007). We should also, as researchers and designers 

understand that older individuals are less enamoured with the coolness of technology than 

they are about getting a specific task done, Gregor says, (Greengard, 2009). The reason is 

that because elderly people did not grow up with computers, smart phones, and other devices 

and “the odds are stacked against them” Gregor adds, (Greengard, 2009). So, how could 

researchers and designers overcome all those constraints and limitations? To begin with, 

Gregor says, “We should be asking whether systems do all that is possible to minimize the 

cognitive load required to carry out tasks? Is support available if it is apparent a user doesn’t 

know what to do next? Does the system support error-free learning? Do people feel that they, 

not the machine, are in control of the interaction at all times?” 

In my point of view, it is equally important rather than focusing on general aspects, to be 

more specific practically about how things should be, such as the interface structure, the font 

face, the font size, the variety of icons, the colours, navigational issues and not to mention 

perceptual and cognitive issues, by continuous redesigning and evaluation. By that, designers 
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could reach to a point where the older people’s desires as well as needs and their abilities as 

well as skills could be met. It might be that those specific aspects would not be suitable for all 

kinds of technologies or artefacts but they could, however, be as basic guidelines for building 

social networks or the like. 

For that reason, I conducted an empirical study to understand how a social network for 

families should be and then I developed a prototype concept of an interactive social network. 

I call it interactive social network because we have learned, as designer, to design the 

interaction with the artefacts rather than anything else. This prototype will be described into 

more details below but before moving to the prototype, I would like to present some 

important points regarding usability from a previous related research done by Dickinson et 

el, 2007. Some of those points were also presented in Vanhauer’s Master thesis of 

redesigning and evaluating the moderfamilies.net. These points represent solutions for some 

problems that are faced by the older individuals.  They are as follow: 

Font size, it should be at least 14pt font size.   

Language, it should be straightforward language “everyday language”.   

Learning and instructions, in case researchers want to give instructions to the older 

people, they should be prepared to repeat and use different words to explain.  

Cognitive issues, doing procedures should be explicit, it should also be easy to perceive.    

5. The prototype 

As mentioned previously, this prototype was designed and redesigned several times in 

order to find out new potential aspects of designing an interactive social network and 

contribute to the age-old researches as well. 

As a starting point to the prototype that I built, I evaluated the modernfamilies.net to 

understand how the elderly individuals think and what their needs and requirements are. 

Aside from previous HCI theories and researches that concern designing information systems 

in a wide sense, websites and social networks in a narrower sense.  As a result from these 

theoretical and empirical studies, I could have a fairly comprehensive understanding of how a 

social network for older people should be. Yet, I explored most of the social networks 

intended for families and other social network. So I could come up with a list of properties 

that should be in a social network. These properties listed below. 

I would like to describe my prototype briefly before providing these properties. The social 

network concept is intended to be a platform for socializing with family, friends and even 

other groups such as carers who take care of elderly people and so on, but these other groups 

can be added optionally. The idea behind the separated groups’ social network is that people 

sometimes like to show/send any kind of materials to their families only and they do not like 

others to see it or vice versa. Another goal is that people can have their own family tree 

excluding friends and the others. On the other hand, the individual who owns the network 

can see everything sent from family and friends in one page and there is also a possibility to 

separate them when it needs.   
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When it comes to functions, they are placed in one menu (see appendix 2). And to make 

the menu easy to understand and recognize, it consists of icons and text instead of the 

classical buttons. More details about the specifications are below.     

5.1 Usability 

The definition of usability is that systems should be easy to use, easy to learn, flexible and 

which engender a good attitude in people (Shackle, 1990). From this definition it could be 

understood as elderly users should be able to use this social network easily without any 

complicated procedures in order to perform any task. The focus must also be on the efficiency 

and effectiveness of the system more than the coolness of the technology. Accordingly, I 

divided the contacts into three groups, family, friends and carers and I used a combination of 

both large pictures and text as buttons, (figure 2), in order to make it easier for the users to 

understand the purpose of the separated contacts groups. I separated the function icons 

(figure 3) from the other menus so that the users could direct their attention immediately to 

them without any confusion or making much effort looking for them within the other menus.  

                  

   

 

 

 

 

The concept usability compasses other aspects, as well, such as the content of the information 

and its organization; it should be organized in appropriate manner (Benyon, Turner, and 

Turner, 2005). But I will concern those issues into more details within the points below. 

5.2 Simplicity /Clarity 

It is important that the appearance of the social network is so simple for the sake of giving the 

users the feeling of the simplicity and comfort. A significant aspect that should be very simple 

in any social network is the language. Users should not look for some words in a dictionary to 

translate them because this consumes time and effort. That makes them also to get 

uninterested and frustrated. Therefore I used every day language in my prototype such as the 

word “close” instead of using “log out”, assuming that some elderly individuals might not 

know what “log out” means. Yet, the icons should be also so clear and large (figure 2 above). 

The clearer the icons are, the more interactive the network becomes and the less effort and 

time it takes to understand.  

 

 

Figure 2, This is the friends group 
button. If users want to communicate 
with their friends, they can easily 
recognize the group by the text 
“friends” and the picture of a friend.  

Figure 3, A part of the function menu 

(inbox and search). They are also 

combined with text and the icons are 

large enough.   
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5.3 Affordances  

5.3.1. Feedback 

When the user clicks on some buttons in the modernfamilies.net, it gives sound as a feedback 

and this property met a positive acceptance from the participants. Therefore, I built in my 

prototype the buttons with sound effects as feedback. It gives the user like a sign that he/she 

has done something and should wait for response. It enhances also the feeling of control 

(Benyon, Turner and Turner, 2005).   

5.3.2 Feedforward  

Buttons should look like buttons and afford pressing, they should also invite people what 

exactly to do and how to do it (Norman, 1988). A lot of things in the physical life are easy to 

understand and let people know in advance how to act accordingly. In like manner things 

should be easy to understand and provide people knowledge about what to do in the social 

network. In the prototype, the buttons and icons were designed 3D to afford the users 

pushing them. The reminder event looks also like a real sticky note that makes the user sees it 

as a physical sticky note.    

5.4 Navigation  

It is expected from an interactive system that people should be able to move around the pages 

smoothly. It is important, as well, that all pages have a way back to the homepage no matter 

how many pages it consists. In the prototype, for example, the homepage button is found in 

all the pages, its place in the page is also so obvious to the users.  

I think that sitemaps are important in websites since people are used to use them to navigate 

websites and systems, but in the prototype however it might not be a good idea because the 

social network has a different purpose than websites. I assume that users do not need a map 

since the network is not divergent and the target users have low ability that they might not 

care about looking carefully at how the structure of the systems is. Instead, the system should 

have some verbal instructions that guide the low-ability users in case they will have any 

navigational problem (Benyon and Höök, 1997). Some of the participants agreed also with 

me, they experimented with the prototype and thought that it was easy to navigate and move 

between the pages fluidly.  

5.5 Intuitive ways of interacting with the network/ familiarity  

Instead of using the mouse that is associated with handling and controlling problems, I 

constructed the social network application mainly based on the finger touch. Elderly users 

interact with it by touching the screen in the same way they press physical buttons in the real 

life. Adding to that, the icons and buttons were used in the interactive interface picked from 

everyday life paraphernalia such as the mailbox, the calendar, etc. so that the users could 

easily recognise them. Use language and symbols that the intended audience will be familiar 

with, (Benyon, Turner and Turner, 2005).   
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5.6 Remembering / Learnability  

“We are able to retrieve stored information by way of recall and/or recognition. Recall is the 

process whereby individuals actively search their memories to retrieve a particular piece of 

information. Recognition involves searching our memory and then deciding whether the 

piece of information matches what we have in our memory stores.” (Benyon, Turner and 

Turner, 2005).  

Since elderly individuals have a short memory, difficult to store a complex amount of 

information and since recognition is much easier than recall, therefore the menus in the 

prototype were built as photos and icons combined with text. That might be as a solution for 

memorizing because people usually recognize a photo or an icon faster than text.    

Equally important aspect is learning. Older individuals might have no patience anymore to 

learn something new, especially complex things. They might not have both the enough 

engagement and power to rehearse things to learn them. Considering that, menus were built 

with large amount of white spaces between them in order to avoid crowded interface that 

could impact the learnability principle negatively.  

5.7 Acceptability/pleasantness 

Despite the fact that elderly audience is not as curious as young people about leaning new 

technologies but from this research study , they showed that they were willing to learn new 

technologies in case these technologies make them happy and easy to learn.  

Accordingly, I have tried as much as I could to make this framework friendly, enjoyable 

and pleasant. One of the things that might make the framework pleasant is the appearance of 

the interface.” The social world concerns understanding, interpretation and 

communication. Quality becomes ultimately a question of ethics. In the subjective world we 

deal with emotional experiences and creativity. Quality is a question of aesthetics.” 

(Dourish, 1995).  So, I was so careful choosing the appropriate colours for the network. I 

asked and showed all the participants, in the both user studies, about the colours they prefer, 

and what colours make them happy. The white colour was accordingly the best choice as a 

background colour for the interface. I also chose other luminous and light colours for the 

menus and icons. 

The way the icons and menus are designed and placed at the interface is also a key feature 

of friendliness. If the interfaces are designed poorly, they can make people look stupid, feel 

insulted or threatened, (Rogers, Sharp, Preece, 2007). Older people would be able to interact 

with the interface easily, feel good and enjoy it. Accordingly I separated the menus in a way 

whereby the user’s attention could be captured easily. They are not crowded in a small space, 

the white space between them is enough that could make the elderly users experience it as a 

good interface. 
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6. Key findings – study 2 

6.1 results from the user study 2 

In the table below presented some questions and answers that were asked to the participants 

in the user study. These questions were about the participants’ opinions about different 

aspects in the prototype. The results of these inquires will be summarized in the conclusion 

section as guidelines.    
 

participants 

properties 

Participant

1 

Participant

2 

Participant3 Participant4 Participant

5 

Touch screen 

application  

It is a very 

good idea. 

This might 

make the 

control 

aspect 

easier. 

I like it 

much better 

than using 

the mouse 

I think this is 

easier than 

using the 

mouse 

This sounds 

good to use 

the touch 

aspect instead 

of using the 

mouse  

This might 

motivate 

me to learn 

this 

application

. 

Functions  

1) Send Voice 

messages, 2) text 

messages, 3) video 

chat, 4) phone call, 

5) online games, 6) 

calendar event, 7) 

reminders, 8) 

contacts search 

function, 9) sharing 

photos, 10) writing 

and sharing stories.   

V.G., G, 

V.G., V.G., 

G, E, E, G, 

V.G., G.    

E, G, V.G., 

G, A, E, E, 

G, V.G., A.  

V.G., V.G., G, 

V.G, G, V.G, 

V.G., V.G, E, 

G.  

V.G., G, V.G., 

G, G, V.G, E, 

G, V.G., V.G. 

G, V.G., 

V.G., V.G, 

G, V.G., E, 

G, G, V.G.    

The abbreviations above stands for E (Excellent), V.G. (very good), G. 

(good), A. (accepted), F. (fail).   

Icons and menus 

Two kinds of menus, 

icons for all 

functions and a 

menu with photos 

for contacts groups.   

P1 liked 

the idea 

of 

separated 

menus 

according 

to the 

purpose. 

P2 thought 

that the 

icons are so 

clear and 

pay the 

attention. 

yet, the 

separated 

groups are 

easy to 

understand 

P3 thought that 

some icons 

such as 

pictures 

function icon 

should be 

clearer; the 

search function 

is a bit 

confusing. 

P4 said that 

it is easy to 

know in 

what page 

the person 

you are 

looking for 

is. She said 

also that 

icons are 

quite clear. 

P5 had not 

had any 

comment, 

she said it is 

good.  
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Font face and Font 

size 

Calibri 20pt regular 

for reminders, 

Calibri 14pt strong 

for groups and icons, 

Segoe UI Symbol 

15pt regular for text 

messages, Calibri 

18pt strong for 

contact names.     

Clear and 

easy to 

read 

Good Easy to read 

and 

understand 

Big enough 

to read 

I can read it 

easily 

Colours 

White colour for the 

background 

(homepage and other 

function pages), 

pantone 705c for 

menus background 

and icons 

background and 

different colours for 

the icons themselves.  

The white 

colour is 

good for 

backgrou

nd, other 

colours 

are quite 

nice.  

I think they 

are nice 

colours.  

The menu 

background 

should be 

darker maybe. 

I love the 

colours in 

general. 

They are 

happy 

colours.  

Maybe so 

many 

colours in 

the interface 

but nothing 

is strange.  

Friendliness 

Friendliness of the 

interface in general, 

the friendliness of 

the menus, icons and 

appearance.    

Pretty 

friendly 

It is friendly Maybe  I think it is 

friendly 

especially 

with using 

the photo 

frames for 

every group. 

It is friendly 

especially 

the icon 

colours and 

clarity make 

it friendly.  

Simplicity 

Simplicity in general. 

Maybe 

when I 

use it 

several 

time it 

will be 

much 

simpler. 

It is not 

difficult. 

For me it is 

really simple.  

I think it is 

simple. 

Maybe, I 

will be 

better if I 

learn a bit 

more. 

Learnability 

Learnability in 

general. 

I can 

learn 

things 

fast, 

nothing is 

strange. 

I think it is 

easy to learn 

by using it 

twice. 

If you show me 

one more time 

I will be able to 

use it 

independently. 

I think there 

is nothing 

difficult, so I 

can learn it.  

It is easy to 

learn I 

think, easier 

than the 

bank 

webpage.  



15 
 

Navigation 

Navigating the pages 

by the icons, 

navigating the 

groups by the photos 

and finding ways 

back to the 

homepage.  

The icons 

and 

buttons 

are clear 

so it is 

easy to 

navigate. 

Yes, it is easy 

to navigate, 

especially 

going back 

to the 

homepage 

because it a 

large button. 

I think it was 

clear to go 

around pages 

without any 

problems.  

I do not 

know, but I 

think it is ok. 

I think the 

icons and 

menus are 

so clear to 

understand 

so, I can 

navigate it 

easily.  

 

6.2 Improvements from the focus group 2 

In the focus group 2 of evaluating the social network concept I got few improvements for 

enhancing it. These improvements are as listed below:  

 Use the symbol of health care instead of using a nurse picture because elderly 

people could recognise this symbol faster than a picture. 

 The participants thought that some elderly people might not understand what “Online 

list” means. 

 Change the place of the online list in the homepage. 

 Plug-in the prototype into the social platform www.facebook.com and be a part of a 

wider social network. This helps the younger people to have contact with their elderly 

relatives without having new account on the new platform.  

 Use green colour for the background of the online list. 

 Have the online list in the groups’ pages also, so they can see them always.  

 Use the same application touch screen as a slideshow also, in case the user is not 

using the application     

7. Conclusion  

Designing for elderly, is about creating new aspects that would engender the encouragement 

in them to approach the technology. It is also about suitability and convenience; designs 

should fit the elderly abilities and capabilities. To conclude the important findings from the 

both study 1 and 2, I would like to list some vital aspects and specifications that eventually 

should be in any interface for elderly people. These provisions were investigated and inferred 

from different related theoretical researches and user studies, in addition to this study.  

   

 Transferring familiarity of life into interfaces is a crucial aspect to make designs 

succeed, for the elderly audience in particular. 

 Designing for families in their domestic environments is intimate close to the 

emotions, feelings, pleasure and aesthetics.  

 The high usability and simplicity of a design is the central reason for making elderly 

people encouraged to learn and accept technology.  

 No double clicks, whether it is a touch screen application (my study) or controlled by 

the mouse (Dickinson, 2007). 
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 The clarity of things is very important aspect that makes people more interested in 

reading things, for instance, font size for elderly should be at least 14pt (Dickinson, 

2007), the font face should be chosen carefully, as well. Clarity of icons and try to 

combining them with text.   

 Choosing the appropriate scheme and colours for the UI influences directly people’ 

state of mind positively. 

 Use the touch screen technology instead of using the mouse as a tool for controlling is 

helpful, especially for users who have particular physical or cognitive limitations.  

 Enjoyable and pleasant artefacts make people more engaged to use them (Dourish, 

1995).    

 The “look and feel” of an artefact impacts directly the user’s experience, (Leonardi, 

2008). 

A way of eliciting the potential of technology to face the challenges and to establish domestic 

social frameworks for elderly audience is by devoting considerable amount of research; its 

focus is on building and experimenting with those specific kinds of technologies. Designers 

and researchers should redesign and evaluate so many times it requires to reach acceptable 

environmental social technologies for elderly people. Those social technologies should talk a 

familiar language that suit with the elderly individuals’ needs as well as abilities and skills. 

My research was, therefore, as an attempt to create an interactive social network benefiting 

from similar existing social networks such as modernfamilies.net, familylink.com, 

famiva.com and so on. I have also conducting own user studies and focus groups to have 

more understanding about the nature of the target users’ requirements and needs. The idea 

of this platform is to be open to probable adaptation for elderly people as well as young 

people in order to make them communicate with each other via the same network but with 

eventually different interfaces.            
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Appendix 1  

A screen shot of modernfamilies.net 

 

In the screen shot above the right menu is for functions such as reading mailbox messages, 

changes the user profile, writing a message etc. There are also other four buttons for different 

views of the family and two buttons for zoom in and zoom out in the bottom of the menu. 

With the zoom buttons the user can zoom in and out his/her network in the middle of the 

page. Up to the right the user can find the log out and help buttons.    
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A screen shot of the new concept of a social network  
 

 

In the prototype homepage the user can find the contacts groups to the left. These three 

groups are the family, the friends and the carers. In the bottom of the menu the user can 

display his/her family tree or friends contacts on the map. Up in the middle of the page the 

user can see the reminders look like a sticky note. These reminders are update from the 

calendar. The menu on the bottom consists of the all functions, Inbox messages, search 

function, photos, game page, calendar event, and writing story event. The list to the right is 

the online contacts. And on the wall in the middle of the homepage, the latest inbox messages 

are displayed.     


