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Final development
The output of the scenario building workshop, the 
paper web prototype and the actors, ownership and 
financial considerations helped to define very specific 
system requirements. From that a concept proposal was 
designed, which is presented in the outcome report. 
The focus of the final proposal development was to 
display the values achieved by the solution as well as 
overall interaction among people and the elements of 
the system, more than an actual presentation of the 
system functionality.  
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At the scenario building workshop the technological 
barriers became obvious, with use of words and 
functions that especially one of the users was not 
familiar with, and therefore had a hard time imagining 
the scenario. The ideas could maybe have been 
communicated more into detail visually to overcome 
this problem.

Some elderly have hard time thinking about examples. 
They stick to their opinion or the case and can not think 
as if they were another person. 
Examples given help a lot for inspiration and not to get 
stuck in the middle of something. It is good that they 
are always open to new things coming.

The paper web prototype gave the users a clearer image 
of the output of the project, and the very detailed 
visualisation made it possible for them to imagine how 
the web site would work, and thereby to think if they 
liked it, and make alterations. 

The scenarios creation might have been a bit abstract 
to some participants, so the paper web prototype was 
a good way to end the co-creation process.

As we are not web designers and  have not been 
trained in this field we have made the best effort to 
make a proposal based on our own experience and 
perception of good interface, but the reference frame 
is limited.

Phase 3 reflection
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Final reflections
During the project it was attempted to co-create a 
solution based Web 2.0 with and for elderly. Through 
the process several insights were achieved, which are 
reflected up on in the following.

Gathering knowledge and finding 
co-creators
Prior to the actual co-creation events, interviews and 
observations were made. Establishing contact with 
new people was an experience that brought the design 
team closer to the professional way of working. 
As designers working on a social innovation oriented 
project we lack in social sciences skills to analyze 
things from a proper approach. We are aware that the 
methods used to gather information from users such 
as interviews, observations and interpretations done 
could be defined as “rough and dirty ethnography” by 
a specialist. Nevertheless, the level of understanding 
we reached in the project through those methods are 
adequate for us to feel confident on how to use this 
knowledge for problem solving activities.

Co-creation
In co-creation it is attempted to share and take 
advantage of the individual knowledge of the people 
involved. There is a need for a common language in 
order for the different parties to communicate, which 
is the precondition for making people being creative 
and generate valuable solutions for the involved 
stakeholders and users.

Facilitation
For us as designers it is important to acknowledge and 
accommodate the diversity of the co-creators in order 
to enable the creation of a common language and the 
generation of solutions. Elderly, as people of all other 
ages, are a non-uniform group, that are  not necessarily 
used to creative thinking, meaning that we have to be 
able to relate to their skills, experience, knowledge, 
opportunities, limitations etc. This accommodation 
was done in the design process by facilitating the co-
creators with different material/input.

Preparation
In the process this material consisted of tangible tools 
which were prepared prior to the engagement event, 
e.g. workshops or prototype tests. In the preparation 
of the material it is important to try to predict the 
occurrence of events in the session to come, to foresee 
the possible directions the co-creation process can go 
in and be able to facilitate it.

Time aspects are important to consider as well. How 
long time can the participants be creative, and what 
output do we need to reach in that time? For instance in 
the workshops and prototype 2, some minimum steps 
to go through were defined, and additional material 
was prepared to be able to facilitate the users with 
more material, if time and energy were left after the 
minimum required output was reached.

The tangible tools were not enough for facilitating 
the participants in the creative process. Also the 
designers themselves are often acting as  facilitators, 
as the prepared material must be assisted with further 
explanations in some cases. This usually happens 
because everything can not be predicted and tangible 
material that is adequate to stimulate the imagination 
of one user can be insufficient for another person. 
One user can instantly be able to relate the proposed 
material to both himself and imagine how it would 
work for others, as another participant can have a hard 
time understanding the material itself. This relates 
to aspect of common language and the fact that the 
users have different knowledge, prior experiences etc. 
Therefore it is required that the designers are present 
and relate and act to the situation in the moment. 

In the case of material having to stand alone, the 
material has to speak for itself in a short and clear 
way, as well as invite to interaction. This was difficult 
to achieve, and it was seen that people could not be 
bothered to read too many written information and 
they were this way prevented from understanding and 
participating. 

Representation
In the representation of material, a balance has to be 
found in order not have the material fixating the users 
to the pre-made idea, not making them able to think 
beyond this. However the material can neither be too 
implicit, leaving to many options open, and thereby  
too difficult for the participants to relate to. 

Graphical representations used in this material were 
a good way of communicating with co-creators as it 
made a visual explanation, which they were able to 
relate to themselves. For instance by use of scenarios 
it was possible for them to choose and create the 
interaction and experience they wanted, and in the 
case for most of them, were able to abstract from 
thinking about which technologies were required to 
make this happen. 

A minimum limit for  what the outcome 
of the workshops and prototype 2 test 
were therefore made,
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In order to create material that corresponded to the 
language of the participants, some preconditions 
had to be kept in mind. Both due to the difference in 
age of us and the participants, our backgrounds, and 
technology insights. Words that could have a negative 
association to the participants had to be left out, e.g. 
talking about death and weakness are more delicate 
subjects for them. Also words the participants were 
not familiar with should be avoided., e.g. design or 
technology related terms. This had to be thought of 
both in tangible material and oral communication.

Through the different engagement events it was 
attempted to establish the common language little 
by little, by the designers and co-creators sharing 
knowledge. Therefore it is was preferred that the same 
people were participating through the whole process. 
This was not possible for all, but it was in most cases. 
This however also meant that the range of people being 
actively involved in the co-creation process, apart from 
in the prototype 1 test, were limited to a small group.

Creativity from interaction and experience
Creating experiences and interaction was a good way 
for having participants contribute with their knowledge. 
One can use own preferences and knowledge and it is 
possible to relate to personally.

The performed workshops and prototype tests had 
created two kinds of interactions: people to people 
interactions were simulated to find the relevance of 
the experiences and people to product interaction 
were created to simulate the user experience with the 
system. 

Facilitating participants with material that allows them 
to think creatively, is also the first step of bringing their 
ideas to life. 
The engagement events and material also need to be 
planned taking into consideration the outcome needed 
to work from further on.
In the held workshops it was attempted to make the 
participants write and draw their ideas and reflections, 
to have a tangible output from them. However they 
were in many cases more comfortable with just 
expressing themselves by talking. This issue was 
attempted overcome by video recording the sessions, 
and by the designers assisting the individuals in noting 
down things on paper

As we, the design team are facilitators of all the 
engagement events for the co-creation, it is important 
to keep in mind the large influence we have on the 
co-created output. We can lead the process in any 
direction we want, and the quality of facilitated 
material can be the cause for the co-creation outcome 
to be either a success or a failure. For that reason it 
is of large importance that we are as open minded 
as possible in the engagement events and observant 
towards what the participants actually are saying and 
doing, so that we are not just  hearing and seeing what 
fits our mind set the best. We should be able to see and 
acknowledge their input in order to create a solution 
that is relevant to them.

Inexperience and time restrictions
The project has been very explorative in the way that 
we  had limited experience with co-creation prior to 
the project.
Due to the time constraints of the project period, there 
was not room for a trial-and error approach, in the 
sense that, we could not start over from scratch if the 
engagement event did not succeed. This meant that we 
had to be awake, trying to get the best possible out of 
every session, and then from that reflect on what went 
good an what was less successful, and implement that 
learning in the next co-creation steps.
As the design team was unexperienced in co-creation, 
the time management and the planning of the process 
were a bit unstructured. 

Project and personal benefits
By being part of the co-creation the participants as 
well as designers got some benefits apart from the 
solution. 
The participants have learned to recognise their own 
potential, and have seen that their experience and 
knowledge is useful for innovative processes. This 
increases participation and creates a better response. 
Being participant of the team and contributing to 
the development creates sense of ownership of the 
concept. Different steps of the process helped getting 
the overview and added value of the service, it made 
sense to them and they felt enthusiastic and curious 
about the outcome. Some people participated also 
outside the workshops by sending material and ideas, 
which shows commitment. 
If the project was to be realized, there would be a 
range of motivated people wanting to use it and they 
would be a sort of ambassadors of it.
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Reverse engineering approach
Looking back at the process of the project, an approach 
that is similar to reverse engineering, which is used in 
product design, can be detected.

First the values for improvement of social interaction of 
elderly people and the way they socialize were defined 
through interviews and analysis. 
The existing solutions to social networking that Web 2.0 
offer were taken apart and the underlying principles 
and mechanisms were defined through analysis. New 
combinations of the needs and offers of seniors with 
the interaction mechanisms of web 2.0 were created 
and tested through very low-tech prototypes. This was 
done in order to overcome the barrier between elderly 
and computer technology. This allowed us see the 
relevance and use of those core mechanisms by the 
elderly, which helped to get rid of the more irrelevant 
elements and to be able to simulate the interaction 
experiences. 
In the further co-creation process technology was 
implemented gradually, detailing and defining a 
meaningful solution for the participants (seniors) step 
by step.

This process, turned out to be a good way to 
overcome the main barrier that prevents elderly from 
taking advantage of the current social networking 
opportunities. It also helped to develop a solution that 
were relevant and attractive to the elderly of the co-
creation team, due to the fact that they have been part 
of all the co-creation process and have provided input, 
ideas and opinion, in all the stages.

What else could have been done
The co-creation process turned out to be very oriented 
to users as the solution concern a horizontal information 
sharing of users. As the providers or stakeholders 
were not defined in the beginning of the project, it 
was difficult to know which actors to involve in the 
co-creation teams. If they were involved from the 
beginning a broader perspective would have been 
taken into account and the knowledge sharing would 
have been richer.

Due to the focus on the co-creation, business aspects 
were not prioritized, even though taken into account, 
which would have been an important  and necessary 
field to go on with the project.

One of the defined requirements for the system was to 
relate the solution to the skills of the users. This was 

attempted by defining touchpoints that assist with help 
for learning how to use the system, and a developed 
proposal for a simple and user friendly interface layout 
of the platform. As the focus has been more on defining 
the right values,  the adaptation to the skills of users 
have not been brought to the level it could have. 

A final step of co-creation, simulating the web platform 
on a computer screen,  would have been a good way 
to end off the co-creation process, overcoming the last 
barriers between elderly and technology. Due to time 
restrictions this was unfortunately not possible.
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Conclusion
Learning objectives
Referring the learning objectives defined for the 
project, the following can be concluded:
• A system design concept has been developed, the 
web based platform GRÅ GULD which is presented in 
the outcome report.

• The area of co-creation has been explored and 
experience and new insights have been gathered, 
concerning process, tools, participants, language etc.

• People directly involved in the solution such as users, 
and representatives of organizations and possible 
stakeholders have collaborated in the project.

• The communication with the partners has been carried 
out from best effort, by having prepared material and 
verbal presentations prior to meetings and engagement 
events, in order to achieve the best possible output. 

•  Some of the knowledge, methods and experience 
gathered during the Master Program have been applied 
in the project, but as the main focus of the project was 
on co-creation, the implementation of new methods 
have been necessary also.

• Graphical and verbal communication have been 
practised through the co-creation process. this by 
having to adapt to the skills of the people involved and 
the context in each step.

• The project and workload have been difficult to 
manage, due to the use of partially unfamiliar methods, 
and the somewhat unpredictable process of co-creation. 
However the engagements called for a range of small 
deadlines along the process, which were fulfilled and 
created good experience in developing and producing 
material fast. 

Concept proposal vs. problem definition
The outcome should provide a solution to the problem 
statement and the system requirements defined 
along the way. The problem statement was defined as 
follows:

How to co-create a Web 2.0 based platform with 
and for seniors, which can serve to strengthen their 
social network?

A proposal for a Web 2.0 based platform has been 
developed through a co-creation process, with and for 
elderly. 

The project has evolved around two main tasks: 
fulfilling the learning objectives expected and desired 
regarding the final thesis through the process of solving 
the defined problem statement.

Co-creation process
A process based on co-creation was carried out in 
five main steps. Initially, interviews and observations 
helped to understand the users and the context they 
are living in. The opportunities for the project were 
pointed out and the first requirements defined. The 
next step consisted of an idea creation workshop, where 
ideas were generated by a co-creation team. Those 
concepts were evaluated through a prototype test. In 
a second workshop, scenarios of the ideas found most 
meaningful were created. Finally, the second prototype 
test generated use cases through the interaction with a 
rough platform proposal, which led to defining values, 
experience the people to machine and people to people 
interaction and detail the concept further.

Through those mentioned co-creation steps, three 
main achievements were reached. These three are in 
the outcome report called: finding the gold, taming the 
beast and the proud parents.
The first refers to finding out how elderly can create 
value for one another, establish their needs regarding 
social interaction and defining mechanisms for social 
networking.
Taming the beast is about overcoming the barriers 
between elderly and technology, which was done by 
having them find the value of the mechanisms behind 
social network sites without use of technology. Once 
that was understood and motivation was created, 
technology was gradually introduced, adapted to their 
abilities.
The final point, the proud parents refers to the feeling 
that the participants got out of being engaged on the 
project. The co-creation process generated a sense 
of ownership that served as a drive to a more active 
participation.

As designers our main contribution to the co-creation 
process has been to facilitate the participants with tools 
allowing and stimulating them to think creatively, bring 
the ideas of the co-creation team to life and guiding 
the process towards a real solution. 
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The concept has not created any technological 
innovation. It uses technologies that are feasible and 
already in use by many people. However, the proposed 
solution is innovative in the way it brings technology 
and new users together, towards social changes and 
improvement. 

In which extent the platform can serve to strengthen the 
social network of elderly can not be finally concluded, 
as different aspects, which are not quantifiable, are of 
influence:

• Are the values created by the platform applications 
relevant for improving the social network of seniors?

• Do the applied social networking mechanisms 
correspond to the social interaction of seniors?

• Are the benefits of the solution going to be perceived 
so positively that even unskilled users will make the 
effort of learning how to use it?

• Does the developed solution relate to the computer 
skills of seniors, in a way that makes the technological 
barrier seem possible to overcome?

Due to these different questions it is difficult to predict 
if the developed solution would be a success if it was 
realized. The co-creation process, however, has brought 
positive answers to most of the questions from the 
participants such as seniors and representatives from 
Aalborg Municipality and Ældre Sagen. This shows  the 
potential of the idea, and makes us feel somewhat 
confident in the solution. Still it is not sufficient to 
claim that the perception from these participants can 
be held as representative for all seniors in Aalborg 
Municipality. 
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The 4 ages of human life
The life of people have earlier been devided in to 3 
overall age periods. As people are living longer and 
the understanding of people are becomming more 
nuanced a new catagorization have been made, 
deviding the earlier third age in to a third and a fourth 
age. Relatively an active and a weak retirement age.
The third age is retired people who are healthy and 
can live an active life independent ly of help from the 
health care system. People in the fourth age are retired 
people who are weak and are dependent of care from 
others.

The focus for the project is to strengthen the social 
network of pensioners in order for them to live a good 
life, and by creating a strong social life prevent or delay 
weakness period and dependence of the helth care 
sector. For that reason the target group of the project 
is the people in the third age, so that their fourth age 
possibly can be delayd due to a better social relations 
and happier life.
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