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Thank you to all the
creators,
co designers,
end users, public sector,
SME and academics



What were we trying to do:

Using Technology to support social
interaction

Social Media interface to engage
young people

Online Platforms to empower
informal care givers

Testing and validating tools and
apps



How: Quadruple Helix Co Design
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Young Worries



Game on informal care for

students CMO STAMM
e Game on informal care for students

Young Worries

* CMO STAMM

* Ingeborg Kooger
e Adviseur
 //06460 784 44



Role Playing Game:

Selecting Character names, genders and roles

C1is 14 years old and lives with her mother in a
relatively small home. His mother has had a car
accident two years ago, which makes her walking and
having problems with it daily. Long standing or walking
is difficult and with a lot of pain, so she is almost
always in her wheelchair.

C1 is therefore responsible for many matters in and
around the household. So she does the shopping every
day helps a hand with cooking and cleaning. Character
1 is in the 2nd grade of high school. She tries her best
but unfortunately the school results suffer from
performing all tasks for mother.




Perfect Teenage Dreams















C1 will be late for school if she doesn't go to school right away.
Dilemma 1: Character 1 is buttering bread in the kitchen and his
mother asks if he can make an extra sandwich spread. 7?77?77

Dilemma: make an extra sandwich for mother, or go to school?






C1 did not do her homework. ®

Dilemma

Let your character tell teacher about their home
situation,

or keep quiet?






























Learning through
Play and Narrative

Why? target group shape the story themselves of the game with
the help of making choices.

option to enter the game to experiment and experience what is
involved in being a young caregiver.

two roles available per gender to play.

If the user cannot recognize themselves and is not a young
caregiver, the game shows how a younger can recognize signals
from a young caregiver.

It also shows how important it is to to discuss the subject with each
other






VR-based simulation
e Songdalen



Movie Presentation







University College South Denma

www.ucsyd.dk



http://www.ucsyd.dk/

Health communication

 Education for volunteers,
professionals and volunteer
students

* with the focus on health
communication and supporting
the education by testing and using
an existing health educational tool,
in the form of an e-learning
platform.



The project objectives

* promote the health
literacy among the
informal carers.

* Improve cooperation
petween volunteers,
orofessionals and informal
cares in health
communication matters
for citizens in Esbjerg
Municipality.




Background

* From a concept developed through a user-
driven innovation process actively involving
professionals, family members, and
especially end users.

* The concept consists a guide, two theoretical
models, and seven dialogue tools.

* A central element is a positive, dynamic and
constructive collaboration between end
users and volunteers.



How and what?

courses facilitate a better basic
understanding and skills for volunteers and
professionals of how to have conversations
on health issues with the informal cares.

Build confidence to handle conversations
with a health promotion approach of both
volunteers and professionals.

Developing an e-learning platform "Guide
to health communication” to maintain and
sustain learning both in the courses and
after project completion.



E-Learning

* Developed in collaboration
with the Region of Southern
Denmark

e Target group: Volunteers and
professionals

* Implemented in the course
"health promotion
communication”



Three elements are necessary for volunteers to
facilitate a collaborative approach

e Dialogue about the setting: discuss
and balance expectations about the
setting.

e Sharing of knowledge: explore the
user’s resources, social relations,
lifestyle and values.

* Reflection about readiness to change:
discuss and explore the user’s
motivation for health behaviour
change, rather than assuming that
the user wants to engage in a certain
behaviour.



* Dialogue
tools






FRIDA

« EVRY is a leading IT company in the Nordic region.
Through advice, technology and solutions,

« EVRY brings information to life, creating value for

our customers' business to the benefit of society.

Merete Myren

 With a combination of extensive industry

experience and a customer centric approach, as

well as international capabilities and local

presence, we help customers realise the full

potential of IT.

evry.com



http://www.evry.com/

FRIDA by EVRY

The software matched the preliminary need’s analysis from workshop
with end-users

Aim: Management of volunteers in the municipal service
Where? Two municipalities Southern Norway: Vennesla and Grimstad

Overview of User Journey - See Next slides



Smartphone
App



Smartphone
User
Interface



























Mantelzorg

* Websites
. https://www.mantelzorginfopunt.nl/
— and

« www.mantelzorghub.be



https://www.mantelzorginfopunt.nl/
http://www.mantelzorghub.be/
















Aalst cooperation with IDROPS, a social innovation agency that was to support
caregivers.

Based on Human-Centered Design (HCD) the focus was on the needs of
informal carers, caregivers. HCD is a creative way to solve problems and face
societal challenges.

The target group, caregivers themselves, participated in the process

This resulted in ‘the informal care HUB (De MantelzorgHUB)’ = an overarching
concept to support caregivers, cities, municipalities and local care players.



The informal care HUB to provides answers to the
challenges and concerns of caregivers:

Relaxation: ‘me-time’ and pursuit own interests

Network: social contact with people in similar situations,
appreciation

Accessible information: administrative and financial support

Exchange of experiences: learn from each other to strengthen
the care, psychosocial support



This consists of a monthly
‘caregiver café’ (in the city
of Aalst this is called ‘De
Palto’),

the ‘caregiver academy’ to
coach care professionals
and caregivers,

and also ‘caregivers online’
with the digital platform:
www.mantelzorghub.be.



http://www.mantelzorghub.be/

www.mantelzorghub.be

homepage of the
informal care HUB
for all cities and
municipalities,


http://www.mantelzorghub.be/

The names were all
chosen by a core
group of local
informal carers.

Most of them are a
‘dialect” reference to
informal care or
listening to each
other.

informal care cafés.



The menu: ‘
Who is Who’- ‘Chat’ — ‘Calendar’ — ‘News’ — ‘Information database’.

‘De Palto’



For example, a few
times a year a care
café especially about
dementia is organised
in Aalst.

Event calendar, with the coming informal care café’s,
but also other interesting local activities to caregivers.



Finally, the platform also consists of a ‘who is who’ — page

and the possibility to chat with each other.

Say hi !!






Thank youl!

Sally Cameron

Stuart Beveridge



e Collaboration

Understanding
Needs



Access Technology Roadshows

Engaging Student
Volunteers

Turning Students into
evangelists

Using Co-Design as a tool

Scott Burrows, Shelby Lusk
Alison Duffy, Paula Forbes
Ken Scott-Brown

On the road with an interactive co-design roadshow.



Abertay Challenge RoadShow

2018 e General Tech Wishes

2019 . Specific Changes to App



A tool to

Play to facilitate play

introduce touch and social

screens and interaction

tablet between

technology volunteers and
clients

Where®Bsychology¥eets%hechnology%

TheSsigeofgamingS-Yision§or$iclon!s © Abertay%niversity%



Garden Games through Co-design

TAPOLOGY%
© Abertay®niversity%

The game requires the user to use their finger to drag the bucket left and right and
catch the rain drops.
The bucket moves more quickly at each level to increase playability.



Word Games through Co-design

TAPOLOGY%
© Abertay®niversity%

The game requires the user to use their finger to drag the bucket left and right and
catch the rain drops.
The bucket moves more quickly at each level to increase playability.



Participatory Co Design



RECAP



InforCare
N S I I
B

See it your way, In Norway...

What have we seen?



In For Care User Test Design and presentation of developed ICT
solutions:

Game for Informal Carers — understanding and telling stories
VR Simulation — creating empathy

E-learning Programme — enhancing knowledge

FRIDA — Empowering volunteers and coordinatorsl|

Jocce Family Carer App — Facilitating Families

Mantelzorg Hub — Connecting Communities

SeeScape & Abertay — CoDesigning Connections



DNA: Quadruple Helix Co Design



RECAP

Overall



Lessons learned

Define your target users

Involve user representatives in all the
stages

Continuously evaluate preliminary
needs’ fitting (with users)

Facilitate dialogue between provider
and end-users.



Challenges

1. Does the solution cover
the user needs
(Continuous Assessment)?

2. Is the provider listening
and understanding
updated user needs and
accordingly
accommodating system
functionality?



Meet the teams
learn about the work






Info. database, like
‘Google’.

A caregiver can
write any word to
search the right
LOCAL information.

Can also search categories on the page, for example: dementia, financial support, cancer,
informal care associations, relaxation, home care,...



Results (Spring 2019)

* The quantitative and qualitative results of Improve the effectivenes
the pilot course (autumn 2018) where 12 s of delivery
volunteers and 6 professionals attended  of(healthcar e) services

showed: by enhanced cooperation
* 86% find that the course "greatly" or between formal and
"some degree" has strengthened their informal network

knowledge of health communication.

* 93% experience the course has provided
inspiration for how they can use health
communication to improve the health of
the citizen's relatives and networks.

network



