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Executive summary 

The user experience design was one of the main activities from the first meetings and interviews held 

with the end-users. Through them, end-users from Switzerland, Italy and Norway have gathered 

needs, challenges, and expectations, which have been then transformed into technical requirements, 

mock-ups, and dashboards. The screens and interfaces provided as mock-ups in the first version of the 

current deliverable (D2.3v1) were created considering the end users requirements the engAGE 

platform services and components such as screens from Pepper robot tablet or Memas. Those mock-

ups were the basis for our design reflections and the starting point for the end-users' evaluation.  

Considering the received feedback the mock-ups have been improved and evolved for the current 

version of the deliverable (D2.3v2) aiming to provide a better design of the engAGE solution to end-

users, who will, in the next steps, decide whether their needs have been understood and what changes 

still need to be done to tackle design issues. 

Some of the mock-ups have been already implemented and transformed into graphical user interfaces 

ŎǳǎǘƻƳƛȊŜŘ ǘƻ ǘƘŜ ŜƭŘŜǊǎΩ ǿƛǎƘŜǎ ŀƴŘ ƴŜŜŘǎ ǿƘƛƭŜ ŎƻƴǎƛŘŜǊƛƴƎ ǘƘŜ ǎǇŜŎƛŦƛŎ ǊŜǉǳƛǊŜƳŜƴǘǎ ƻŦ ŜƭŘŜǊǎ ǿƛǘƘ 

MCI. Heuristic evaluations are underway and used to measure the end-user satisfaction and 

experience in using the engAGE services interfaces: 1 round of heuristic evaluations with at least one 

usability expert per end-user partner and 2-3 participants per user-profiles and per end-user partner 

for usability testing in the 1st version of the prototype lab testing trials. 
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1 Introduction 

engAGE is a virtual assistant offering support to elderly population who is facing some cognitive issues. 

The aim of the project to combat and slow down cognitive decline progression, to enhance the 

intrinsic capacity of the users, and to support the wellbeing of older persons with mild cognitive 

impairment (MCI). The services that will be provided on the robot solution have already been sorted 

out by end-users and are, among other things, presented in this deliverable.  

engAGE project adopts a user-centred methodology. The enhanced mock-ups and dashboards 

presented in this deliverable are relevant to end-users who will be involved through all project phases 

to highlight the usability of the mock-ups but also the usefulness of the system and the added value 

of this tool in cognitive impairment. 

In this deliverable, enhanced mock-ups, and dashboards of tasks T2.3 will be presented and explained. 

Before presenting these screens a short reminder on the extracted user needs and requirements will 

be provided. 

1.1 Intended Audience 

This document is of interest to all those who are in contact with elderly person suffering from cognitive 

impairment: formal or informal (relatives and friends) caregivers, doctors, hospitals, care centres or 

insurance companies. Anyone interested in innovative projects related to digital assistance and 

transitional carŜ ƻǊ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ǘƘŜ ƴŜǿ ǘŜŎƘƴƻƭƻƎƛŜǎΩ ŎƻƴǘǊƛōǳǘƛƻƴ ƛƴ ŀ ŎŀǊŜ ŦƛŜƭŘΣ ǿƛƭƭ ŀƭǎƻ ōŜ 

interested in reading this document. 

1.2 Relations to other activities 

The ²tн ά9ƴŘ-user continuous involvement and co-ŎǊŜŀǘƛƻƴέ Ƴŀƛƴ ƻōƧŜŎǘƛǾŜǎ are firstly to set up end-

users needs and technical requirements, but also to build a first draft of the solution using mock-ups. 

The aim of WP2 is then to create a first version of the engAGE solution, to present it to end-users 

during evaluation periods. WP2 is then firmly linked to tƘŜ ²tо ά¢ŜǎǘƛƴƎ ϧ 9Ǿŀƭǳŀǘƛƻƴέ, as it will serve 

as a basis for end-users meeting but is also linked to WP1 as it will guide technical partners on how to 

develop and integrate the requirements wanted on the engAGE system. 

1.3 Document overview 

The Deliverable D2.3 is organised as follows: 

¶ Section 2 presents the summary of the requirements established for the mock-ups; 

¶ Section 3 presents the enhanced set of mock-ups and dashboards όǎŎǊŜŜƴǎ ŦǊƻƳ tŜǇǇŜǊΩǎ 

tablet, from the mobile application gateway and the MEMAS application); 

¶ Section 4 presents the heuristic evaluation protocol to be used by end-user partners; 

¶ Section 5 concludes the deliverable. 
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2 Requirements summary 

According to deliverables D2.1 and D2.2, the end-users needs, and requirements have been 

categorised in 4 different sections:  

¶ Motivational: SMCI must be cheered while playing, but the system must not be childish  

o Games and cognitive stimulation must be available in the institution and at the SMCIs 

home to motivate them to use the system at home too 

o IŀǾŜ ǎƻƳŜ ƳƻǘƛǾŀǘƛƻƴŀƭ ǉǳƻǘŜǎ ǘƻ ƘŜƭǇ ǘƘŜ ǎŜƴƛƻǊ ƛŦ ƘŜκǎƘŜ ŘƻŜǎƴΩǘ ŦŜŜƭ ǿŜƭƭΣ ǿŀǎ 

wrong or needs help to go through the exercises; to make it more alive 

o SMCIs must be motivated to do more physical exercises, depending on their score and 

mobility capacities the system should push them to go through physical exercises 

o {ȅǎǘŜƳ Ƴǳǎǘ ǇǊƻǾƛŘŜ ǎƻƳŜ ƎŀƳƛŦƛŎŀǘƛƻƴ ǘƻ ƳƻǘƛǾŀǘŜ {a/Lǎ ǘƻ ŀŎƘƛŜǾŜ Ǝƻŀƭǎ ŀƴŘ ŘƻƴΩǘ 

give up 

o Motivation settings must not be offensive or infantilizing 

¶ Analytic: the system must provide some score and guidance on the cognitive state to know if 

ƛǘΩǎ ƳŀƛƴǘŀƛƴŜŘ ƻǊ ƴƻǘ  

o ¢ƘŜ ǎȅǎǘŜƳ Ƴǳǎǘ ƛƴŦƻǊƳ ƻƴ ǘƘŜ ǇǊƻƎǊŜǎǎ ƻǊ ǊŜƎǊŜǎǎƛƻƴ ƻŦ ǘƘŜ {a/LΩǎ ŎƻƎƴƛǘƛǾŜ ǎǘŀǘŜ 

o engAGE system must be able to spot alarm signs, by taking the information of the 

recorded scores and forwarding it  

o The well-being of the SMCI must also be analysed, it would help to provide some 

motivational quotes  

o Carers must have access to the data gathered by the system at any time, so they can 

have an eye on the system analytics and follow up by their own 

o A history of SMCIs actions and scores should be added to the system, end-users must 

be able to read their score and be aware of the games already done and the levels 

completed 

o The platform should monitor sleeping, physical activity and movement habits; vital 

signs (heart rate, blood pressure, blood oxygen level, etc); state of IoT devices and 

their connectivity and warn relevant personnel of persistent errors. 

o Bad results should come with recommendation and not be scaring 

o All data collected must be securely stored, and accessible by authorized and 

authenticated users. 

¶ Design: most use cases regarding seniors must be included and some features must be 

specially designed for the target audience  

o Motivational settings must be customized or personalized to offer a better adherence 

(SMCIs can have a system that matches with them) 

o The design must consider the security of data. Data gathered by the system must be 

secured and only used for analysing SMCIs situation 

o Indicators must be designed to help SMCI to complete a game, but also gamification 

Ƴǳǎǘ ōŜ ǇŀǊǘ ƻŦ ǘƘŜ ƎŀƳŜ ǇǊƻŎŜǎǎ ǘƻ Ƴŀƛƴǘŀƛƴ {a/LΩǎ ƛƴǘŜǊŜǎǘ 

o Interfaces must be readable and funny to use to have a better adherence 

o The graphic elements should be spaced, the font should be big enough, with quiet 

ƳǳǎƛŎ ƛƴ ǘƘŜ ōŀŎƪƎǊƻǳƴŘ ǘƻ ƘŜƭǇ {a/L ǘƻ ǊŜƳŀƛƴ ŎŀƭƳ ŀƴŘ ŘƻƴΩǘ ŦŜŜƭ ŘƛǎƻǊƛŜƴǘŜŘ 
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o The system should be designed to offer SMCIs control on the information gathered 

(clickable options to share scores, share cognitive analyses or well-being evaluation) 

o Interactions should be designed in a way for SMCI to feel qualitatively supported as 

well by the machine as by a human 

o Formal carers need a system simple to use and non-time-consuming 

o Self-reporting for primary end users, for cognitive function and perceived health and 

wellbeing should be provided. 

o Video meetings for video calls to friends and family must be available 

¶ Training: SMCI and carers must be trained or encouraged to use the system, ideally with a 

chat-box or any digital solution  

o The aim of the training is to maintain SMCI's cognitive state and try to improve it 

o Informal carers must receive motivational tips and advice to better face their 

ōŜƭƻǾŜŘǎΩ ŎƻƎƴƛǘƛǾŜ ŘŜǘŜǊƛƻǊŀǘƛƻƴΣ ƛǘ ǿƛƭƭ ōŜ ŀ ƪƛƴŘ ƻŦ ǘǊŀƛƴƛƴƎ ŦƻǊ ǘƘŜƳ ƛƴ ǿƘƛŎƘ ǘƘŜȅ 

will find supportive actions they can reproduce 

o The system must suggest SMCIs games and levels of difficulties depending on the 

results obtained, it would by the way also train them to better understand how to 

select games depending on their state of mind 

o Interfaces and the information should not be intrusive but must reassure and 

ŜƴŎƻǳǊŀƎŜ {a/Lǎ ǘƻ ǳǎŜ ǘƘŜ ǎȅǎǘŜƳΣ {a/L ŘƻƴΩǘ ƘŀǾŜ ǘƻ ŦŜŜƭ ŦƻǊŎŜŘ ǘƻ Ǉƭŀȅ ŀ ƎŀƳŜ  

o Training elements must provide enough satisfaction to help SMCI to accept the 

solution as a new tool and to be more confident to rely on technology 

o Formal carers feel the need to be trained to solve technical bugs on the system  

o Carers using MEMAS application must also be trained to configure the MEMAS client 

and adapt the services to the cognitive abilities of the SMCI. 
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3 Updated mock-ups and dashboards 

The initial mock-ups have been created after two important tasks. The first one is the task T2.1 in 

which end-users' partners (HUG, KRD, and INRCA) had meetings with seniors with mild cognitive 

ƛƳǇŀƛǊƳŜƴǘ ŀƴŘ ǘƘŜƛǊ ŎŀǊŜǊΦ 5ǳǊƛƴƎ ǘƘƛǎ ǇŜǊƛƻŘΣ ƴŜŜŘǎΣ ŎƘŀƭƭŜƴƎŜǎΣ ŜȄǇŜŎǘŀǘƛƻƴǎ ōǳǘ ŀƭǎƻ ǊƻōƻǘΩǎ 

actions have been gathered to present a use case scenario to technical partners. Results from T2.1 

have been analysed by technical partners (TUC, IRIS, TLU and KRD) to identify functional and non-

functional requirement to develop the engAGE system, in task T2.2. The analysis has been supported 

by end-users' partners who were more aware of the co-creation results and therefore useful to help 

on deciding what would suit SMCI the best.  

The following sub-sections presented the enhanced and updated mock-ups and dashboards that 

consider all iterations and design improvements in the development of the prototype in WP1 as well 

as early feedback from end-users. 

3.1 Social Robot Coaching and Cognitive Stimulation  

Social Robot Coaching and Cognitive Stimulation (SRCCS) will create interactive functionalities for 

Pepper Robot to act as a companion for the older adults. The Pepper robot has the advantage of 

having a tablet on its chest, which will serve to display several contents and screens. To be sure that 

the design and UX of the content are readable and appreciated by SMCI, different screens have been 

created. 

3.1.1 First interaction 

The Pepper robot must be able to start an interaction or to understand when an SMCI wants to interact 

with it. The first screen appearing must then be filled with some general information: place where the 

person is located (name of the institution), clear references to the current date and time (basic 

information) and an information button, which can link the SMCI to the engAGE website, a 

demonstration video, etc. 

 

Figure 1: Screen of presentation 
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Different screens will appear depending on the ǎŜƴƛƻǊǎΩ ŀƴǎǿŜǊǎΦ ²ƘŜƴ ǘƘŜ ŀƴǎǿŜǊ ƛǎ ǇƻǎƛǘƛǾŜΣ ǘƘŜȅ 

will be automatically derived to a screen asking them if they are a new user or if they had already been 

registered in the system. If the answer is negative, the robot will present a screen to say goodbye to 

the SMCI. As they suffer from cognitive impairments, an added button, comparing to the last screen, 

ǿƛƭƭ ōŜ ǇǊƻǾƛŘŜŘΥ άL ŘƻƴΩǘ ǊŜƳŜƳōŜǊέΦ Now the information button has turned into a help button, 

which will serve to call formal carers of the institution to the rescue. 

 

Figure 2: Follow-up screen asking for existing account 

3.1.2 ID logging / account 

Depending on the previous answer of the SMCI, the senior will have to enter his/her ID. If the SMCI is 

a new user, a screen with three steps to do will appear, to help the senior to create a secure but easy 

account to remember.  

 

 

Figure 3: Help to create an easy to remember and secure ID 
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The step 1 asks the senior to write her/his surname, step 2 the name and step 3 the birth year. When 

the senior will complete these 3 steps, an ID will be automatically generated. Once the whole blocks 

completed, an announcement will appear to inform the senior on his/her registration, in which the 

άL5 ŎǊŜŀǘŜŘέ ǿƛƭƭ ōŜ ǊŜǇŜŀǘŜŘΦ Lǘ ǿƛll help the senior to remind him/her the username. 

All accounts will be composed of their first name-surname-year of birth. For example, 

JackJohnson1944. 

3.1.3 Profile ς Dashboard score 

The following screen will allow the SMCI to complete their profile. They will be asked to save their 

birth date, the place they are living and their phone number. If they want, they can also take a picture 

of themselves to save on their profile. They will also have the possibility to enter data of their informal 

carer: name, surname; phone number, living city. Maybe a carer must assist in creating user 

information, both for the SMCI and the carer. So, if an emergency or a problem occur, relatives can be 

notified. 

 

Figure 4: Profile screen 

When approaching the information button or when arriving on this screen, a pop-up message will 

appear aside the information button. The pop-up will announce that by clicking on the information 

button, end-users will find information about the data storage and security. Also, instead of a green 

ōǳǘǘƻƴ άǇƭŀȅέ ŀ άǎŀǾŜ ōǳǘǘƻƴέ ǿƛƭƭ ōŜ ŘƛǎǇƭŀȅŜŘ ƻƴ ǘƘŜ ōƻǘǘƻƳ ǊƛƎƘǘΦ 

3.1.4 Cognitive gameǎΩ menu 

Once the account is created, the profile completed, the engAGE user will arrive on the cognitive 

ƎŀƳŜǎΩ menu. On this screen the 4 different types of games will be displayed with nice pictures 

illustrating them. On the screen, SMCI will have to click to choose between: familiar games, quizzes, 

physical games, and story/plays telling. Once the game selected, SMCI will have to click on the green 

button to start the game. 

Once the type of game selected, the SMCI will be redirected to a new screen in which all the games 

corresponding to the type selected will be displayed (see Figure 5). Notice, that on the top of the 

screen, the ID of the senior will be shown. The purpose of displaying their ID is to help them to 
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ǊŜƳŜƳōŜǊ ƛǘ ōȅ ǘƘŜƳǎŜƭǾŜǎΦ LǘΩǎ ŀƭǎƻ ŀ ōŀǎƛŎ ƛƴŦƻǊƳŀǘƛƻƴ ǘƘŀǘ ƛǎ ƴŜŜŘŜŘ ŦƻǊ ǘƘƛǎ ƪƛƴŘ ƻŦ ǘŀǊƎŜǘ ƎǊƻǳǇ ŀǎ 

ǘƘŜȅ ƻŦǘŜƴ ŦŜŜƭ ƭƻǎǘΣ ŘƛǎƻǊƛŜƴǘŜŘΣ ƻǊ ŘƻƴΩǘ ǊŜƳŜƳōŜǊ ǿƘŀǘ ǘƘŜȅ ǿŜǊŜ ŘƻƛƴƎΦ  

NOTE:  The actual implementation may differ from this. An overriding principle for services to people 

with MCI is to keep the interface very simple. Not overload it with unnecessary information. 

¶ LŦ ǘƘŜ {a/L ǎŜƭŜŎǘǎ ǘƘŜ άFamiliar gamesέ όǘƻ ōŜ ǳƴŘŜǊǎǘƻƻŘ ŀǎ ƪƴƻǿƴ ŀƴŘ ƻŦǘŜƴ ǇƭŀȅŜŘ ƎŀƳŜǎ 

and not as family games), 5 different games will appear. The SMCI will then have the possibility 

to choose between: crossword, karaoke, memory card, sudoku, 7 difference game.  

¶ LŦ ǘƘŜ {a/L ǎŜƭŜŎǘǎ ǘƘŜ άQuizzesέΣ о ŘƛŦŦŜǊŜƴǘ ƎŀƳŜǎ ǿƛƭƭ ŀǇǇŜŀǊΦ ¢ƘŜ {a/L ǿƛƭƭ ǘƘen have the 

possibility to choose between: a picture quiz, a musical quiz, or a cultural quiz.  

¶ LŦ ǘƘŜ {a/L ǎŜƭŜŎǘǎ ǘƘŜ άPhysical gamesέΣ о ŘƛŦŦŜǊŜƴǘ ƎŀƳŜǎ ǿƛƭƭ ŀǇǇŜŀǊΦ ¢ƘŜ {a/L ǿƛƭƭ ǘƘŜƴ 

have the possibility to choose between: miming, dancing, and yoga.  

¶ LŦ ǘƘŜ {a/L ǎŜƭŜŎǘǎ ǘƘŜ ά{ǘƻǊȅκǇƭŀȅ ǘŜƭƭƛƴƎέΣ н ŘƛŦŦŜǊŜƴǘ ƎŀƳŜǎ ǿƛƭƭ ŀǇǇŜŀǊΦ ¢ƘŜ {a/L ǿƛƭƭ ǘƘŜƴ 

have the possibility to choose between: story listening or plays/poems reciting.  

  
 

  

Figure 5: Screens of the selected game 

! άbackέ ōǳǘǘƻƴ ǿƛƭƭ ōŜ ŘƛǎǇƭŀȅŜŘ ƻƴ ǘƘŜ ōƻǘǘƻƳ ƭŜŦǘΣ ǎƻ ǘƘŜȅ Ŏŀƴ Ŝŀǎƛƭȅ ǊŜǘǳǊƴ ǘƻ ǘƘŜ ƎŀƳŜΩǎ ƳŜƴǳ ƛŦ 

ǘƘŜȅ ǿŀƴǘ ǘƻ ŎƘŀƴƎŜ ǘƘŜ ǘȅǇŜ ƻŦ ƎŀƳŜΦ hƴ ǘƘŜ ƻǇǇƻǎƛǘŜΣ ōƻǘǘƻƳ ǊƛƎƘǘΣ ŀ ƎǊŜŜƴ άplayέ ōǳǘǘƻƴ ǿƛƭƭ 

appear, to start the game that has been previously pre-selected. 

3.1.5 Settings 

The settings screen will allow end-users to set the brightness, the speakers volume, and the language. 

It may be difficult for them to slip the little dot to vary the brightness and the sound, we suggest then 

to make it possible to click on the icons to gradually do the setting ups. The settings will be provided 

in the MEMAS administration module. 
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Figure 6: Screen of the settings 

3.1.6 Playing games 

For the first prototype we have developed two memory games in which end-users with MCI are invited 

to practice their memory in an active, interactive way, guided by the Pepper robot.  

¶ The Shell Game (or the Glasses Game) is a memory game in which end-users will find 

themselves in common contexts of everyday life (e.g., shopping, at home) and will have to 

remember under which of the glasses they can find the object they are looking for. To earn 

winning points, the end-user must select the correct cup containing the desired 

object/product. 

 

 
Figure 7: Story frames of the game 
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Figure 8: Mixing glasses and the selection of the response 

¶ Sensors-Memory Game is an interactive game that uses many sensors and elements of 

Pepper robot, such as tactile sensors on the robot's hands, head, ŀƴŘ ōŀǎŜΣ ƭŜŘ ƻƴ ǊƻōƻǘΩǎ ŜŀǊǎΣ 

the tablet, voice communication and movements. Using the previous elements, it will exercise 

the end-users' memory. If a colour or a sequence of colours is displayed on the robot's ears, 

the end-user will have to remember them and select the correct answer on the robot's tablet. 

 
Figure 9: Story of the sensors game 
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Figure 10: Choosing the colour displayed on tablet 

 
Figure 11: Choosing the position of Pepper 

3.2 Monitoring, Self-Reporting and Big Data Processing 

The Monitoring, Self-Reporting and Big Data Processing (MSRBD) service has little user interaction 

outside of the use of sensor devices. The service features a mobile application gateway which transfers 

data from sensor devices and into the cloud (see deliverable D1.1). In the first iteration, the user wears 

an activity tracker, and the mobile app transfers activity tracker data from the Fitbit service and into 

the MLCDA service of engAGE. It does so automatically while running in the background on the mobile 

device of the primary user. There is a one-time initiation where the user needs to authenticate with 

both TelluCare and the Fitbit service. Thereafter the user does not normally need to interact with the 

app, but it needs a user interface to show status and allow turning data transfer off and/or logging out 

of accounts. The user is notified of any errors in the data transfer with notifications on the mobile 

device. The mobile app is an engAGE-specific development of ¢ŜƭƭǳΩǎ 5ƛŀƭƻƎƎ ŀǇǇΣ ǿƘƛŎƘ ƛǎ ¢Ŝƭƭǳ/ŀǊŜΩǎ 

mobile interface for patients. This can be extended with more functionality in later iterations. 

3.2.1 Logging in 

The first time the app starts, you are asked to enter the name of the service it should connect to. Enter 

άŜƴƎŀƎŜέΦ ¸ƻǳ ǘƘŜƴ ƎŜǘ ǘƘŜ ƛƴƛǘƛŀƭ ƭŀƴŘƛƴƎ ǇŀƎŜΣ ǿƛǘƘ ŀ ōǳǘǘƻƴ ǘƻ ƭƻƎ ƛƴ (see Figure 12). The button 

launches the user authentication. For security reasons, the authentication is done in the web interface 
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of an authentication service, not in our app. An example of a user authentication screen is shown on 

the right side of Figure 12. For the initial prototype we use a Dialogg username and password, as 

created in TelluCare. Once signed in, the user will stay signed in until explicitly signing out or the 

authorization service decides the session has expired, so a user should not need to sign in again during 

a trial. 

 

Figure 12: Logging in to the Dialogg mobile gateway app 

3.2.2 Gateway page 

When using the engAGE service, the main page of the app is the 

gateway page (Equipment gateway). From here you can connect 

equipment and turn the gateway on and off. Depending on what 

equipment has been connected, the following items can be available 

here: 

¶ Gateway On/Off: Switch to toggle data transfer. If on, the 

gateway continues to run in the background, to check the 

status of connected devices and transfer data when available. 

Of course, this does nothing until a device has been 

connected. 

¶ Your equipment: Once devices have been added, these are 

shown here. Currently we will only use a Fitbit tracker, and it 

will be listed here once added. The item has a status colour 

and a status text. 

¶ Add new equipment: Options for connecting equipment are 

listed here. The option to connect a Fitbit account is given here 

when not already done. No other devices will be used in the Figure 13: Main gateway page 
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first prototype iteration, but Dialogg also has the option of connecting various Bluetooth 

devices. 

¶ Gateway log: Opens the gateway log page, which lists operations performed by the gateway. 

In addition, there is a clickable field in the top right corner of the app. This has the name of the logged 

in user and a user profile icon. This brings up a secondary menu, with less important features of the 

app, related to user profile and settings. 

3.2.3 Profile & Settings 

The profile and settings are available from the top right of the main 

gateway page. It has a button to log out, in case you need to switch 

account or stop using the app. The rest are a set of standard 

features of the Dialogg app, which are not normally needed by the 

primary user in engAGE. 

¶ Care profile: Shows information stored about the patient in 

TelluCare (not currently used). 

¶ Notifications: Settings for receiving notifications from 

TelluCare (not currently used). 

¶ !ǳŘƛǘƭƻƎΥ [ƻƎ ƻŦ ǿƘƻ Ƙŀǎ ŀŎŎŜǎǎŜŘ ŀ ǇŀǘƛŜƴǘΩǎ Řŀǘŀ ƛƴ 

TelluCare. 

¶ Status: Shows various status information about the app and 

service. Useful for debugging errors. 

¶ tǊƛǾŀŎȅ ǎǘŀǘŜƳŜƴǘΥ ²Ŝō ǇŀƎŜ ǿƛǘƘ ¢Ŝƭƭǳ/ŀǊŜΩǎ ǎǘŀƴŘŀǊŘ 

privact statement. 

¶ About service: Web page with TelluCare information. 

3.2.4 Fitbit activity tracker 

For engAGE, Dialogg should be used to transfer data from the Fitbit system, which means we need to 

set up a Fitbit bracelet and account and then connect the Dialogg gateway to that Fitbit account. Note 

ǘƘŀǘ ǿŜ ŎŀƴΩǘ ŀŎŎŜǎǎ ǘƘŜ Cƛǘōƛǘ ŘŜǾƛŎŜ ŘƛǊŜŎǘƭȅΣ ƻƴƭȅ ǘƘŜ ǿŜō !tL ƻŦ ǘƘŜ Fitbit service. The Fitbit must be 

used normally, paired with the Fitbit app, so that data is gathered by the Fitbit service. You can then 

grant access to this data to engAGE through the Dialogg app. This means that the Fitbit app does not 

have to run on the same device as Dialogg ς you could have Fitbit on your personal phone and test 

Dialogg on a tablet. However, it is recommended to have both on the same device, at least to test the 

role of the elderly user. 

Figure 14:Profile and settings menu 
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Figure 15: Fitbit authorization screens 

3.2.4.1 Fitbit setup 

1. Charge the Fitbit with the cable. 

2. Download the Fitbit app on the phone or tablet (search for Fitbit in Google Play). 

3. Create a Fitbit account in the app, unless you already have a Fitbit account you want to use. 

This needs an email and password, used to log in. 

4. Follow the instructions in the app to set things up. You are asked to enter height and weight, 

and to connect the Fitibit to the phone. It may ask you to unlock Fitbit Premium, but this is 

not needed. 

5. Open the Dialogg app, logged in with the Dialogg account you will use. 

6. Select Connect Fitbit on the Equipment gateway page. This opens a Fitbit screen, with some 

information and the status. 

7. Press the Connect button to connect a Fitbit account to Dialogg and the engAGE system. This 

opens a web view for the Fitbit service (this is not part of Dialogg). You may be asked to log in 

with the Fitbit username and password. Next, you are told which application is requesting 

access and to what data. Give access to the requested data (select Allow All and press the 

Allow-button). 

8. After connecting, the Fitbit page in Dialogg should show the status as Connected, and there 

will be a button to disconnect. The main Equipment page will list the Fitbit as connected. 

9. On the Fitbit page, there is a button to Test connection, which can be used to check that data 

can be transferred from the Fitbit service. 

3.2.4.2 Fitbit usage 

Once the Fitbit connection has been made, the gateway can be turned on with the switch on the main 

page. If the gateway is on, the app should regularly check in with the Fitbit service to check status and 




































