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Abstract

“"Care" according to Heidegger is the fundamental structure
of existence and the totality of determinations of being of
Dasein (which is the being-there is both being with). Care is
the expression of the relationship between man and others
and can be inauthentic or authentic. Inauthentic care takes
care away from others by directly providing them with what
they need; it is therefore directed towards objects more than
towards men. Authentic care, on the other hand, helps others
to take on their own care and therefore to be free to realize
their own being; it is an expression of “coexisting”. Accord-
ing to Heidegger, therefore, authentic care is a care that con-
cerns people and that allows people to possess the tools to
be-there.

This difference, apparently subtle but very profound, offers
an interesting ground for reflection in the field of design and
on the role that the designer can assume in this context. Can
design tools, methods and processes be exploited to take care
of others in the Heideggerian sense of the term?

This contribution wants to offer an example of taking care
of the elderly through the tools of design. The research pre-
sented is part of the field of animated communication design
and has as its objective the construction of a series of strate-
gies to be offered to the designer in order to produce inclusive
animated artifacts towards the older segment of the popula-
tion. Through the presentation of three case studies carried
out following these strategies, it will be clear how creating an
inclusive animated product towards seniors is more inclusive
also for all the other users.

The taking care of the elderly by design not only makes
sense from the point of view of wanting to reach as wide an
audience as possible, but it also assumes an ethical imperative.
The digital technology universe can offer a wealth of informa-
tion, empowerment, and potential; it is therefore not possible
to deny this possibility to a large part of society.
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Introcdluction

Taking care is an act that belongs to different disciplines; it
does not only refer to the affective field, but has its reflec-
tions in many other fields, including sociology, psychology

and philosophy. According to the German philosopher Martin
Heidegger, “cure” is the fundamental structure of existence
and the totality of the determinations of being in being there.

Since existence, for Heidegger, is being in the world, there-
fore being among others, care is precisely the expression of the
relationship between man and others. According to the philos-
opher, there are two extreme possibilities for ways of caring. On
the one hand, caring can in a certain way relieve the other from
“caring” by replacing him in caring, stepping in his place. This
taking care assumes, on behalf of the other, what one has to
take care of. Heidegger calls this type of care “inauthentic”. On
the opposite side, there is the possibility of taking care which,
instead of intruding in the place of others, presupposes them
in their ability to be existential, not to deprive them of their
“care”, but to authentically insert them in it. This form of taking
care, which essentially concerns authentic care, i.e. the exist-
ence of the other and not something he takes care of, helps
the other to become transparent in his own care and free for it
(Heidegger, 1929). Therefore, inauthentic care takes care away
from others by directly providing them with what they need; it
is therefore directed towards objects more than towards men.
On the contrary, authentic care, according to Heidegger, is a
care that concerns people and in particular that allows people
to possess the tools to "be there”.

This difference, apparently subtle but actually very pro-
found, offers an interesting ground for reflection in the field
of design and on the role that the designer can assume in this
context. Can communication design tools, methods and pro-
cesses be exploited to take care of others in the Heideggerian
sense of the term?

This contribution aims to offer a reflection, through the
presentation of three case studies, on how through the tools of
design, with particular reference to the animated communica-
tion field, the designer manages to “take care” of the older part
of the population.

The seniors: a growing range of users

with some peculiarities

The seniors represent a growing segment of the population:
the lengthening of life and the decrease in birth rates promises
a growth in the number of people over the age of 65 at a global
level: it is estimated that in the next fifty years, 30% of people
in Europe will be aged 65 or over which is 10% older than they
are now (European Commission, 2020; Eurostat, 2020a).

Handle with care/




The intersection between the progressive aging of the pop-
ulation and the diffusion of technology in many aspects of dai-
ly life (work, education, health care, information, socialization,
bureaucratic duties, physical activity, etc.), brings an ever-in-
creasing number of over 65s online (Eurostat, 2020b). In fact,
not considering seniors, with their unique needs and abilities,
as possible users of a digital communication product implies
the potential exclusion of an increasingly large segment of the
population from using that specific product, with all the result-
ing disadvantages.

Beyond that, the use of technology has the potential to play
a critical role in supporting older adults to maintain healthy
levels of sociability, foster connection, learning and recreation
while bringing significant benefits to their lives. (Oppenauer,
2009; Wister et al, 2021).

So, given the explosion of various forms of social media
and online learning programs, given the ubiquitous use of tech-
nology in everyday life and the importance of it in maintaining
independent living, it is understandable how much it is impor-
tant to contribute to finding design strategies that can meet
the needs, preferences and abilities of older people in using
digital products or services. Therefore, when well designed and
easily accessible, they can contribute to well-being and quality
of life, support independence and self-reliance, and help with
age-related issues and other limitations. (Neves and Vetere,
2019; Rogers et al, 2020).

Proper attention to design in all its processes is the key to
eliminating the frustrations that are often linked to the use of
new media by the elderly.

Although the data on the increase in the viewing of online
videos by seniors are encouraging (Ericson Consumer & Indus-
tryLAb, 2021) it should be stressed, however, that unfortunate-
ly the elderly are also the least expert class in the exploitation
of digital technologies; precisely for this reason, compared to
young people, there is a substantial gap also due to the dispari-
ty of digital skills and less experience in the use of new technol-
ogies (Friemel, 2014; Guo, 2017; Hargittai et al,, 2019; Hunsaker
and Hargittai, 2018; Moore and Hancock, 2020).

These differences in experience and technological profi-
ciency are important to consider when designing digital prod-
ucts, services and systems. Any designer has the task of con-
sidering that the experience, competence and attitudes of the
elderly towards technology are different from those of young
people: not considering it in the design phase can potentially
exclude a very wide range of possible users.

To these social and historical problems are added the phys-
ical and cognitive limitations related to age, which sooner or
later almost everyone experiences during their elderly life.

Animated project tools for an inclusive design
for seniors
Although there is substantial variability among the elderly in
terms of skills, attitudes, experience and preferences, and this
variability should not be ignored, younger or older adults vary
some of their psychophysical characteristics in a predictable
way: some of the most relevant differences are related to per-
ceptual and cognitive abilities, movement control, experience
and attitudes with technology (Boot et al, 2020; Panadisi, 2022)
For each of these areas, there are some design strategies to
consider, which are derived from existing guidelines and scien-
tific literature on the subject, as well as from design experience
in motion design.

When you think of watching a video on a smartphone
screen, you immediately think of seeing and hearing: These
represent the most important forms of exchange with the
environment and both senses are subject to significant
age-related loss that begins quite early in adult life (Wahl
Hans-Werner, 2003).

As for the field of vision, one of the main problems is the
inability to see all the elements on the display correctly; the vi-
sion problems that most frequently occur with advancing age
include the lesser amount of light reaching the retina, the yel-
lowing of the lens, more difficulty focusing in cases of sudden
changes in brightness and the early stage of cataract causes
blurring (McLaughlin & Pak, 2020).

If the product is designed to be used on muiltiple platforms
- in the field of visual intelligibility - it must above all be visible
and readable on the different screens and in different formats:
the 16:9 format, for example, which is most often used to cre-
ate videos on smartphone screens, is definitely an outdated
format and should be replaced by vertical or square formats.
The excess of information, the overlapping of images and
graphics in the same picture and the use of bright, high con-
trast colours can also lead to visual disturbances.

Like sight, hearing is one of the senses that deteriorates
with age. The ability to listen can affect the ability to interact
properly with systems. In fact, a hearing problem in the context
of modern technology means losing touch with people and
things. Hearing is often thought of as a backup sense to sight,
although it has advantages over vision: It works 360 degrees
around the body and provides greater acuity to detect rapid
or minimal changes in the environment (Michels et al, 2019).
In this case, the important variable is the context in which the
user is viewing the video: The use of subtitles to accompany
the voiceover and describe sounds or music is a very useful
element. It is important that everything can be understood
without sound or with possible background noise in the envi-
ronment. On the other hand, heavily synthesised voices should
be avoided for voiceovers. Prefer voices recorded by humans,
which have more understandable frequencies (McLaughlin &
Pak, 2020).

There are other important factors to consider when design-
ing an animated artefact that adds to hearing and seeing: these
are cognition and movement.

Cognition refers to all the processes by which the brain
receives sensory input - whether from the eyes, ears or other
senses - and transforms, reduces, processes, stores, retrieves
and uses that sensory input (Boot et al. 2020). Some of the
most important cognitive aspects that a communication de-
sigher dealing with audiovisual content must take into account
are processing speed, which includes the speed of recognising
letters and numbers, reading and understanding language; at-
tention, which concerns our ability to process information; and
finally, working memory, which refers specifically to the ability
to keep information active until it is used (Czaja et al, 2019). In
the cognitive domain, one of the most effective design strate-
gies is to create short, clear and simple content, as the atten-
tion threshold of a normal user is always lower and therefore
audiovisual content that does not exceed 90 seconds is the
most effective. To overcome some of the most common cog-
nitive problems, it is useful to include images and diagrams in
the animation to clarify the text and the narrative voice, take
into account that the user does not need to remember and
therefore minimize the viewer’'s memory load by not overload-




ing the attention span by presenting too much information and
text. The last characteristic to be considered is movement;
both accuracy and timing of movement tend to decrease with
age, without any particular pathology.

The main problem in the area of physical capabilities, which
mainly concerns animated artefacts with an interactive com-
ponent, is that smartphones are often used to watch short vid-
eos and the small size of their displays and buttons can make
them difficult to use. Besides choosing an appropriate size and
visibility of the buttons that appear in the interactive videos,
it is much more important to increase the time for inputs by
avoiding timeout operations. Thereforg, it is advisable to add
motion interactions to extend the time for answering a ques-
tion or making a choice.

Starting from the deepening of some of the physical and
cognitive characteristics of the elderly considered relevant
in the interaction with an audiovisual product, the definition
of the strategies in detail was completed, during the PhD re-
search period, thanks to the systematization of these togeth-
er with the principles and guidelines in subject of graphic de-
sign for displays, Ul, UX and web accessibility, the principles of
Universal Design and design for digital products and systems
intended for elderly users and the technical peculiarities of
motion design.

Application of senior-friendly project strategies:
three case studies

Motion design is the most widespread of the new forms of
communication: In recent years it has permeated a wide
range of applications, brand building and identity design, dig-
ital product interfaces, data visualisation, design for TV and
channel brands, exhibitions, advertising and much more. It
uses the principles of visual communication and animation
to convey a message in an engaging and effective way (Brian
Stone & Wahlin, 2018). It is the synthesis of different disci-
plines and combines the static language of visual communi-
cation (graphic design, illustration, photography and painting)
and the dynamic language of animation (film, sound, VFX)
(Shaw, 2015).

Although the term motion design is still quite new
(Kubasiewicz, 2005), both animation and motion graphics
are anything but new techniques. The first dates back to the
nineteenth century (Rondolino 2003), the second emerged in
the 1950s through the opening credits of films and short ani-
mated interludes of television channels (Betancourt, 2013). It
is important to look at the roots of this language: From being a
language of communication limited to a few specific catego-
ries, it has evolved over the last decade into the main language
of the internet, where short animated videos are distributed to
promote, inform, educate and raise awareness on a variety of
topics, products and services. Motion design is not a common
visual language for older people, but it is also not too innovative
to discourage its use.

Therefore, designing animated artifacts that are accessible
to seniors is important both on an ethical and communicative
level: in fact, excluding the elderly from a communicative mes-
sage excludes a large segment of the population.

The videos chosen for the case studies are some of those
made in the context of the PhD research as part of the verifi-
cation of the strategies for producing inclusive animated arti-
facts towards seniors; they are made with different animation

styles and techniques ranging from 2D to 3D. The application
of the design strategies already took place in the pre-produc-
tion phase starting from the concept.

Video 01 | Falls prevent

The first of the three videos that will be presented below deals
with the topic of preventing accidental falls in the elderly. It is
a very sensitive issue for the elderly and is one of the most
frequent problems of hospitalization.

Moderate physical activity is one of the main strategies for
preventing the risk of falling, maintaining good muscle tone
and improving joint flexibility. The video presents some exer-
cises developed hy physiotherapists which, if performed con-
sistently, can contribute to the prevention of accidental falls.

The minimal and clean scenography leaves room for key-
words and subtitles, and the figure performing the exercises
is placed at center stage as the main element of the narrative
(see Figure 1).

Given the need to make the exercises as understandable
as possible, the choice was to create a 2D animation with very
simple characters and backgrounds, colored with flat colors
without shadows, outlines or shades, just to put the focus on
the exercise and not on the character or scenery.
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Figure 1. Frames from Case Study number 1| Link to video 01

The main design strategies used to make the artefact inclu-
sive for seniors were:
» Avoid using bright contrasting colors
» Use a soft, neutral color for the background during the
exercises to make the main subject stand out.
» Using a single pattern for the whole scene to avoid cre-
ating optical disturbances.
» Present the keywords with very large fonts: in this way
they become graphic elements.
» Insert animated graphics (arrows and lines) to improve
the understanding of the animation and the exercise.

Video 02 | The stages of feminism

The second video represents some essential stages of the
feminist movement that took place in the time frame that
goes from its birth to the present day. The animation tech-




nique is a hybrid between 2D and 3D that can be described
with 2.5D; two-dimensional elements are used (in this case
the path, numbers and texts) but within a 3D environment
with a camera that therefore moves in three dimensions. The
scenography is practically empty, a choice designed precisely
to keep the viewer's focus centered on the stages, without
distractions of any kind.

The whole narration is conceived as a long sequence shot
to accentuate the idea of fluidity of the path that the viewer
ideally follows while watching the video. The choice for the
style is to use white for the background and black for the few
elements in the foreground: the sinuous line that simulates the
path and for the dates and small texts that accompany them,
exaggerating the contrast between the elements (see Figure
2). In this particular case the guidelines to be taken into con-
sideration are those to achieve cognitive ease and avoid short-
term memory overload.
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Figure 2. Frames from Case Study number 2 | Link to video 02

» The video is very short.

» Only two colors are used with a very evident contrast
between the background (white-grey) and the fore-
ground elements (black).

» The dates and the short texts that accompany them
are deliberately made out of proportion precisely be-
cause they themselves represent the protagonists of
the narrative.

» The decision to create a practically bare environment,
with the exception of the main elements, is strategic
in order to avoid distractions on the part of the viewer
during the course of the video.

Video 03 | Save waste, save lives

The reduction of food waste is the theme chosen for the
third video, created with a 3D animation technique: all the el-
ements are modeled in the three-dimensional space, which
becomes a real set with the camera and the lights positioned
in order from film studio. The setting is that of a simplified
food industry in which a machine in the center acts as a dis-
play of data and graphics while various types of food move
on a rear conveyor belt. The background is monochromatic

with no other elements to allow the viewer to focus on the
main element. Even the camera is fixed and only graphics,
elements and texts are animated. The narration therefore
presents a single layout for its entire duration: this element is
both functional to underline the importance of the main ele-
ment of the scene which is always placed in the center, and
to facilitate the understanding of the video without tiring the
viewer (see Figure 3). Since this video is informative and has
a good amount of data in relation to the duration time, the
guidelines are taken into account to ensure that this data is
well received and assimilated.

Iniziamo subito
a cambiare le cose.

Figure 3. Frames from Case Study number 3| Link to video 03

» The main element that hosts the data is always placed
in the center of the layout.

» Along with the data, graphic elements are also dis-
played inside it that help clarify the narrative.

» The user does not have to make any effort to search
the screen for information because it is always placed
in the same position.

» The colors used are not particularly bright, but offer a
good contrast between the relevant information and
the background.

Conclusions

In recent years, thanks also to the Covid-19 pandemic, there
has been an increase in the use of new media by seniors, with
a particular increase in the use of motion design artefacts.
This is an important point to ponder: older people, as we have
noted, are a growing demographic worldwide and a signifi-
cant class of digital media users; consequently, it is impor-
tant to consider their specificities in design. It is considered
that after the theoretical analysis of the design of inclusive
digital systems and products and the psychophysical charac-
teristics of seniors that are most stressed when interacting
with an audiovisual product, the designer should consider a
set of strategies to be applied when designing a motion de-
sign artefact. It was clear from the case studies illustrated in
this paper that, if put into practice, these strategies will facil-
itate the resolution of certain visual, auditory, cognitive and
physical problems of seniors mainly related to age. Animated




communication design artifacts created by considering the
physical and cognitive characteristics of users can be a valu-
able tool inincreasing the confidence in the use of new media
by seniors, with all the potential benefits that will derive for
them. After testing these videos with two groups of over 65
users (for a total of 100 users) the response was very positive,
and the design strategies needed few adjustments especially
for the audio part of the project.

References

Betancourt M (2013) The History of Motion Graphics. From Avant-Garde to Industry in
the United States. Rockville, MD: Wildside Press.

Boot W, Charness N, Czaja SJ, et al. (2020) Designing for Older Adults: Case Studies,
Methods, and Tools. CRC Press.

Czaja SJ, Boot WR, Charness N, et al. (2019) Designing for Older Adults: Principles and
Creative Human Factors Approaches, Third Edition. CRC Press.

Czaja SJ (2021) Current findings and issues in technology and aging. Journal of applied
gerontology: the official journal of the Southern Gerontological Society 40(5).
SAGE Publications: 463-465.

Ericson Consumer & IndustryLAb (2021) Seniors and Technology during covid.
Available at: https://www.ericsson.com/en/blog/2021/1/seniors-and-technology-
during-covid (accessed 3 Winter 2022).

European Commission (2020) European Commission Report on the Impact of
Demographic Change. Available at: https://ec.europa.eu/info/sites/default/files/
demography_report_2020_n.pdf.

Eurostat (2020a) Ageing Europe - statistics on population developments. Available at:
https://ec.europa.eu/eurostat/statistics-explained/index.php?title=Ageing_
Europe_-_statistics_on_population_developments (accessed 3 Summer 2022).

Eurostat (2020b) Ageing Europe. Looking at the lives of older people in the EU.
Corselli-Nordblad L and Strandell H (eds.). European Union.

Friemel TN (2014) The digital divide has grown old: Determinants of a digital divide
among seniors. New Media & Society 18(2): 1-19.

Guo PJ (2017) Older Adults Learning Computer Programming: Motivations, Frustrations,
and Design Opportunities. In: CHI '17: Proceedings of the 2017 CHI Conference
on Human Factors in Computing Systems, NY, New York, 2017, pp. 7070-7083.
Association for Computing Machinery.

Hargittai E, Piper AM and Morris MR (2019) From internet access to internet skills:
digital inequality among older adults. Universal access in the information society
18(4). Springer Science and Business Media LLC: 881-890.

Heidegger M (1927) Essere e tempo (1927), Longanesi, Milano 2009.

Hunsaker A and Hargittai E (2018) A review of Internet use among older adults.

New Media & Society. 20(10): 3937-3954.

As we have seen with these three videos, it is absolutely
possible to produce animated artifacts that are inclusive to-
wards seniors and also more understandable for all other us-
ers without affecting aesthetics and animated dynamics. For
a designer, taking care of a senior user in the authentic form
also means making sure that the communicative product is
not only aesthetically satisfying, but above all understandable,
accessible, and usable even for less young users.

Johnson J and Finn K (2017) Designing User Interfaces for an Aging Population: Towards
Unversal Design. San Francisco, CA: Morgan Kaufmann.

Kane L and Pernice K (2018) UX Design for Senior Citizens (Ages 65 and Older).
Available at: https://www.nngroup.com/reports/senior-citizens-on-the-web.

Kubasiewicz J (2005) Motion Literacy. In: Heller S (ed.) The Education of a Graphic
Designer. New York,NY: Allworth Press, pp. 181-183.

McLaughlin A and Pak R (2020) Designing Displays for Older Adults. DOI:
10.1201/9780429439674.

Michels TC, Duffy MT and Rogers DJ (2019) Hearing Loss in Adults: Differential Diagno-
sis and Treatment. American family physician 100(2): 98-108.

Moore RC and Hancock JT (2020) Older Adults, Social Technologies, and the Coronavi-
rus Pandemic: Challenges, Strengths, and Strategies for Support. Social Media +
Society 6(3). SAGE Publications Ltd: 2056305120948162.

Neves BB and Vetere F (2019) Ageing and Digital Technology. Designing and Evaluat-
ing Emerging Technologies for Older Adults. Singapore, Singapore: Springer.

Oppenauer C (2009) Motivation and needs for technology use in old age. Gerontech-
nology 8(2): 82-87.

Panadisi, G. (2022). Seniors and the Use of Digital Media in the Post-Pandemic: Strat-
egies for an Inclusive Motion Design Project. Diid — Disegno Industriale Industrial
Design, (76), 10. https://doi.org/10.30682/diid7622m

Rogers WA, Mitzner TL and Bixter MT (2020) Understanding the potential of technology
to support enhanced activities of daily living. Gerontechnology 19(2): 125-137.

Rondolino G (2003) Storia Del Cinema Di Animazione. Dalla Lanterna Magica a Walt
Disney, Da Tex Avery a Steven Spielberg. Torino: UTET Universita.

Shaw A (2019) Design for Motion. 2nd ed. London, England: Routledge.

Wahl H-W and Heyl V (2003) Connections Between Vision, Hearing, and Cognitive
Function in Old Age. Generations: Journal of the American Society on Aging 27(1):
39-45.

Wister A, O'Dea E, Fyffe |, et al. (2021) Technological interventions to reduce loneliness
and social isolation among community-living older adults: A scoping review.
Gerontechnology: international journal on the fundamental aspects of technol-
ogy to serve the ageing society 20(2). International Society for Gerontechnology
(1sG): 1-16.



https://commission.europa.eu/select-language?destination=/node/9
https://commission.europa.eu/select-language?destination=/node/9
https://www.nngroup.com/reports/senior-citizens-on-the-web/

