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Project overview

The platform intends to analyze the status of the elderly person,

both  physically and mentally, in terms of frailty, and then

assign individualized physical and mental exercises to avoid the risk of possible

falls, using an accessible and affordable solution that combines videos for

exercises and serious games to both  train and detect physical or cognitive

fragility. Deep Learning techniques  will be applied in order to help the

frAAgiLe system learn about the fragility history of each individual end-user

and customize the training plan according to his/her evolution.

NEWSLETTER 5
T h e  o f f i c i a l  n e w s l e t t e r  o f  t h e  f r A A g i L e  p r o j e c t

 



aims to be the most cost-effective  solution for detection fraility level and

improving it at home, without direct human intervention, only using a tablet

and smartwatches,

won´t be a falls detector system, but a frailty detector one, intervening

earlier to both prevent and detect frailty at home, using no extra sensors in

the house and with almost no human intervention, 

will provide a new, disruptive approach for combating mental and physical

frailty by using video training, serious games, body recognition and tracking

by a tablet and a smartwatch.

frAAgiLe
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Testing the frAAgiLe system 

The frAAgile project is currently running its final trials and extended co-creation
sessions with final users, and interesting feedback related to Topic number 1
Personalised and Person-centred Health and Care and Pillar 7: Digital solutions, is
already being collected and analysed. The whole project is focused on being useful,
effective, personalised and usable for elder users, which means that the testing
sites are in close coordination with technical partners to ensure that the platform
constantly adapts to the needs of users. This way, testing sites have already been
implementing extensive testing with more than 40 users and participants in
control groups. The testing includes the utilization of pre-defined and
homogenised evaluation tools, including EQ-5D-5L Euro Quality of life, Attention
Based Engagement, PlayTesting Questionnaire, Tree Testing and Edmonton. The
testers have also gone through a previously defined inclusion-exclusion criteria
which considers mental health, age, gender, motor disabilities, and other
conditions.
The analysed feedback has been divided, just like the platform, in two sections:
monitoring and mitigation. Within the first section, users focused on translation
issues, with 75% of the feedback coming from testing sites including some
references to this topic. Users also requested for more usable tests, the 3 clinical
partners sent suggestions for changes in the tests that allow them to be carried out
from home. As for the games, within the second part, given that these are the most
interactive part of the platform, they sparked many suggestions for improvement
amongst users. This even led to the creation of 4 new games and 3 spin-offs apart
from the already existing 3, which have been totally created, from the beginning,
with the active participation of final users.
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P A G E  0 3

Consortium meetings

The frAAgiLe consortium discussions continue to be held online

through the Google Meet platform. We meet once a month as a

consortium but additional (technical and end-user related)

discussions, in smaller groups also take place.



Updates on Game development

The eVida Research Group from the University of Deusto has developed two new

games within the frAAgiLe solution that train memory from a comprehensive

perspective. These two games are called Rabbit Finder and Trivial and they have

been developed by a team of experts, including engineers and therapists. However,

the main innovation in their development phase is the inclusion, from the very

beginning, of final users. This way, the games topics and dynamics have been

thought by elder users and patients of day care centres through a series of sessions

with therapists and some meetings/focus groups with the engineers. This

methodology aims, not only at ensuring enjoyability and long term usefulness of

the games, but also, and overall, empowerment of the final users. We have

ensured that they understand how the product is developed, improving their IT

skills and trust and making them feel part of the process.

These games are thought for health and care, Rabbit finder trains short term

memory and reaction speed by asking the user to count and select the number of

rabbits appearing in a forest in a fast motion, varying speed and difficulty

according to the selected level, while the Trivial follows a different philosophy

from traditional trivials, not expecting users to know the answers, but to

memorise them and be able to respond correctly the following time they

encounter the question, training long-term memory. These games have been

personalised and can be adapted to different profiles of users, and, overall, they

have been designed from the beginning with a user centered approach.

HoleInOne is part of the gamification strategy of the frAAgiLe project funded by

the European Commission. It focuses on training coordination skills for elder users

in a fun an easy way. In this game, players must reach the whole with a ball by

moving the tablet and avoiding obstacles. The whole concept of the game is based

on enjoyable real life environments as co-designed by engineers, therapists, and,

overall, final users. This game, just like the whole platform, is user-centered. The

Topic 1: Personalised and person-centred health and care, is the leading value for

the development of this game. After a long observation of the reaction of users to

previously created games, and intensive testing carried out with Play Testing

Questionnaire, the team decided to directly adress the issues and start the design

process from zero with the final users involved.
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https://fraagile.eu/


Updates on Game development

HoleInOne game has several levels that increase in difficulty, ensuring long-term

enjoyability and motivation. It is based on a relaxing environment, with low music

and colors: The billard. The action of moving the tablet is easy for elders, including

those with mobility problems in the hands or fingers. We have found out that

over 50% of the users had different issues with dragging movements, and

therefore, have designed this game so that the interaction with the tablet´s screen

is 90% visual, instead of asking the user to touch and press buttons or drag the ball.

The movement also motivates users to physically activate themselves, some even

stand up while playing to concentrate better of find a better balance. This physical

demand is also stimulating for the focus and concentration skills. 

The game has gone through preliminary testing in 3 countries and will overcome

extensive trials in the following months. The team expects to collect useful data

and deliver organised, comprehensive information to health professionals thanks

to the AI and scoring systems integrated in the platform. Once this trials finish, the

product will be presented as part of the frAAgiLe app, a big and smart system for

detection and monitoring of frailty that can be used and enjoyed from home by

everyone.
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15-day Christmas challenge

In December 2021, Materia Group’s Applied R&D department has organized a 15-

day Christmas count-down frAAgiLe challenge. With this challenge we motivated

people to count-down to Christmas with us while keeping physically active.

The purpose of this challenge was to motivate not only older adults but also

general public to exercise and get information about frailty. The challenge begun

15 days before Christmas, when the first physical exercise video along with the

instructions of the challenge, information about the frAAgiLe project and

information on the creators of the video was posted on Materia Group’s Facebook

page. The exercise videos were created by Materia’s researchers in cooperation

with the Physiotherapy center “Physio&Kinisis”. These videos include disclaimers,

written instructions but also audio instructions in order to perform exercises at

home as safely as possible.
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Each day, a new video with a different motivational content was published to

engage as many users as possible. Users were encouraged to do the physical

exercise, learn more about the frAAgiLe project through our website

https://fraagile.eu/. The challenge aimed to motivate people to exercise more and

have fun at home, since the COVID-19 pandemic and social isolation have

significantly reduced their activities outdoors, and get in the Christmas’ spirit.

These fifteen videos are targeting to exercise the lower body and can be found in

the frAAgiLe application in the “Exercises” section. The challenge reached over a

thousand people in total and we hope that people will add to their new resolutions

for 2022 exercising more and suggest these exercises to their loved ones!

Materia’s team is planning to prepare additional videos for the upper body in the

near future for a full-body exercise.
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frAAgiLe website 
 

Our website is up and running, now available in 5 languages. The website of our

AAL frAAgiLe project can be accessed under this link (fraagile.eu) 

 

D I S S E M I N A T I O N  
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Dissemination activities 
 

All dissemination activities were shareand are available on LinkedIn as AAL

frAAgiLe. Check out our pages!

https://fraagile.eu/


PROJECT PARTNERS
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FUNDING ENTITIES

https://www.ideable.net/en/
http://www.anaaslanacademy.ro/
http://www.terzstiftung.ch/
http://tam.unige.ch/
http://www.materia.com.cy/
http://www.innolabor.hu/en/homepage
http://www.bayzoltan.hu/en/home/
https://portal.singularlogic.eu/en
http://evida.deusto.es/

