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ABSTRAK 

Kini, pengggunaan applikasi untuk warga tua telah berkembang dan diperbaharui 

mengikut kepada keperluan pengguna. Applikasi mudah alih EHC akan dibangunkan 

mengikut kesungguhan dan teknik yang telah di pelajari berdasarkan kepada 

kelemahan dan kekurangan daripada pengguna. Dengan penghasilan applikasi mudah 

alih EHC ini ia akan membantan untuk mempermudahkan proses kerja harian 

berinteraksi antara penghuni dan penjaga di dalam rumah jagaan orang tua. 

Pemilihan bahan yang sesuai untuk membangunkan applikasi ini dan bagaimana 

applikasi ini mampu menarik perhatian warga tua diperbincangkan secara intensif. 

Selain itu applikasi ini mampu mempertingkatkan proses sistem asal yang digunakan 

oleh organisasi. Hasil daripada ujian yang dijalankan diperbincangkan dan ia 

menunjukkan rekabentuk antaramuka yang di cadangkan diterima oleh pengguna. 
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CHAPTER I 

INTRODUCTION 

1.1. Introduction 

This project is a requirement for student taking the subject BITU 3973 Projek 

Sarjana Muda I (PSM I) and BITU 3983 Projek Sajana Muda II (PSM 11). In this 

project, a mobile application product will be developed, focusing on application 

interface of the elderly home care known as EHC. The Flash software will be used to 

create the interface for this mobile application to give elderly user use in easy way 

and easy to understand the interface of application. This technology is widely used in 

heritage and archaeology, to develop games and learning. 

1.2. Project Background 

Elderly Home Care (EHC) Mobile Application is a mobile application that 

will be developed for the purpose of enhancing the elderly to communicate with the 

caregiver in the elderly home care organization. This project helps to make the 

interaction between home care resident and caregiver a lot more efficiently. The 

EHC project are divided into two main parts, which are user, and admin. The user is 

for senior citizen or home care resident that will be using the mobile application and 
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the admin is for the caregiver or home care staff that will be using computer or other 

devices which are connected to the server. The mobile application will help the home 

care resident to notify the caregiver of any helps quickly and easily. The resident 

simply select what type of help that he or she enquired from the caregiver simply by 

a touch on the screen of the mobile application device and the caregiver would be 

notify of the enquiry as a pop up message in the admin devices. 

The main objective of EHC Mobile Application is to study the ability and 

disability of the target user, and developed the application that satisfies their needs. 

The EHC Mobile Application interface will be developed based on the researches 

that have already been conducted by referring through their main idea, survey, article 

and conducting a questionnaire. Many senior citizens were not pleased in using 

mobile application because of complex interfaces that were design for younger range 

of users. During research, the concern of EHC Mobile application was about the 

interfaces design, such as size of button, color, symbol and arrangement of the 

interfaces. After the analysis and designing of the project, the most suitable mobile 

application interfaces are shown to the elderly resident. 

EHC Mobile Application will be developed using suitable software for the 

application platform and designing the application interfaces to get high quality 

design. For the application hardware platform, the EHC will be running on mobile 

tablet and computer for the user to interact to the application. To enable connection 

between user and admin EHC device, a server will be used as a medium to connect 

the devices using mobile hotspot, router and other hardware that are compatible with 

this application. 
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1.3. Problem Statement 

In elderly home care, the caregivers have schedules to follow which 

sometimes limits the caregiver to do a check-up for every home care resident health 

condition. This create a situation where the caregiver will unable to respond quickly 

to an accident or emergency situation that might occur while the caregivers not 

around the resident such as heart attack, falling of bed and other emergency needs 

that the resident might enquire. 

Now days the usage of application is widely used in daily basis but not for 

Elderly community. This are due to the fact that majority of elderly people find it 

hard to copes with new technology product especially mobile application. The main 

reason why is their aged-related problem. Today software interface do not design 

regarding older users characteristic. Moreover, most of the software is designed to 

support younger people or based on younger experience. Most of people think the 

design for elderly people is simple and big button, it's actually not enough to let 

older users use software effectively. 

The efficiency of the synchronization connection between home care resident 

and caregivers is important. It's should be improve from current system, where 

currently the caregiver gets notify late and sometime miss understanding the type of 

help needed. It's different between emergency and normal situation such as when 

elderly happen to undergoes a heart attack, this kind of situation are needed to be 

handled quickly from staff. Current system will take much longer time to notify the 

caregiver of the dire situation which is needed to be handled quickly in some 

situation. By using EHC Mobile Application, home care resident can send the 

request for help or emergency by a mobile device and the data will be transfer 

through the server and into the caregiver device as an alert message of the request. 

This will reduce time to get help and notify the caregiver of any situation including 

emergency. 



1.4. Objective 

• To study the interface design for EHC mobile application to developed 

mobile application for elderly user. 

4 

• To design and develop a prototype for EHC mobile application for elderly 

base on the requirement 

• To evaluate the prototype for EHC mobile application (mainly on 

interface) for elderly user. 

1.5. Research Question 

• What is the best interface for elderly user 

• How the interface provide ease for elderly user to use the mobile 

application 

1.6. Project Scope 

1.6.1. System 

• Elderly home care application 

1.6.2. User 

• Senior citizen(Elderly home care resident) 

• Care giver home care 
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1.7. Project Significant 

Nowadays, mobile application is widely used in daily life. Many applications 

were made for mobile usage. Those who know mobile application often said that it is 

trendy but some there are many people that unfamiliar with it and difficult to use 

especially senior citizen. Throughout this project, the hidden capabilities of mobile 

application can be revealed apart from the ones that have been introduced in class. 

Gradually, mobile application will be recognized by senior citizen user and develop 

for elderly home care use. 

Apart from this project, who are elderly not familiar with mobile application, 

especially EHC mobile application are able to explore and experience in mobile 

gadget. This project enables user of resident home care to use the application to 

needed help from care givers. This project also to get the information from elderly to 

get the best result in mobile application interface based on the requirement. 

1.8. Conclusion 

This project will be developed based on the problem statements, objectives, 

scope and project described in previous section. The expected result of this project is 

the application itself, EHC, a mobile application using adobe flash technique. The 

objectives that are need to be achieve in developing this mobile application are to 

help elderly home care resident achieve and to provide interactive and useful 

interface for them. The methodology that will be used in order to complete this 

project is User Centered Design 



CHAPTER2 

LITERATURE REVIEW AND METHODOLOGY 

2.1. Introduction 

The uses of technologies are widely used in baby care to facilitate parents and 

baby caregiver. Based on this technology concept, it can be develop for elderly care. 

This literature review will study how to develop the mobile application for elderly 

home care. This is because not only baby need to be a monitored but elderly also 

need it. This worldwide increase in the elderly patient's population and disease 

infection rate is an issue to give them care, fulfill their needs and requirement 

according to their expectations and provide them facilities to communicate such as 

mobile application. Due to this situation mobile application could play a significant 

role to remove the communication gap between elderly and care. Furthermore in this 

modem era, elderly citizen should not be left behind the in technology usage. This 

chapter will look at problems faced by the elderly, what is the suitable mobile 

application for elderly. Besides that, this chapter will see the current application in 

market. Most of the mobile applications that developed by vendor were based on 

requirement and their own suitable for elderly usage. 
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This project will identify the mobile application standard that available in the 

market for elderly. Beside that it also investigates the mobile application user, which 

can be used for elderly. 

This chapter will explain about the method to develop the interface design 

for EHC Mobile Application. From this chapter it will cover up about the research 

activities that had been processed to collect all the data from the study area to make 

analysis based on the result. Other than that, this chapter will briefly explain about 

methodology development process which is (User Centered Design) UCD. 

Equipment requires like hardware and software also will be listed and final of this 

chapter will discuss on the requirement analysis of EHC Mobile Application. 

2.2. Facts and Finding 

A mobile application is a term that explains about software that can be used 

on smartphone, tablet or other device. Mobile application usually helps people by 

making easier to use the application. Mobile application are designed with element 

for the demands of the devices and advantage by the size, wireless devices compare 

with desktop and laptop computers. 

Nowadays mobile application is very familiar but not for most elderly group. 

This project will help to increase the usage of the mobile application. This project 

able to evaluate the elderly user experience using the mobile application 
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2.2.1. Domain 

The domain for this project is mobile application. This project will be 

test or use by elderly citizen. Besides that, this application will be runs on 

mobile devices such as tablet, smart phone, and kiosk. This application need 

to install before use the system. This application will be design for elderly 

user standard. Problem of the elderly citizen are categorized for every part in 

further research. 

This project will focus on the application interfaces to attract the 

elderly to use the technology. Important thing in this project is need to make a 

good decision for elderly easy to use the application. To achieve project goal, 

EHC mobile application must have good interface based on research. 

2.2.2. Existing System 

System or process that are already developed or implemented in the 

current organization. 

2.2.2.1. Mobile Application 

Nowadays, mobile app or mobile application is application software 

designed to run on smartphone, tablet or other mobile devices. Mobile 

application the handheld device as well as can be downloaded by users from 

application. Various platforms that support mobile application are Windows 

Mobile, Android, Symbian, Java ME and Palm. 


