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Figure 1: Blue seniors walking through a typical square (campo) of Venice, in front of the Lagoon.

Abstract

This paper explores the practical and social needs of old people
living on islands and coastal areas. We will refer to these persons
as blue seniors, characterized by fragilities due to their age and
the fact that they live in areas that often are beautiful from an
environmental point of view, but are characterized by logistical

difficulties and extreme phenomena due to global warming (e.g.

heat strokes, flooding). This work is focused on the analysis of a
representative case study, the city of Venice, and presents the results
of a full semester co-design activity targeted at proposing digital
solutions for coping with the aforementioned seniors’ needs. The
activity involved more than 200 seniors and 100 university students
living in Venice and nearby areas, giving interesting results in terms
of design proposals and inter-generational dialogue.
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1 Introduction

This work describes the results of a full-semester design activity
targeted at designing conceptual proposals of digital tools for sup-
porting seniors in their everyday needs and social inclusion. The
work has a special focus on seniors living in islands and coastal
regions (ie, the blue seniors), which are affected by specific diffi-
culties and exposed to special threats. The work will focus on an
interesting scenario, the city of Venice, characterized by many is-
sues affecting the seniors: difficulties in urban mobility, challenges
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in accessing social relationships and culture, and exposure to phe-
nomena related to global warming (e.g., high tides). The design
path is part of the activities of the Horizon Europe Bauhaus of the
Seas Sails European project, which features seven pilots in different
European cities, targeted at investigating many design themes. The
main goals of the project are compliant with the three pillars of
the New European Bauhaus [9], a movement launched by the Euro-
pean Commission in 2020 and targeted at giving design solutions
to three of the most important problems of European society: sus-
tainability, social inclusion, and beauty. These goals are interpreted
in this project for the European coastal cities, which represent a
very relevant target because they are inhabited by 41% of the Eu-
ropean citizens. The city of Venice is one of the seven pilot cities
of the project and is characterized by difficulties that are common
to other European cities, such as depopulation, overtourism, and
high sensitivity to natural phenomena due to global warming. The
community of seniors is particularly affected by complementary
issues such as urban mobility (ie, there are many bridges, most
buildings can’t be reached by vehicles, and most buildings lack lifts)
and loneliness (younger families prefer the mainland for economic
issues).

This work will illustrate the methodology and the results of a
co-design activity done with about 100 bachelor students of the
course in computer science at the local university and more than
200 seniors living in Venice or the nearby mainland. The design
activity was also conceived as an occasion for activating an inter-
generational dialogue, which was eased by the fact that many stu-
dents were local, and therefore, for them, it was easier to get in
touch with seniors: grandparents living on the island and nearby
areas.

While the design space described in the following section was
partially explored in previous work [21], this research provides
a more extensive exploration, the formal identification of nine
relevant themes that were defined also after the discussion with
local social services and associations, a high number of conceptual
proposals, and the additional focus on the impact of the experience
on seniors, students, and inter-generational dialogue.

Overall, the contributions of this paper can be summarized as:

e a wide exploration of the design space, based on an extensive
survey that involved seniors living on the island and near
areas on the mainland;

identification of the communities involved;

preliminary evaluation of the design proposals;

an analysis of the impact of the design activities on seniors;
an analysis of the impact of the design activities on students;
an analysis of the impact on inter-generational dialogue

The following Sections, after an analysis of related literature,
will describe the design process and its results. The final Section
will discuss the results achieved, drawing the conclusions.

2 Related Work

The older population has increasingly grown in the last decades [22],
and projections underline that the trend will continue, bringing
the number of individuals above 60 to over 2 billion individuals
by 2050. Bloom et al. [2] underline the concept of compression of
morbidity, meaning that the period of significant decline is being
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compressed into a smaller fraction of the lifespan. This brings
the need to extend the focus of care from the mere support for
managing chronic illness and disability to the active promotion
of quality of life during these extended healthy years. Different
systematic literature reviews identify seniors’ needs [3] [16].

Digital technology can help, not only assisting during decline, but
also enabling active aging. Technology offers substantial potential
to address practical needs, but should be part of a holistic approach
that integrates social and economic policies. Lower incomes can
be a relevant issue, leading to experience disabilities and shorter
lifespan [20]. Technological support should be provided keeping
in mind also age-related physical and cognitive changes, which
suggest an approach based on accessible design [5] [24]. Social
relationships are of paramount importance for successful aging. As
outlined in [12], they have the potential to help improve the quality
of life and delay morbidity and mortality. Digital literacy can play
an important role in this respect. Its lack can lead to a digital divide,
increasing social isolation and loneliness [14].

Although the so-called blue spaces can bring benefits in terms of
human health [10] [23], with specific benefits for older people [7],
living on the coast and islands can bring additional vulnerability
issues, amplified by climate change. Working-age population tends
to relocate to the mainland, and this brings additional isolation and
dangers in case of disaster events [4]. Remote island communities,
mentioned in [26], experience even deeper isolation because of
their geographical location, requiring a different approach, heavily
based on ICT, for medical support.

Technology adoption among seniors is increasing, leading to a
substantial narrowing of the digital gap between generations, as
outlined also by the seniors’ interviews conducted for this work
(see Table 1). Yang et al. [25] outline how the perceived usefulness
and ease of use can impact the acceptance of technology in health
care, reducing the need for institutional care.

Despite that, there are several barriers, including unfamiliarity
with digital tools, age-related physical and cognitive limitations,
concerns related to privacy, and lack of awareness of the potential
of digital tools [11].

Co-design, a collaborative methodology that involves the final
users in the design process, can be very helpful for overcoming these
barriers, making seniors feel like equal partners throughout the
design process [6]. Duque et al. [8] performed an extensive review
to investigate the active participation of seniors in the development
process of new technologies. Aforementioned studies [11] outline
the potential of co-design for challenging preconceived notions
and stereotypes about the older generation. In this sense, rather
than being a mere methodology, co-design is a powerful social tool
activating inter-generational dialogue.

3 The Process

The development of the design proposals went through several
phases that can be summarized as follows:

e interview for identifying practical and social needs of seniors
living in Venice and nearby areas;

e definition of the design themes for the proposal of the digital
platforms;
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Figure 2: The focus group with seniors living in Venice.

o definition of the stakeholders interacting with the digital
platforms;

e conceptual design;

e evaluation of the final prototype and analysis of the impact
on seniors and students

3.1 Initial Interview and Complementary
Activities
The interviews were performed by the bachelor students and were
based on a set of closed and open questions on different issues,
including the perception of the home environment, the practical
needs, the social relationships, and the use of digital devices in
everyday activities. The most interesting results of the survey were
shared by the students in a collaborative presentation where each
of the small working groups participating in the design activity was
asked to present the most interesting interview. All the interviews
were then shared in a common digital space based on the Miro
whiteboard for further reference. The results of the interviews were
complemented by a focus group with 23 seniors (see Fig. 2), orga-
nized in collaboration with a local association, which represented
an additional opportunity to focus on seniors’ needs in the city of
Venice. Talks with social services were another important occasion
to explore the seniors’ needs, focusing also on the issues derived
from delivering support to fragile persons in a water city.
Students were also asked to fill in a survey before the beginning
of the design activity, focused on their awareness of the seniors’
needs and the perceived importance of digital platforms for sup-
porting their practical and social needs.

3.2 Definition of the Design themes and
Stakeholders

The investigation led to defining the design themes, targeting the
most important practical and social needs of seniors. Students, or-
ganized in small working groups, were asked to choose a single
theme, to avoid producing proposals broad in the topics covered
but superficial in defining the related features. Interviews with so-
cial services and local associations were important to outline the
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role of volunteering and an organizational effort in supporting the
community of seniors. As a consequence, the inclusion of these
stakeholders became a relevant requirement for the design of the
digital platforms, bringing to the specification of three main com-
munities accessing the platforms themselves. We named them with
the generic names of seniors, caregivers, and supervisors. These roles
were interpreted by different persons/associations/organizations
for the different design concepts, but in all cases, they were the
main actors of the digital ecosystem of interfaces.

3.3 Conceptual Design

The selection of the design theme by each group was preceded
by a field trip in the pilot area, so that students could experiment
firsthand with some of the issues outlined in the interviews with
seniors. All the groups were asked to comply, in their project, with
a list of design requirements that can be summarized as follows:

e focus on smartphones as the primary device to interact with;
this stemmed from the results of the survey and the possibil-
ity of using them in an urban context;

e focus on usable and accessible solutions, targeted to the
community of seniors; for this purpose, compliance with
the general usability heuristics defined by Nielsen [18] and
the specific seniors’ heuristics by Johnson et al. [15] was
required;

e focus on solutions designed specifically for a water city
(Venice)

Students were asked to specify the persons/ associations/ orga-
nizations covering the three main roles identified in the previous
analysis work (ie, seniors, caregivers, supervisors). Following this
specification, students worked on the definition of the informa-
tional architecture of content and services for all the devices and
stakeholders; the result of this activity worked as an input for the
prototyping phase, which was accomplished with the Axure proto-
typing tool [1].

In parallel, students described the role of the context in the
interaction with the devices using a set of narrative storyboards [13].
The design was made following an iterative design process, with
intermediate reviews for checking the correctness and the quality
of the proposal.

3.4 Evaluation with Seniors and Surveys

The final deliverable of the design activity was, for each group, a
prototype of the digital platform that could be navigated using a
standard smartphone, simulating the behavior of a real application.

For the evaluation, students were asked to involve not only the
seniors whom they had already interviewed but also additional
volunteers, to organize a small pilot study with eight participants
for each project. Students were provided with a precise protocol
to follow during the evaluation, which included an initial expla-
nation of the goal of the digital platform, the autonomous testing
of the prototype by the senior, and the completion of the survey.
The survey was based on a set of closed and open questions on
different issues, including the point of strength and weakness of the
prototype, the engagement measured according to the 6 parameters
proposed by O’Brien [19], the relation with the use of technology,
and the new generations.
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Table 1: Use of digital and communication devices by the 101
seniors who were interviewed

Device N. of Seniors  Percentage
Smartphone 81 80,2%

Tablet 13 12,9%

Smartwatch 4 4,0%

Digital Assistant 4 4,0%

Computer 22 21,8%

Phone (non smart) 5 5,0%

None 11 10,9%

Difficulty in using digital tools ~10% 22% 39% -

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

= Strongly Agree Agree Neutral mDisagree mStrongly disagree

Figure 3: Difficulty in using digital technology.

= Sons and daughters = Nephews Friends = Nobody

10%

Figure 4: Support in using digital tools.

Students were asked to fill in a final survey too, which was tar-
geted to understand if their participation in the design experience
had changed their awareness and perception of the perceived im-
portance of digital platforms for supporting the practical and social
needs of seniors. Finally, students were asked a couple of questions
related to the impact of their project and the potential of the new
generations for supporting seniors.

4 Results
4.1 Survey

The interview involved 101 elderly people. 56% of the seniors were
75 and over, while 23% of them were between 70 and 74, and 21%
were between 65 and 69. 75% of the interviewees were women, and
54% of all the seniors lived or had lived in Venice and nearby islands.
While a full analysis of the answers is out of the scope of this paper,
the following figures share the most important results related to
the needs, relationships, and technology.

463

Pittarello et al.

sociability

television

commumty.mp..f.m.m

11 ‘ Y cooking

/ sel! sufﬂclenc 1 / youth

o j money
o . 2~ I\friends Ly

apphcatlons —, .Nure kItC

)

serenit y =5 \] emotion
hlgmmncii r;%nellness

bamers Com Ort
bedroom
a dd,wpta“
Ieammg need i \ ‘

rSm

i ‘ 7"’ \ £ ki *r‘\‘oslalgus
| \ / 5ot
simpiclty emergency abs: Senior 8
Rter atish 29 fearg
aughter“accessibility F5me
rest masswtanceE
relatives | E

Figure 5: The word cloud describing relevant keywords from
the interviews.

awareness about seniors' needs 1Iﬁ 26% 47% 24% i
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Figure 6: Students’ initial awareness about seniors’ needs and
perception of the importance of digital tools for social and
practical needs (before the design activity).

Table 1 shows the use of digital and communication technology.
Smartphones were the most used device (81% of the interviewed se-
niors), largely preferred to personal computers and tablets. This rep-
resents a confirmation of a trend outlined by other researchers [17].
Smartwatches, which could have a positive impact on the real-time
monitoring of health conditions and detect sudden falls, were barely
used. About 11% of seniors didn’t use any kind of communication
technology, including TV. Despite the wide use of digital technol-
ogy, a relevant part of the sample (see Fig. 3) declared to experience
difficulties in using technology.

Fig. 4 reveals the importance of the family (sons and grandsons)
in supporting seniors with digital tools. Only 10% of the sample
declared to be supported by friends in this task. We asked students
to extract the most relevant 10 keywords from each interview, and
Fig. 5 summarizes the results as a word cloud. The representation
outlines the variety of topics that led, together with the results
of the focus group and the interviews with social services and
associations, to the definition of the nine design themes.
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Figure 7: The map of the pilot area with the relevant locations related to the proposals of digital platforms.

Fig. 6 provides a summary of the survey proposed to students
before the beginning of the design activity. The representation
shows the self-attributed awareness of the seniors’ needs and the
perceived importance of digital tools for supporting the practical
and social needs of seniors.

4.2 Definition of the Design Themes

The analysis activity led to the definition of nine design themes,
which were shared with the working groups:

Accessible blue spaces to improve the quality of life;
Neighborhood networks for everyday life and emergencies;
Disappearing seniors;

Seniors and Venetian culture;

Cuisine between tradition and sustainability;

Seniors and new generations;

Venetian shadows and waters in the global warming scenario;
Urban and lagoon gardens.

A full summary for each theme is available in the Appendix.

4.3 Project Development

27 working groups of 3-4 students took part in all the design phases
and delivered a final proposal. Fig. 7 shows the pilot area, a dis-
trict of Venice characterized by the traditional urban fabric, the
port activities, and the old industries, now converted to univer-
sity sites. The multifaceted nature of this urban space, still partly
characterized by fences and walls that separate the different func-
tions, explains the non-homogeneous distribution of the landmarks,
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The Brainstormers: Fabio Visentin, Mattia Acquilesi, Sofia Paulino, Maria Abreu

PROJECT ABSTRACT:
| BlueSpots s a mobile application dedicated o biue.
senlors, designed to create a network for sharing

the most beautiful lue spaces in Venice. ts goal is
to faclitate the discovery and exploration of biue.
ces in the city. BlueSpots aims to foster a sense.

of connection and appreciation for the natural
beauty of Venice among blue seniors by promoting
‘community involvement through particpation in
actvities offered near the blue spaces. Through
collaboration between seniors, supervisors and
organisers, the app serves as a platform to
discover, improve and preserve the city's unique.
blue spaces for future generations.

ETTo:
BlueSpots & un'applicazione dedicata a blue
senlors, progettata per creare una rete di
‘condvisione degli spai blu di Venezia. Il suo
scoperta e lesplorazione

tra senior, supervisori e organizzatori, Fapplicazione.
Serve come piattaforma per scoprire e preservare |
Iuoghi blu unicidella citt per le generazion future.

Spazi blu
Comunita
Attivita

Scoperta

Condivisione

Blue spaces
Community
Activities
Discovery
Sharing

Figure 8: The identity card of the BlueSpots project, related
to the theme Accessible blue spaces to improve the quality of

life.

which were placed by the working groups in locations relevant for
their project (eg, associations’ sites, cultural sites, residential areas,
urban gardens, etc.).
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LagunaVerde

For Pain And For Glory - Boato Sebastiano, Carpitella Daniel, Da Ros Luca, Radich Leonardo

ta per
i senior nella gestione
o strumenti

piante e gestio
particolare attenzione alle specificit del contesto.
marino e lagunare, promuovendo

pratiche sostenibil e un miglioramento della
qualita della vita degli anziani.

pro es
and improved qualty oflfe for seniors.

Imparare Learning
Laguna
Eventi

Comunita

Lagoon
Events
Community

Piante Plants

Figure 9: The identity cards of the Laguna Verde project, re-
lated to the theme Urban and lagoon gardens.

(LN

Figure 10: One of the narrative storyboards illustrating rele-
vant patterns of the user experience for the project Experience
Venice, related to the theme Disappearing Seniors.

Fig. 8 and Fig. 9 illustrate two examples of the final deliverables,
the project’s identity cards, visual summaries of the project that
include: an abstract of the project, a list of keywords identifying the
project, the specification of the stakeholders involved, the reference
to one of the nine design themes (ie, the small icon on the left bottom
of the layout), a selection of screenshots from the interface of the
prototype, a set of images taken during the final evaluation with the
seniors and a QR-code for accessing the prototype. Each identity
card contained Italian and English text and was also designed for
public displays, as an opportunity for stimulating discussion about
the themes and the design proposals.

Each group was asked to design a set of narrative storyboards
to describe interesting patterns of the user experience, including
the relation between interaction and context.
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A resident communicates to his neigh-|

.borhood group that he is in trouble
 — o -

The caregiver assigned to the neighborhood group

coordinator that finds an alternative support

The request for help is transferred to the I
A
1

—§ £ L £ o
A rescue team is sent to the elderly man's home,
geolocated through his smartphone

Now the whole neighborhood group is safe

Figure 11: One of the narrative storyboards illustrating rele-
vant patterns of the user experience for the project UnityCare,
related to the theme Neighborhood networks for everyday life
and emergencies.

Fig. 10 shows an interaction pattern related to the theme Disap-
pearing Seniors. A senior in a wheelchair reads, using her smart-
phone, about gardening courses organized by a seniors’ association.
The mobile application offers the chance to register for the course
and ask for a volunteer to bring her to the destination, taking care
of obstacles that characterize Venice, like the difficulty in reach-
ing public transportation starting from home, and crossing many
bridges. At the end, the senior reaches the destination, ready to
start the course and to meet other seniors.

Fig. 11 shows another example, related to the theme Neighbor-
hood networks for everyday life and emergencies. This scenario con-
cerns the creation of neighborhood networks to support the popu-
lation in the case of emergencies. In the example, following a high
water alert, a senior communicates to his neighborhood group that
he is in trouble. Unfortunately, the local caregiver associated with
his neighborhood group is busy with another rescue. But he passes
the request to the coordinator, who finds an alternative support
that is timely sent to the senior. Geolocalization provided by the
smartwatch worn by the senior allows a rapid tracking of the se-
nior’s location, allowing the neighborhood group to meet in a safe
location.

4.4 Evaluation

While a full evaluation of each single project is out of the scope of
this work, we’ll focus on a general overview of the results in terms
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will to try again

feltinvolvement | 8% 41% a%
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cognitive demand |18 12% 2%
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aesthetics | 24% 4% 2% I’/.

easeof use | 10% 41% 42% -"’/u

Strongly Agree  mAgree -~ Neutral mDisagree  wStrongly disagree

Figure 12: The six dimensions of engagement.

Participation in the design activity improved your perception
of the usefulness of digital technology in everyday life?

Seniors that didn't take part in the initial interview - 26% 46% 15% I

Seniors that took part in the initial interview - 33% 33% 2% ‘Io

0% 10%  20%  30%  40%  50%  60%  70%  80%  90%  100%

uStrongly Agree  wAgree - Neutral = Disagree mStrongly disagree

Figure 13: Seniors’ improved perception of the usefulness of
digital technology.

of engagement and impact of the co-design activities on seniors
and students.

Fig. 12 gives an overview of the results for the engagement,
stemming from the testing of prototypes by the 228 seniors involved
in the evaluation. The representation gives only a rough feedback,
because scores should be considered separately for each of the
27 different projects. However, the representation shows that the
prototyping activity as a whole was well received, with each of
the six parameters that define the engagement receiving a positive
evaluation. It is useful to underline also that the prototypes were
tested with the seniors only after an intermediate check with the
teacher, to detect possible catastrophic failures before the final test
with the seniors.

Seniors were asked if their participation in the design activity had
an impact on their perception of the usefulness of digital technology.
Fig. 13 shows the results, distinguishing seniors who didn’t take
part or took part in the initial interview. Seniors were also asked if
their participation in the design activity had an impact on making
them feel closer to new generations. Fig. 14 shows the results,
distinguishing also in this case seniors who didn’t take part or took
part in the initial interview.

Concerning the impact of the design activity on the students, we
measured again (see Fig. 15) their awareness about seniors’ needs
and perception of the importance of digital tools for the social and
practical needs of seniors. Students were also asked about how
they self-estimated the impact of their project on seniors and the
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Participation in the design activity made you feel closer
to new generations?

Seniors that didn't take part in the initial interview - 36% 33% 18% i&:

Seniors that took part in the initial interview - 43% 28% 1% |I/n

0%  10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

=Strongly Agree  mAgree Neutral = Disagree  mStrongly disagree

Figure 14: Seniors’ perception of closeness to new genera-
tions.

awareness about seniors' needs 1o 10% 43% 39%

—

importance of digital tools for social needs 286% 20% 45%

=

importance of digital tools for pract. needs 1fa 8% 36% 39%

—_—

0% 10%  20%  30%  40%  50%  60%  70%  80%  90%  100%

mverylow =low average mhigh mvery high

Figure 15: Students’ final awareness about seniors’ needs and
perception of the importance of digital tools for social and
practical needs (after the design activity)

impact of their digital projects ~ 30% 40%

potential of young generations 2% 30% 38%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

mverylow slow - average =high mvery high

Figure 16: Students’ perception of the impact of their design
activity and the potential of the new generations for seniors.

potential that new generations can have on improving seniors’
conditions (see Fig. 16).

5 Discussion and Conclusion

The activity done so far has permitted the achievement of many
interesting results, starting from the identification of a wide design
space, identified thanks to surveys, focus groups, and talks with
social services and local associations. Talks with associations and
social services, which work in the field and often have already expe-
rienced the points of strength and weakness of possible approaches,
were very useful to guide the students during the design process
and come to more credible proposals. The discussions with social
operators were also very useful to move from an initial hypothesis
of development based only on technical requirements to the defi-
nition of the digital platforms as social platforms supporting the
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contribution and communication between the different involved
stakeholders (seniors, caregivers, and supervisors).

Another relevant aspect, stemming from the dialogue with as-
sociations, and that was shared with the young designers, is that
seniors shouldn’t be considered as a single and passive community
to support. In Venice, many seniors contribute actively to local
associations, producing a great impact in terms of the quality and
quantity of work done. This aspect was outlined to the students as
an additional input for their design work, and a more appropriate
definition of the stakeholders was defined for their projects.

As mentioned before, the design activity resulted in 27 proposals
that received an evaluation using a set of open and closed questions.
Each proposal was treated in the final evaluation as a different
pilot study, evaluated with at least eight seniors. While an accurate
evaluation of the different projects is out of the scope of this work,
it is interesting to note that the design activity as a whole was
well received (see Fig. 12). This is probably because seniors tested
proposals that they considered interesting (ie, the connected themes
stemmed from the aforementioned interviews).

The analysis of the impact of the design activity on seniors gave
interesting results. A relevant part of the seniors affirmed that their
participation improved their perception of the usefulness of tech-
nology in everyday life. Fig. 13 distinguishes between seniors who
didn’t take part in the initial interview and seniors who took part
in both the interview and the final evaluation. Results represent
a confirmation of the potential of co-design for the acceptance of
design solutions and the importance of involving the seniors in
different phases of development (seniors who took part in both
phases assigned higher scores). The participation in the co-design
activities gave even more interesting results on the side of inter-
generational dialogue. Fig. 14 shows that a relevant part of the
seniors felt closer to the young generations (ie, the students they
interacted with), and this became a major proportion when consid-
ering seniors who also took part in the initial interview. This result
represents a very important confirmation of the role of co-design
not only as a methodology for obtaining improved technical results,
but also to knock down walls and strengthen social relationships
among different communities.

The analysis of the impact of the design activity on students gave
additional confirmation of the role of co-design for promoting the
inter-generational dialogue. The comparative exam of Fig. 6 and
Fig. 15 shows a marked improvement, after the design activity, of the
positive scores for all the variables considered: the awareness about
the seniors’ needs, the importance of digital tools for social and
practical needs. The very positive scores assigned to the questions
related to the esteemed impact of their projects and the potential
of young generations for supporting seniors (Fig. 16) seem another
result stemming from mutual knowledge and trust derived from
the joint design activity.

Concluding, the work performed so far gave interesting results
in terms of the identification of the design space and stakeholders
involved. This, together with the co-design methodology defined
and experimented with the blue seniors, represents a finding to
share for future research. It is useful to underline that the start of
the co-design activity represented probably one of the most difficult
parts of the design activity. The involvement of grandparents and
local associations working in the field was of paramount importance
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for instating a feeling of confidence and trust that then permeated
all the following interactions.
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A Appendix

A.1 Design Themes

A.1.1 Accessible blue spaces to improve the quality of life. Blue
spaces have the potential to improve the quality of life of seniors,
also in terms of preserving or slowing down neurodegenerative
diseases. Access to these spaces becomes essential to ensure this
improvement. Furthermore, the contribution of seniors, who know
the Venetian places, can be important for identifying and sharing
interesting blue places, starting from those that are outside the
usual classic tourist routes. Seniors can give suggestions on how to
equip these spaces, to improve their accessibility, and livability (e.g.,
with the positioning of street furniture such as benches, shaded
spaces to protect from heat strokes, or shelters for bad weather and
the relationship with the sea).

A.1.2  Neighborhood networks for everyday life and emergencies.
This scenario concerns the creation of micro-networks of citizens
to support the resident elderly population, which can be made up
of both active elderly people and other age groups. The objective is
to create a neighborhood network that can be of help in everyday
life and that, in the event of an emergency (e.g., a failure to activate
the Mose, an emergency linked to a torrid summer), can be of
help, reaching the people in charge or directing relief efforts for
assistance.

A.1.3  Disappearing seniors. This scenario explores the theme of
the relationship between seniors and the possibility of maintaining
this relationship, also thanks to the use of digital tools, for those
who, for reasons related to age, disappear from the horizon of
sociality. The goal is to maintain a connection through digital tools,
allowing both remote participation in social and cultural initiatives
(visits to museums, trips to the lagoon), and organizing a network
of volunteers, which allows, for example, to deliver to the seniors’
home materials related to the initiative (e.g., a catalog for a visit to
a museum, painting materials for a painting course, or seedlings for
a gardening course) or to bring them to the location of the social
and cultural initiatives.
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A.1.4  Seniors and Venetian culture. Venice is a city rich in cultural
and artistic offerings, home to important museums and cultural
institutions. Despite this, most of the initiatives are not aimed
at elderly residents. This scenario explores the theme of cultural
initiatives for the elderly, creating a digital hub in which cultural
proposals, availability of volunteers, and individuals/associations
of seniors interested in using them can converge. Proposals that
have a cultural value and that, at the same time, have the value of
an opportunity for social integration.

A.1.5 Cuisine between tradition and sustainability. This scenario
explores the theme of the relationship of the city of Venice with food,
in the places where the fishermen responsible for food supplies
resided. It is a scenario in which knowledge of culinary tradition,
the link with the lagoon, the theme of food sustainability, and
new cuisines converge. In this scenario, seniors, young people,
new citizens, and those who propose new eco-sustainable culinary
proposals can meet.

A.1.6  Places and routes to tell the story of Venice, its lagoon, and the
tides. It is a scenario designed for seniors who have the possibility
of moving around the urban area, but also for those who, although
they no longer have the possibility of moving, can still tell stories
about the places of Venice and the lagoon. The aim is to define, also
through the active contribution of seniors, a network of interesting
places and routes, also associated with tours in the lagoon, where
it is possible to tell and listen to stories.

A.1.7  Seniors and new generations. In the city of Venice, a commu-
nity of seniors and a community of young people who attend one
of the many universities or other educational institutions coexist,
and they could receive mutual benefits from greater proximity and
collaboration (e.g., beds, knowledge of the places, and Venetian cul-
ture on the one hand, availability for company or small household
chores/assistance in the use of digital devices/assistance outside
the home). This scenario explores the theme of communication
between these communities and the bonds that could develop from
frequenting and/or cohabiting.

A.1.8 Venetian shadows and waters in the global warming scenario.
Access to urban spaces is of fundamental importance for the mental
and physical health of the elderly, as well as for carrying out practi-
cal tasks and accessing health services. Despite this, access can be
complicated due to the environmental situation, which can become
difficult in the summer due to global warming, or in other periods
due to high water (the Mose could be activated only in the case of
significant tides). This scenario concerns the use of digital systems
that increase awareness of the state of the weather and provide
indications regarding routes and time slots in which to carry out
activities outside of one’s home.

A.1.9  Urban and lagoon gardens. The availability of urban green
spaces for growing vegetables, encouraged by municipal initiatives,
can represent an excellent opportunity for the physical and mental
health of seniors who want to try these practices, also offering the
most active seniors the opportunity to play a role as instructors
and involve the senior community.
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