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1 Introduction  

The purpose of this report is to provide an overview of the main activities and results of the 23 
ǇǊƻƧŜŎǘǎ ǎŜƭŜŎǘŜŘ ǘƘǊƻǳƎƘ ǘƘŜ /I9{¢ /ŀƭƭ о Ϧ/ŀƭƭ ŦƻǊ ǇǊƻǘƻǘȅǇŜǎέΦ ²ƘŜǊŜŀǎ ǘƘŜƛǊ ǎƻŎƛŀƭ ƛƳǇŀŎǘ ƛǎ 
ǇǊŜǎŜƴǘŜŘ ƛƴ 5нΦо άtǊƻƧŜŎǘǎ ƳƻƴƛǘƻǊƛƴƎ ŀƴŘ ƛƳǇŀŎǘ ǊŜǇƻǊǘέΣ ǘƘƛǎ ŘƻŎǳment focuses on the 
implementation of the solution approach to the given social problem for each project. Based on the 
typology of fields of societal challenges defined in D5.1 (Social Innovation and Ethical Guidelines) the 
23 projects tackle a wide range of relevant issues, with a slight an emphasis in the areas ƻŦ ά/ƛǾƛŎ 
9ƳǇƻǿŜǊƳŜƴǘ ŀƴŘ /ƻƳƳǳƴƛǘȅ 9ƴƎŀƎŜƳŜƴǘέ and άYƴƻǿƭŜŘƎŜ {ƻŎƛŜǘȅ ŀƴŘ 9ŘǳŎŀǘƛƻƴέΣ ŀǎ Figure 1 
shows. 

 

Figure 1: Fields of societal challenges addressed by Call 3 beneficiaries (multiple mentions possible) 

More specifically, the overview given in Table 1 lists the specific challenge addressed by each of the 
beneficiaries together with a brief outline of their respective solution approach. 

Table 1: Overview of CHEST Call 3 beneficiaries 

Project name Societal  
challenge  

Short description of solution Page 

3D-Immersion 
Platform with 
Low-literacy 
course 

Education in a 
broad range of 
topics 

A platform for educational courses with social focus tackling a broad range 
social needs from health & lifestyle to language to bullying. Innovatively 
combining 3D immersion with gamified learning.  

17 

Active Citizen    Civic 
participation 

Empowering citizens with their own artificial intelligence algorithms thus 
increasing participation by merging electronic democracy with machine 
learning algorithms and opening the potential of open big data to citizens. 

31 

AdviSex Sexual 
education 

!ŘǾƛ{ŜȄ ŘŜǾŜƭƻǇǎ ŀ ƳƻōƛƭŜ ŀǇǇƭƛŎŀǘƛƻƴ ǘƘŀǘ ŀƛƳǎ ǘƻ ƛƳǇǊƻǾŜ ŀŘǳƭǘǎΩ ƛƴŘƛǾƛŘǳŀƭ 
and couple sexual health. Taking into account age, gender and sexual 
orientation of the user, the application provides personalized 
recommendations. 

55 

Hybrid Letter 
Box  

Digital divide Develops novel forms of interaction, that bridge the gap between the digital 
and the analogue, through the Hybrid Letterbox, an augmented, connected 
mail box where anyone can throw a physical postcard, and it is automatically 
digitized, and is uploaded to an internet platform to be spread and discussed. 

78 

Jourvie Eating disorders An app, created to support people suffering from eating disorders like 
anorexia or bulimia and make their therapy easier and more efficient. The 
solution provides them with the tools they need for a successful recovery, 
such as a food journal, coping tactics, motivation and support from peers and 

101 
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facilitate communication with therapists. 

Kidslox Childcare and 
education 

Kidslox is about giving carers a platform to help children learn to use tablets 
and phones constructively giving carers automated and remote control over 
the time children spend with devices and the activities they engage in. 

122 

Medhance Medical 
education 

Medhance develops an online knowledge sharing and education platform and 
app aimed at patients and their care-givers about specific clinical skills, 
preventing hospital admissions, reducing the number of emergency 
department attendances caused by incorrect use of medical equipment and 
lowering overall costs.  

142 

MoreLife Online Obesity Engage the population of overweight and obese individuals, providing support 
whilst encouraging effective behaviour change, through a web-based 
ƳŜƳōŜǊǎΩ ǎƛǘŜ ǇǊƻǾƛŘƛƴƎ ŀ ǎŀŦŜ ǎǳǇǇƻǊǘ ǎȅǎǘŜƳ ŀƴŘ ǳƴƛǉǳŜ ōŜƘŀǾƛƻǳǊ ŎƘŀƴƎŜ 
tools and peer to peer support. 

164 

MountainWatch Environmental 
monitoring 

To boost social engagement for environmental monitoring by engaging the 
user in a societal challenge of producing high quality images, by identifying 
peaks in real time and overlaying their name onto the user generated photo. 
Acting as crowd-sourcing interface for massive environmental data collection. 

179 

Open language 
platform on 
Serlo 

Language 
education 

Development of a free openly licensed language learning platform, that 
combines modern e-learning tools and interfaces and the Wikipedia-principles 
of openness. The platform will offer grammar explanations, diverse exercises, 
a vocabulary training tool and a matching tool for international study groups.  

195 

PAYEZE Financial / 
economic 
inclusion 

An innovative mobile payment solution, which will offer digitally and 
financially marginalised across Europe a risk free way to engage in digital e-
commerce. For businesses, the solution offers an improved engagement 
mechanism and payments collection system outside the banking networks at 
low costs. 

214 

Personal Health 
Record for self-
management of 
elderly 

Demographic 
change / 
healthcare 

Developing a prototype of a personal health record (PHR) which gives the 
elderly the ownership of the content of the record. PHR will not replace the 
current records of the different care professionals. PHR will only store those 
files of the different care professionals which the elderly needs in supporting 
his/her self-management. 

231 

Provenance Coin Consumer 
empowerment 

This project explores the use of the Blockchain in product supply-chains to 
foster transparency building on existing design work to prototype and test this 
application to demonstrate the open tracking of materials, components and 
products to enable informed purchases. 

250 

ReadRunner Dyslexics This project aims at creating a revolutionary mobile platform aimed to assist 
people with Dyslexia in improving their reading and comprehension aptitudes 
through a unique intelligent play experience. 

268 

SchulePLUS Education / 
partnerships 
between 
schools and 
societal 
stakeholders 

An innovative matching platform for schools and their external partners 
allowing stakeholders like foundations, universities, companies, individual 
experts, NGOs or cultural institutions to post their cooperation offers for 
schools while teachers are able to find offers for their needs easily due to a 
tagging and matching algorithm.  

304 

SHOP&DROP Waste 
reduction / 
sustainable 
consumption 

Personal service for citizens that makes waste separation simple and effective 
providing personal advice on where to separate waste and offers insight in the 
value of reusable products and waste. 

316 

SourceIT Waste 
reduction / 
sustainable 
consumption 

A GIS mapping tool to support existing and new enterprises, which have a 
specific focus on the reuse and recycling of materials, in locating unwanted 
resources/waste materials which are essential to the existence of such 
enterprises.  

339 

TenderIT Transparency 
and accessibility 
of public 
procurement 

Development of a digital market place (that processes and unifies existing 
European tender sources, making the market transparent for all organizations 
and especially small SMEs and self-employed professionals.  

357 
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Transformap ς 
mapping social 
innovation 

Collaboration 
support for 
social 
innovation 

Bringing together a wealth of scattered resources to advance transformative 
social innovation by proposing a well informed solution integrating current 
existing open source mapping technologies into an innovative collaborative 
effort for social innovation initiatives.  

378 

User Centric 
Energy 
Management for 
Social Housing 

Energy 
efficiency / 
saving 

Allowing social housing residents to express their energy management 
preferences through the use of digital devices in the home calculating the 
optimum energy use time plan (heating) and the comfort level (temperature) 
preferences and the optimum energy consumption load balancing for the 
building as a whole. 

403 

W4P - 
Crowdsourcing 
local social 
innovation 

Collaboration 
support for 
social 
innovation 

W4P wants to tackle the problem of giving citizens with great ideas the 
resources, knowledge or network to develop and extend these ideas, by 
providing a platform to support the leveraging of funding, coaching, materials, 
volunteers and other resources for their projects.  

422 

YouSense Environmental 
monitoring 

Self-monitoring of air pollution in direct environment, and to share this data, 
through the development of affordable devices with a linked portal and smart 
phone app.  

444 

Yubu Education / 
career 
orientation 

Serious game platform providing support to high school students in Study and 
Career Orientation (SCO) guiding students through SCO from the start of the 
first year up to the final exams in the last year of secondary school.  

462 

 

D2.3 did not emphasize the organizations and individuals behind these impacts and their enormous 

efforts carried out under the CHEST funding scheme, which is the goal of this report. The final reports 

developed by the 23 beneficiaries aimed to give in depth insights into each project and form the base 

of this document. In the following 23 chapters, detailed insights into the societal challenge 

addressed, the organizational structure, the solution approach (including efforts and activities 

performed in each of their individual workpackages) as well as their approaches to user involvement 

and a brief summary of their main results are given for each beneficiary project of CHEST Call 3. 
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2 3D Immersion Platform 2 

The project develops a prototype for a platform where educational courses with social focus can be 
followed. These courses can potentially tackle a broad range social needs: from health & lifestyle to 
language to bullying. What is distinctive about these courses is the use of a completely new approach 
to learning: 3D immersion combined with gamified learning. By having the learner interact within a 
3D-world solving simulated real-life problems. Motivated through gamification, these courses will be 
significantly more effective than current classroom methods. 

 

Figure 2: Screenshot of the 3D-Immersion platform prototype 

2.1 The societal problem  

2.1.1 Description of the problem  
Low-literacy has been named as the social problem of this project. Both on an individual and a 
societal level.  

The impact low-literacy has on the individual is substantial. Many of those with low-literacy find 
hindrance in societal participation (Social Inclusion), as they for instance have trouble finding a job, 
cannot read medicine prescriptions or perform administrative tasks like taxes. Adding to this is the 
embarrassment that often resides within low-literacy sufferers. 

On societal level the impact is even more severe as a growing part of the workforce is not able to 
fully participate towards the society and economy. This has a crippling impact on the current and 
future workforce. 

This crippling effect becomes worse over time as society asks for more and more reading skills by 
going more digital with each year, especially in the past 5 years. Our partners have indicated this to 
be a risk for almost all public instances such as municipalities, pharmacies, schools and hospitals.  

¦ƴŘŜǊƭȅƛƴƎ ŀƭƭ ƻŦ ǘƘƛǎ ŀǊŜ ǎŜǾŜǊŀƭ ƛǎǎǳŜǎΦ Lƴ ŜŀǊƭƛŜǊ ŘŜŎŀŘŜǎ ŜŘǳŎŀǘƛƻƴ ǿŀǎƴΩǘ ŀǎ ǾŀƭǳŜŘ ŀǎ ƛǘ ƛǎ ƴƻǿΣ 
resulting in a large group of the baby-boomer generation to have a deficit in language skills. But even 
nowadays 20% of children in primary schools tend to have a reading deficit, which often stays with 
them their entire lives. This means that the current 13% of low-literacy is only bound to grow in the 
coming decades.  

In terms of taking actioƴΣ ǘƘŜǊŜ ƛǎ ŀ ǿƛƭƭƛƴƎƴŜǎǎ ǘƻ ƭŜŀǊƴΦ {ƘŀƳŜ ŀƴŘ ŎƻƳǇƭŜȄƛǘȅ ƻŦ ΨǿƘŜǊŜ ǘƻ ōŜƎƛƴΩΣ 
however, still form a large hurdle for the target group to actually be heard and/or approached.  

                                                           
2 Chapter contributors: Mathias Becker, Andries van Vugt, Fons Verhoef 
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2.1.2 Scale of the problem  
The target group of this prototype 3DIE low-literacy course are people with low literacy between 30 
and 60 first in the Netherlands and ultimately in Europe.  

In the Netherlands the target group is estimated to comprise of 1,3 mln Dutch aged 16 to 65 and in 
Europe 75 mln adults** are affected. In the coming decades, this group is only more likely to 
grow.***  

Currently 20% of children in primary school have a language-based learning deficit. 

Figures show that societal costs of low-ƭƛǘŜǊŀŎȅ ŀƳƻǳƴǘ ǘƻ ϵррл Ƴƛƭƭƛƻƴ ǇŜǊ ȅŜŀǊ ƛƴ ǘƘŜ bŜǘƘŜǊƭŀƴŘǎΦ 
With an increasing digitalisation of services (including governmental), requiring substantial reading 
skills, these costs will only increase.  

Taking a low-literacy language course shows to have a great impact on both individuals and society. 
Per learner, societal benefits amount ǳǇ ǘƻ ϵоллл όŜΦƎΦ ƛƴŎǊŜŀǎŜŘ ǇǊƻŘǳŎǘƛǾƛǘȅΣ ǊŜŘǳŎŜŘ ƘŜŀƭǘƘ 
costs)****.  

* http://www.lezenenschrijven.nl/feiten  

**http://www.unric.org/en/literacy/27799-eu-75-million-adults-lack-basic-reading-skills  

***20% of primary school children have a language deficit. This deficit has grown over the last few   
years, which is bound have a negative influence in 5 ς мл ȅŜŀǊǎΩ ǘƛƳŜΦ  

****http://www.seo.nl/uploads/media/2013-
51_Rendement_van_cursussen_voor_laaggeletterden.pdf 

2.1.3 Previous approaches to solving the problem  
In terms of alternative approaches to dealing with low-literacy two alternatives can be found in the 
market place.  

(Online) low literacy courses. These course have impaired effectives as a result of these being text 
based. Example: Oefenen.nl There is too much text and no onboarding, resulting in scaring of those 
who are willing to learn.  

Teacher-centred instruction is the prevalent method currently employed. Teacher-centered 
instruction commonly refers to lessons where the teaching activities take place from the front of the 
classroom. Although this method offers the benefit of courses being available and offering 
interaction with a teacher. A number of serious drawbacks can be identified most notably; shame 
acts as a serious hurdle for people to sign up, the need to be physically present when people have 
limited time, and the costs associated with this type of learning and instruction.  

3-d immersive reading offers a remedy to these drawbacks; it offers immersive contextual learning, 
the target audience can take the course in the privacy of their home (cancelling out the shame 
factor), allows participants to take the course at their own leisure, removing the need to be 
physically present, allows for a customized approach and all of that a significantly reduced price-tag. 

2.2 Implementation of organizational structure  

2.2.1 Maturity of the project  
Idea/seed phase [completed]  

Organiq has tested several ideas* in the scope of this project in the area of low-ƭƛǘŜǊŀŎȅ ōǳǘ ƘŀǎƴΩǘ 
developed a full course yet. This next step will be initiated and developed the pilot phase.  

*EVA a course aimed at improving employment and employability for low literate unemployed.  

Pilot phase [Nearly Completed]: 

 First prototype of a full course for improving overall practical literacy skills has been developed and 
assessed. 
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2.2.2 Organizational structure  
Content and concepting  

This task concerns educational needs and overall framework of the course and first creative concept.  

Unit: Analyst /creative (1.5 employee)  

(Concept) visual  

This task entails the development of the creative concept into a full course including all (2D and 3D) 
visual components and assets.  

Unit: Creation/ creative (1.5 employee)  

Tech development:  

This task realizes the technological development of the creative concepts and visual components. 
Utilizing relevant applications and realizing interaction.  

Unit: Technology (1 employee) 

2.2.3 Key personnel  
Cor Tjepkema 

Job title : Senior 3D artist  

Description : Over a decade of experience with a range of 3D projects in both educational and non-
educational settings.  

Experience : LOI Kidzz Language courses English/ Spanish, URBAN 2020, Rotterdam Straat van de 
Toekomst, KNMP Low-literacy interactive training.  

Hans-gert Knoop 

Job title : Senior Unity developer  

Description : Experienced developer proficient in several programming languages with a focus on 
Unity 3D.  

Experience : Several low literacy pilots in seed phase (Organiq), Game development [customer: 
classified], Unity based educational [client: classified].  

Fons Verhoef 

Job title : Interactive analyst  

Description : Trained information analyst specialized in complex intricate projects combining 
technology and creative requirements.  

Experience : Unity based educational [client: classified], LOI Kidzz language course English/Spanish, 
LOI CITO prep course, KNMP Low literacy interactive training, EVA course for low literate 
unemployed.  

Andries van Vugt 

Job title : Creative Director  

Description : Founder of Organiq. Experienced in innovative and out-of-the-box interactive solution 
concerning both social and operational fields.  

Experience : Unity based educational [client: classified], LOI Kidzz language course English/Spanish, 
LOI CITO prep course, KNMP Low literacy interactive training, EVA course for low literate 
unemployed. 

2.2.4 Partn erships, cooperations, and networks  
Cooperation: Dutch Reading & Writing Foundation and Zwijsen  
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Organiq in association with the Dutch Reading & Writing Foundation and Zwijsen, a publisher, aims 
to develop a 3D Immersion Education (3DIE) platform (Co-creation).  

The cooperation aims to access expertise concerning the effectiveness and distribution of literacy 
courses. For that reason partnerships with the Dutch Reading & Writing Foundation and Zwijsen have 
been sought as potential didactical expertise providers and launching customers.  

The contractual basis of the partnership is part of an ongoing discussion. Currently, both partners are 
incorporated in the development of the concept and proof-of-concept.  

Strategic significance of partnership: medium-high. 

2.3 Implementation of the solution approach   

2.3.1 Solution approach   
The impact low-literacy has on the individual is substantial. Low-literacy is very much associated with 
embarrassment. This embarrassment is the main cause why low-literacy is a rather hidden problem 
within society.  

Most current courses follow an outdated didactic and are text-intensive, which obviously constitutes 
a problem. A person with low-literacy learns best contextually (Audiovisual), in a stress-free location 
(Web/Internet), studying at his or her own pace (Social Software). Organiq strongly believes that a 
3DIE course would provide just that.  

Solution:  

To ultimately realize this prototype 3DIE platform featuring a low-literacy course, a working 
prototype, including the underlying conceptual model, needs to be build that can be tested with a 
relevant target audience and be used as a demonstration for potential investors and customers.  

Organiq aims to develop a platform where educational courses with a social focus can be followed. 
These courses could potentially tackle a broad range social needs from health & lifestyle to language 
to bullying. What is distinctive about these courses is the use of a completely new approach to 
learning: 3D immersion combined with gamified learning. By having the learner interact within a 3D-
world solving simulated real-life problems. Motivated through gamification, these courses will be 
significantly more effective than current classroom methods.  

As such, the targeted project objectives are:  

- The development of a prototype social 3DIE platform offering a basic low-literacy course* that is 
ready for testing and demonstration. 

 

*Basic low-literacy course 

The basic low-literacy course gives the learner the option to understand language better through an 
interactive experience. This experience combines language instruction and exercises with a 
compelling story-telling element that motivates learners to keep learning.  

In this course, the player uses an avatar to walk through a world where he is prompted to use 
language skills to solve problems at hand. By solving these problems the engaging story continues. As 
the story progresses, the needed language skills are higher, which could be achieved through 
instruction.  

From this basic course the learner could eventually (when the platform is fully functional) hop to 
other courses that use the same principles (instruction + exercise with a compelling and motivating 
story) for different settings (for instance a train station) and themes (such as Healthcare) 

2.3.2 Target grou ps 
Here you describe who you intended to reach with your activity. Your direct target group comprises  
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The target group of this prototype 3DIE low-literacy course are people with low literacy between 30 
and 60 first in the Netherlands and ultimately in Europe.  

In the Netherlands the target group is estimated to comprise of 1,3 mln Dutch aged 16 to 65* and in 
Europe 75 mln adults** are affected.  

This large group could be divided into subgroups based on age, sex, work sector and other 
demographics. However, IEP is being developed to address the needs of the group as a whole. This 
approach is in line with existing approaches and favoured by partners such as the Reading and 
Writing Association.  

Many of those with low-literacy find hindrance in societal participation (Social Inclusion), as they for 
instance have trouble finding a job, cannot read medicine prescriptions or perform administrative 
tasks like taxes. Adding to this is the embarrassment that often resides within low-literacy sufferers. 
Low literates are adept at creating and employing coping strategies but inherently they are 
constantly at risk of not being able to participate fully***.  

 

* http://www.lezenenschrijven.nl/feiten  

**http://www.unric.org/en/literacy/27799-eu-75-million-adults-lack-basic-reading-skills  

*** 
http://www.marketing.pamplin.vt.edu/facultyFolder/julieOzanne/01socialwebsite/professional/rese
archpapers/2005_JCR_Low_Literate.pdf  



D3.8 Report on Call 3 projects 

22 

2.3.3 Activities and work performed  
Work Package Number : 1 [Analysis and Concepting] 

 

Actual Starting month : October  

Predicted / Actual End month : November  

 

Work Package Objectives: 

- Getting and overview of the market  

- Mapping the wishes of the target group in more detail 

- Combining analysis into a list of requirements for the creative concept 

Description of work this period: 
Main achievements: 

Arrived at a list of requirements for the creative concept  
Detailed description of work performed to reach the achievements listed above: 

- !ƴŀƭȅǎƛǎ ƻŦ ǘƘŜ ƳŀǊƪŜǘΩǎ ŎǳǊǊŜƴǘ ŀƴŘ ŦǳǘǳǊŜ ǎǳǇǇƭȅ ŀƴŘ ŘŜƳŀƴŘ ƻŦ ƭƻǿ-literacy courses  
- In-depth analysis of current low-literacy courses and wishes of the target groups  
   

Summarise any problems you have encountered, and how they have been overcome 

 
- Due to a communication barrier it was rather tough to extract the wishes from low-literates. 
Our partners were helpful herein by providing access and tactics concerning communication.  

Description of planned activity for next reporting period  

- N/A 

  

 

Work Package Number : 2 [Visual Concepting] 

 

Actual Starting month : November 

Predicted / Actual End month : December  

 

Work Package Objectives: 

- Arriving at a final creative concept 
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Description of work this period: 
Main achievements: 

- Initial brainstorms about the creative concept of the course.  
- Using the list of requirements from WP1 to arrive at a first draft creative concept.  
- Testing this concept with the target group  
- Finalised the creative concept based on the style guides as provided by Reading and Writing 
Association and the first showing to the target group. As such the design clearly follows the design 
in which Organiq created a first 2D low literacy course for women with ambition (www.evaenik.nl).  
Detailed description of work performed to reach the achievements listed above: 

Processed feedback into final creative concept  

 

Summarise any problems you have encountered, and how they have been overcome 

 
Scheduling a session with the target group turned out to be more difficult than expected in the last 
and first weeks of the year, ultimately resulting some delay on the overall planning.  

Description of planned activity for next reporting period  

-  

 

Work Package Number : 3 [Functional Design] + 3.5 [Functional test and rework] 

 

Actual Starting month : December 

Predicted / Actual End month : February  
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Work Package Objectives: 

- Using the creative concept (WP2) to arrive at a finalized functional design for the course 
and an overview of needed digital assets. 

Description of work this period: 
Main achievements: 

- Finished the functional design 

Detailed description of work performed to reach the achievements listed above: 

Finishing the functional design by incorporating the results from the target group functional 
test.  
 
This advisory report was done rather extensively, whereby a focus was put on determining the 
gamification strategy of IEP. To do so academic theories were tested alongside the prototype in 
order to determine the practical effectivity of the design.  
Next to this focus, attention was geared towards user experience design as this is of vital 
importance for the group. No reports were typed up on this aspect as notes were taken by the 
designers themselves and processed directly. The main elements that needed improvement 
were:  
Intuitiveness of the design. The design in parts proved to be less user friendly than expected. 
Subsequent changes were made to accommodate the specific wishes of the target group. This 
mainly concerned the placement of buttons and colour schemes to show the focus of the 
interaction (e.g. blinking buttons).  
Readability and pace. Readability and the ability to follow the course at a certain pace or level 
was an important topic during testing. Audio cues or the use of specific words in the interface 
ǿŜǊŜ ŎƘŀƴƎŜŘ ōŀǎŜŘ ƻƴ ǘŀǊƎŜǘ ƎǊƻǳǇΩǎ ŀŘǾƛŎŜΦ  

Summarise any problems you have encountered, and how they have been overcome 

N/A 

Description of planned activity for next reporting period  

- N/A 

 

Work Package Number : 4 [Technical Design] 

 

Actual Starting month : February 

Predicted / Actual End month : February  
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Work Package Objectives: 

- Technical Design of the course 

Description of work this period: 
Main achievements: 

- Finalized Technical Design 

Detailed description of work performed to reach the achievements listed above: 

The functional design was analysed and translated into a technical design of the course based 
on Unity and incorporation into current systems. This design entails a series of brainstorms and 
analyses which lead to a system drawing and dataflow diagram.  
 
Adding to this is the overall technical design philosophy that guides choices made during 
development. For IEP this philosophy was formulated to make choices in such a way that the 
resulting programme allows for maximum modularity and generic building. In this way, it has 
become possible to generate 3D environments and interface aspects based on cues in the back-
end, which eventually makes the creation of new levels and assignments more efficient.  

Summarise any problems you have encountered, and how they have been overcome 

 N/A 

Description of planned activity for next reporting period  

- N/A  

 

Work Package Number : 5 [Creative Development (Prototype)] 

 

Actual Starting month : March 

Predicted / Actual End month : April  

 

Work Package Objectives: 

- Realising all digital assets for the course, based on the creative design and functional 
design. 

Description of work this period: 
Main achievements: 

Complete library of Digital Assets  

Detailed description of work performed to reach the achievements listed above: 

- Based on functional en technical design, digital assets were developed. These digital 
assets form the visual component of the course and are incorporated into the technical 
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framework in following steps.  
- This step also entailed a complete redesign whereby the original design was forgone to 

make place for a more modern and forward thinking design. This new design was 
positively tested with the target group and is depicted below.  

 

Summarise any problems you have encountered, and how they have been overcome 

 N/A 

Description of planned activity for next reporting period  

- N/A 

 

Work Package Number : 5 [Technical Realisation (Prototype)] 

 

Actual Starting month : March 

Predicted / Actual End month : April  

 

Work Package Objectives: 

- Realising the needed technologic aspects, based on the technical design and functional 
design. 
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Description of work this period: 
Main achievements: 

- Finished technical framework  

- Preliminary technical tests  

Detailed description of work performed to reach the achievements listed above: 

- Based on the technical design, the technical framework was realised. This framework 
houses all the components needed  

 

Summarise any problems you have encountered, and how they have been overcome 

- A slight change needed to be made to the original technical design due to a change in 
the programme used for development (Unity). The rework for this took 3 additional 
days and is of no importance to the delivery.  

Description of planned activity for next reporting period  

- N/A 

 

 

Work Package Number : 6 [Integration and testing (Prototype)] 

 

Actual Starting month : May 

Predicted / Actual End month : June  

 

Work Package Objectives: 

- Integrating technical and creative aspects 

- Testing the prototype  

Description of work this period: 
Main achievements: 

- Finished prototype 

- Tested the prototype with target group 

Detailed description of work performed to reach the achievements listed above: 

- The prototype was finished by integrating the technical en creative assets. The 
prototype was then tested both internally as with the target group. Some feedback was 
refactored into the prototype to arrive at the final prototype 
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Summarise any problems you have encountered, and how they have been overcome 

 N/A 

Description of planned activity for next reporting period  

N/A 

 

2.3.4 Sustainability of the solution  
Currently there are several negotiations with business partners in place that would finally result in 
enough funding to carry this project into maturity after the CHEST funding period.  

In terms of sustainability and revenue projections. Organiq is aiming to sell the finished product (at 
maturity) to the Dutch Market. Preferably this will be through large parties such as (local) 
ƎƻǾŜǊƴƳŜƴǘǎ ŀƴŘ ŦƻǳƴŘŀǘƛƻƴǎΦ !ǘ ŀ ǇǊƛŎŜ ƻŦ ϵплл ǇŜǊ ŎƻǳǊǎŜΣ ǘƘƛǎ ǿƻǳƭŘ ōŜ ϵмллл-ϵмрлл ŎƘŜŀǇŜǊ 
than current alternatives. 

The total Dutch low-literate market consist of 1.3 million people. At a conservative estimation of a 
1% market share in 3 years, where the realisation follows a 20%-50%-100% curve, would lead to the 
following calculations and projections:  

Formula: Market(#people) * Market share (%) * Realisation(%) * Revenues/coursŜόϵύ Ґ ¢ƻǘŀƭ ȅŜŀǊ 
revenues  

Year 1: мΦоƳ ϝ лΦлм ϝ лΦнл ϝ плл Ґ ϵ мΦлплΦллл  

Year 2: мΦоƳ ϝ лΦлм ϝ лΦрл ϝ плл Ґ ϵ нΦсллΦллл  

Year 3: мΦоƳ ϝ лΦлм ϝ мΦлл ϝ плл Ґ ϵрΦнллΦллл 

 

2.3.5 Risks  
- Contact with target group: In terms of risks there is the low risk of not getting into contact 

with the target group, however the ties with the Dutch Reading and Writing Foundation 
mitigate this.  

- External technological risks. There is always a risk that a project cannot be build or that a 
technology does not work, however by using a game development ecosystem such as Unity 
3D, this risk are close to zero.  

- Low-literacy loses societal focus & interest: a change in policy and awareness could impact 
the receptiveness to the solution. However, with increased relevance of media skills, as part 
of a trend to online services, for governmental and non-governmental services alike, this risk 
seems relatively small.  

2.3.6 User-based evaluation of the concept   
After finishing the prototype, it was scenario based tested by a panel of 7 low-literates from 
Amsterdam and 5 from the Eindhoven area, equal to the tests before. The panel was asked to use 
the prototype as they would a final product. 

Most insights are geared towards UXD and functional design to further improve the usability of the 
course by those who have little digital skill. The original design had already been adapted once based 
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on target group feedback but could now be tested with full interaction. This gave insight in how to 
create a pleasant onboarding, which would result in a better adoption of the programme by the 
target group.  

In general participants stated that they saw the prototype as fun, useful and relatively easy to use. 
Participants felt the security of the environment and felt free to explore without fear or anxiety. Yet, 
several participants stated that they rather have a volunteer help them when they would use the 
platform as they still had insecurities about their digital skills. As this belongs to the intended use of 
course, this finding did not come as a surprise.  

In terms of motivation and gamification the course seems to be rather motivating. Participants felt 
stimulated to continue exploring and learning within the environment. Multiple participants asked if 
there were more locations to explore, which shows promise for the possible success of the full 
course when developed based on this prototype. 

As a next step in de development from prototype to full product it is important to plan the rest of the 
course and the locations needed. This will be done with the Reading and Writing Association as soon 
as the project gets the go ahead (financing) for production. 

2.4 Main results  

The main results of the project with regard to progress, achievements and dissemination are 
summarized in Table 2. 

Table 2: Snapshot of project "3D-Immersion platform with low-literacy course" 

Main project goal Project progress and main achievements Highlights of dissemination 
activities 

The development of a 
prototype for a social 
3DIE platform offering a 
basic low-literacy course 
that is ready for testing 
and demonstration 

The project has accomplished its main 
goals and milestones: 
o Final creative concept  
o Functional & technical design 
o Realized all digital assets for the course 
o Finished technical framework  
o Preliminary technical tests  
o Finished prototype 
o Successfully tested the prototype with 

target group 
 

The project successfully delivered 5 
internal deliverables and 3 CHEST reports 
(Social Impact Plan, Interim Report, Final 
Report), all approved 

o Dedicated blog on organisation 
website:  
http://organiq.nl/blog/laaggelet
terdheid/  

o рр ƛƴǘŜǊŀŎǘƛƻƴǎ ƛƴ ǘƘŜ ǇǊƻƧŜŎǘΩǎ 
section on the CHEST 
Community Forum. 

 
*Due to the stage of development 
and a desire not to release sensitive 
material too early, the full 
dissemination strategy will be 
ƛƳǇƭŜƳŜƴǘŜŘ ǿƛǘƘ hǊƎŀƴƛǉΩǎ 
partners upon launch of the 3DIE 
platform.  

 

Table 3 shows the results achieved for the mandatory indicators common for all projects. Further 
details on the social impact and their project-specific Key Performance Indicators in their primary 
(education and human capital) and secondary (information) impact area are provided in D2.3 
(Monitoring and Impact Analysis). 

Table 3: Mandatory KPIs for 3D-Immersion Platform 

Dimensions  Indicators Variables Baseline Target value Measured 

value 

COMMUNITY 

BUILDING 

User involvement 

in prototype 

Number of target groups 

involved in co-design process 

1 3 3 

http://organiq.nl/blog/laaggeletterdheid/
http://organiq.nl/blog/laaggeletterdheid/
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evaluation / test 

usage 

Number of users involved in co-

design process 

5 10 21 

Ratio between men and women 

involved 

40/60 50/50 50/50 

Ratio between young, adult and 

old people involved 

Adult Adult Adult 

 

  

ACCESS TO 

INFORMATION 

  

  

  

  

  

  

  

Project self-

evaluation of its 

capability to 

influence 

information 

asymmetries 

Project self-evaluation of its 

capability to influence 

information asymmetries (e.g. 

access to sources of information 

that represent a range of 

political and social viewpoints, 

access to media outlets or 

websites that express 

independent, balanced views, 

etc.)3 

1 5 5 

Number of 

tools/activities 

developed by the 

project for 

influencing 

information 

asymmetries 

Number of tools/activities 

developed by the project for 

influencing information 

asymmetries 

0 1 1 

KNOWLEDGE 

SHARING 

Sharing through 

CHEST website 

Number of entries in project 

blog on CHEST forum 

0 1 1 

Number of comments / replies 

on project blog entries on CHEST 

forum 

0 4 4 

Sharing through 

social media 

channels  

Quantified measure of followers 

on selected social media 

channels (e. g. twitter followers, 

facebook friends, etc.) 

0 100 new followers 

within current 

communities of the 

Dutch Reading and 

Writing Association 

130 new 

followers  

Quantified measure of 

communications on selected 

social media channels (e. g. 

number of project tweets and 

re-tweets, etc.) 

0 200 retweets within 

current 

communities of the 

Dutch Reading and 

Writing Association 

20 

  

                                                           
3 To what extent do you agree with the foƭƭƻǿƛƴƎ ǎŜƴǘŜƴŎŜΥ άhǳǊ ǇǊƻƧŜŎǘ ǊŜŘǳŎŜǎ ƛƴŦƻǊƳŀǘƛƻƴ ŀǎȅƳƳŜǘǊƛŜǎ 
ŜȄǇŜǊƛŜƴŎŜŘ ōȅ ǘƘŜ ǳǎŜǊǎέΦ tƭŜŀǎŜ ŀǘǘǊƛōǳǘŜ ŀ ǾŀƭǳŜ ŦǊƻƳ м ǘƻ с ǿƘŜǊŜ м ƛǎ άǘƻǘŀƭƭȅ ŘƛǎŀƎǊŜŜέ ŀƴŘ с ƛǎ άǘƻǘŀƭƭȅ 
ŀƎǊŜŜέ 
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3 ActiveCitizen 4 

Active Citizen takes civic participation to the next level: empowering citizens with their own artificial 
intelligence algorithms. The project aims at increasing participation by merging electronic democracy 
with machine learning algorithms. Artificial intelligence algorithms will find and present the data 
needed to participate in democracy at all levels. Active Citizen connects citizens to open big data 
through advanced machine learning algorithms. 

 

Figure 3: Screenshot of an example Active Citizen newsfeed 

3.1 The societal problem  

3.1.1 Description of  the problem  
Active Citizen aims at confronting the trend observed in Europe of a decrease in political 

participation. We are convinced that this trend is largely the result of our political system failing to 

ǘŀƪŜ ǎǘƻŎƪ ƻŦ ŎƛǘƛȊŜƴǎΩ ŜȄǇŜŎǘŀǘƛƻƴǎ ŀƴŘ ƴŜŜŘǎ and that this trend is reversible, with the correct 

measures. 

Representative democracy puts a strong emphasis on voting, often reducing participation to voting 

for your representatives every 3 to 6 years. We need to include participative democracy as a core 

component of our political systems to renew democracy substantially. 

Many citizens doubt the impact of their vote on society, as seen in the issue of lobbying at the 

European level in the frame of the recent European Parliament elections. Other means to get 

involved in society are gaining more interest: Protesting, working with NGOs, on-line activism and 

volunteering. The importance ς and even more the potential ς of these means lead us to think that 

                                                           
4 Chapter contributors: Mathias Becker, Róbert Bjarnason 
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ǘƘŜ ŘƛǎǘƛƴŎǘƛƻƴ ōŜǘǿŜŜƴ άŎƻƴǾŜƴǘƛƻƴŀƭ ǇƻƭƛǘƛŎŀƭ ǇŀǊǘƛŎƛǇŀǘƛƻƴέ ŀƴŘ άǳƴŎƻƴǾŜƴǘƛƻƴŀƭ ǇƻƭƛǘƛŎŀƭ 

ǇŀǊǘƛŎƛǇŀǘƛƻƴέ Ƙŀǎ ōŜŎƻƳŜ ƭŜǎǎ ǊŜƭŜǾŀƴǘ ƛƴ ŀƴŀƭȅǎƛƴƎ ǇƻƭƛǘƛŎŀƭ ǇŀǊǘƛŎƛǇŀǘƛƻƴ ƛƴ ǘƘŜ нмǎǘ ŎŜƴǘǳǊȅΦ 

Decreasing political participation, disinterest from young people, lack of inclusiveness in decision-

making are reversible trends. We believe that only by bringing together representative and 

ǇŀǊǘƛŎƛǇŀǘƛǾŜ ŘŜƳƻŎǊŀŎȅ ǿŜ Ŏŀƴ ōǊƛƴƎ ōŀŎƪ ŎƛǘƛȊŜƴǎΩ ǘǊǳǎǘ ƛƴ ǘƘŜ ǇƻƭƛǘƛŎŀƭ ǎȅǎǘŜƳ ŀƴŘ ōǳƛƭŘ ǳǇ 

sustainable democracies. And technology has a big part to play in that process. 

Democracy can be - and will be - upgraded to the digital age. Active Citizen addresses the challenges 

identified here by relying on the potential of digital tools and creating those needed for that purpose. 

3.1.2 Scale of the problem  
There is a well known Crisis of Democratic Legitimacy and trust in both the EU and democracy in 

Europe - it is outside the scope of this report to define the scale but we refer you to a discussion 

ǇŀǇŜǊ ŎŀƭƭŜŘΥ ά¢ƘŜ 9ǳǊƻȊƻƴŜΩǎ /Ǌƛǎƛǎ ƻŦ 5ŜƳƻŎǊŀǘƛŎ [ŜƎƛǘƛƳŀŎȅΥ /ŀƴ ǘƘŜ 9¦ wŜōǳƛƭŘ tǳōƭƛŎ ¢Ǌǳǎǘ and 

{ǳǇǇƻǊǘ ŦƻǊ 9ǳǊƻǇŜŀƴ 9ŎƻƴƻƳƛŎ LƴǘŜƎǊŀǘƛƻƴΚέ ŦǊƻƳ ǘƘŜ 9ǳǊƻǇŜŀƴ /ƻƳƳƛǎƛƻƴ ǇǳōƭƛǎƘŜŘ {ŜǇǘŜƳōŜǊ 

2015. 

http://ec.europa.eu/economy_finance/publications/eedp/pdf/dp015_en.pdf  

In addition we reference an interesting debate on the Debating Europe website, calƭŜŘ ά²Ƙȅ ŀǊŜ 

ǇŜƻǇƭŜ ƭƻǎƛƴƎ ǘǊǳǎǘ ƛƴ ǇƻƭƛǘƛŎǎΚέ 

http://www.debatingeurope.eu/2015/10/27/people-losing-trust-politics/#.V8wjEFSLTJ8 

Reaching out to all citizens, including those who feel far from politics and excluded from decision-

making, is a long-term objective which requires us to rely on a wide range of different types of 

multipliers.  

This is why, although Active Citizen is primarily targeted at citizens, we will continue promoting it 

towards multipliers such as local governments, service providers, non governmental organisations 

and other social innovators throughout Europe. 

Targeting these multipliers will offer us the opportunity not only to promote the platform but to 

easily deploy it in different countries. 

Active Citizen API and open source code is also targeted at other open source civic applications. We 

are moving into a world of APIs where services like Active Citizen can be consumed by many different 

types of applications. 

3.1.3 Previous approaches to solving the problem  
Using Artificial Intelligence to help with citizen participation has to our knowledge never been 

attempted before but many trials of using online participation have been done around Europe and 

the world using different types of software and solutions. 

¢ƘŜǊŜ ŀǊŜ ƭƛǘŜǊŀƭƭȅ млллΩǎ ƻŦ ǎƻƭǳtions that have been tested for citizen participation in the past 

decades and there has been a constant evolution - here are some thoughts on our experience citizen 

participation the past 7 years and how we think Active Citizen will help. 

The Your Priorities open source application was created in 2009. It has been used in many countries 

ƛƴŎƭǳŘƛƴƎ LŎŜƭŀƴŘΣ 9ǎǘƻƴƛŀΣ ¦YΣ ¦{!Σ DǊŜŜŎŜ ŀƴŘ .ǳƭƎŀǊƛŀΦ ²ŜΩǊŜ ōǳƛƭŘƛƴƎ !ŎǘƛǾŜ /ƛǘƛȊŜƴ ƻƴ ƻǾŜǊ р 

years of open source civic software development. 
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Amongst successful projects using our software are the Better Reykjavik participatory democracy and 

budgeting in the capital of Iceland and the Rahvakogu (Peoples Assembly) project in Estonia which 

has successfully made the national legal environment better and more democratic. 

In Better Reykjavik, over 70,000 people have participated since 2010, out of a population of 120,000. 

Over 12,000 registered users submitted over 5,000 ideas with 8,000 debate points.  The city of 

Reykjavík has approved over 500 ideas from citizens and most of them implemented. 

According to Google Analytics over 500,000 people have used Your Priorities websites around the 

world since 2009, over 250,000 in 2013. 

Active Citizen builds upon the experience of Your Priorities, taking its core elements further to better 

involve all citizens in the decision-making processes.  

Active Citizen will run pilot experiments in co-operation with established citizen communities and 

civil society in Estonia, Iceland and the UK. The project brings together top social science research 

teams and leading AI and VR development teams with user communities around Europe to build 

upon work carried out from the seed-funded CHEST project and volunteer prototype work since 

2013. This project will be a fluid combination of many procedures, functions and technologies that 

we will combine to make civic life much simpler and yet more productive. 

The Citizens Foundation is part of the D-Cent FP7 project as a community partner and soon a full 

partner. D-Cent is complementary to the Active Citizen project and Active Citizen will be deployable 

as a D-Cent application. http://dcentproject.eu/ 

Your Priorities was our first step in upgrading democracy, Active Citizen is the next. It offers civic 

empowerment and a new way for people to engage with their communities with increased 

participation by younger people. 

We build on high quality open source software and a new generation of machine learning APIs to 

bring those features to market quickly. 

3.2 Implementation of organizational structure  

3.2.1 Maturity of the p roject  
Active Citizen 1.0 was released in May 2016 and included in the a new release of our Your Priorities 

citizen participation software.  According to Google Analytics over 45.000 citizens have used Active 

Citizen since release in May. The Active Citizen project is based on over 8 years of experience in open 

source civic software development and electronic democracy processes. The Citizens Foundations 

ά¸ƻǳǊ tǊƛƻǊƛǘƛŜǎέ Ŝ-democracy software has been used by over half a million people since 2009 and 

has helped improve many communities. Now we are taking civic participation to the next level by 

using state of the art technology to make participation easier and  more interesting, especially to 

young people. 

3.2.2 Organizational structure  
We work within a Lean philosophy which means that we build the software in functional increments, 

starting small, deploying and testing. Nathalie Stembert has been instrumental in the research phase, 

Robert Bjarnason is the lead programmer and Gunnar Grimsson is managing the project as well as QA 

but the whole project is a collaboration with weekly meetings discussing all aspects of it and making 
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consensual decisions. We continue to develop Active Citizen in this lean manner even if the CHEST 

project has come to an end. 

3.2.3 Key personnel  
Róbert Bjarnason, Iceland, President, Software design and programming 

Robert is a successful entrepreneur that introduced the web to Iceland in 1993 and Denmark in 1995. 

Before co-founding the Citizens Foundation he worked in the online gaming industry. His team 

received many industry awards including two BAFTA awards for games. Robert has extensive 

experience with AI algorithms and 3D software spanning over 20 years. 

Gunnar Grimsson, Iceland, UX design and programming 

Co-founder and CEO of the Citizens Foundation, Gunnar is on the Internet since 1992. Freelance web 

and interface designer and teacher for universities, companies and institutions since 1994 (clients 

include: Icelandic Parliament, University of Iceland, Supreme Court of Iceland, Icelandair...).  

Nathalie Stembert, The Netherlands, User interface design 

Graduated in September 2011 from the Delft University of Technology, Nathalie holds a MSc in 

Design for Interaction. Currently a researcher and teacher at The Rotterdam University of Applied 

Sciences. Recently she started collaborating with the Citizen Foundation in Iceland to develop Active 

Citizen.    

3.2.4 Partnerships, cooperations, and networks  
BETTER REYKJAVÍK - ICELAND - betrireykjavik.is  

Born out of the 2008 economic and political crisis in Iceland, Better Reykjavik is a non-partisan 

citizens initiative. Opened one week before the local elections in Reykjavik, the platform was 

successfully used by citizens (40% of the voters participated in the online discussions) which led to a 

formal cooperation with the city of Reykjavik (from October 2011 until the end of the mandate). 15 

top ideas processed by the city council every month and 300 million ISK budget for 180 smaller 

projects were debated online in 2012-13. 70.000 citizens (out of 120.000 inhabitants!) have used 

Better Reykjavík which is an official and active collaboration with the City of Reykjavik.  In May 2016 

we launched a new version of Better Reykjavik using Active CItizen for news feeds and notifications. 

Better Neighborhoods - Participatory budgeting in Reykjavík, capital of Iceland from 2012 to 2016 - 

https://hverfid -mitt -2016.betrireykjavik.is/ 

300 million ISK (1.9+ million EUR) are  allocated each year for ideas from citizens on how to improve 

the different neighbourhoods of Reykjavik. Citizens submit ideas for projects they think will improve 

their neighborhoods. Over 500 ideas were sent in by citizens in 2014 and 78 ideas were voted in by 

citizens in 2014. Over 200 ideas have  already been executed since 2012 and improvements from 

Better Neighborhoods are easily found in all areas of the city of Reykjavik. In July 2016 we collected 

ideas for Better Neighborhoods 2016 and used Active CItizen for news feeds and notifications. 

Our Kopavogur - Participatory budgeting in Kópavogur, Iceland 2016 - okkar-

kopavogur.betraisland.is 
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The purpose of the project is to improve relations between the town authorities and its residents, to 

give residents more responsibility and to engage them in the decision making process in relation to 

the town's development. The purpose is also to improve residents' sense of well-being and their 

experience of their local community, to make their neighbourhoods more pleasant and enjoyable.  

Our Kopavogur used Active Citizen as a part of Your Priorities for generating ideas for the 2016 PB.  

By using Active Citizen citizens get notifications and a customized news feed based on AI 

recommendation. 

Oor Bit Places and Spaces, Fife, Scotland - https://oorbit -fife.yrpri.org 

Oor Bit is an community budgeting initiative where citizens are given the chance to present their 

ideas on improving the environment within the Cowdenbeath Area of Fife. Project in cooperation 

with the Fife Council in Scotland. This project uses our yrpri.org website that is powered by Active 

Citizen. 

3.3 Implem entation of the solution approach   

3.3.1 Solution approach   
The key objective for Active Citizen is to confront the trend of decreasing formal political 

participation. Also to increase the quality and quantity of political and civic participation by making it 

easy, effective and fun with young people being the most important target group.  

²ƛǘƘ ŀƭƭ ǘƘŜ ƻƴƭƛƴŜ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ŀƴŘ Řŀǘŀ ƻƴ ƳȅǊƛŀŘǎ ƻŦ ǿŜōǎƛǘŜǎ ŀƴŘ ŘƛƎƛǘŀƭ ƻƴƭƛƴŜ ǘƻƻƭǎΣ ƛǘΩǎ ŎǊǳŎƛŀƭ 

to provide citizens with simple means to get the information they need as easily and quickly as 

possible, in an easily understood and digested form. With the combined and intertwined help of AI 

and VR we will help citizens make better decisions with less effort. 

We will make digital democracy and civic group work appealing to citizens in the social context of 

online presence. In over two decades of internet usage a lot of our actions online have become 

intuitive. Digital democracy must learn from popular social sites and online games in order to meet 

citizens where and how we want to be. Combining AI and VR opens up revolutionary possibilities for 

achieving those objectives in an autonomous way and to make participation simpler for everyone. 

Representative democracy puts a strong emphasis on voting, often reducing participation to voting 

for your representatives every 3 to 6 years. We need to include participative democracy as a core 

component of our political systems to renew democracy substantially. 

Decreasing political participation, disinterest from young people, lack of inclusiveness in decision-

making are reversible trends. We believe that only by bringing together representative and 

ǇŀǊǘƛŎƛǇŀǘƛǾŜ ŘŜƳƻŎǊŀŎȅ ǿŜ Ŏŀƴ ōǊƛƴƎ ōŀŎƪ ŎƛǘƛȊŜƴǎΩ ǘǊǳǎǘ ƛƴ ǘƘŜ ǇƻƭƛǘƛŎŀƭ ǎȅǎǘŜƳ ŀƴŘ ōǳƛƭŘ ǳǇ 

sustainable democracies. And technology has a big part to play in that process. 

We aim at increasing participation by merging electronic democracy with machine learning 

algorithms. Artificial intelligence algorithms will find and present the data needed to participate in 

democracy at all levels. 

Active Citizen meets the needs of the modern lifestyle whilst replying to the current democratic 

challenges: to reduce the time spent but increase the efficiency by giving citizens the information 

they need to change their world in a meaningful and democratic way. 
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Active Citizen connects citizens to open big data through advanced machine learning algorithms 

similar to those used by companies like Facebook and Google. Citizens are in full control of their 

Active Citizen algorithms and their purpose is solely to help the citizens make informed decisions. 

!ŎǘƛǾŜ /ƛǘƛȊŜƴ ƛǎ ƛƴǘŜƎǊŀǘŜŘ ǿƛǘƘ ¸ƻǳǊ tǊƛƻǊƛǘƛŜǎ ŀǎ ŀ ǇǊƻƻŦ ƻŦ ŎƻƴŎŜǇǘ ŀƴŘ ǇƛƭƻǘƛƴƎ ǇƭŀǘŦƻǊƳΦ LǘΩǎ ƻǇŜƴ 

source and API based and can easily be used by other social innovation web applications. 

Active Citizen AI gives citizens access to powerful artificial intelligence algorithms that look after their 

democratic interests online, notifies about opportunities to participate and researches the issues at 

stake. Active Citizen AI will reduce participation friction by giving citizens notifications and relevant 

information when they need it. It will also help people with similar ideas and priorities to connect 

with each other. 

Using a simple, yet powerful notification engine to always keep you up-to-date on civic issues while 

totally respecting your preferences and time. 

Citizens will be able to have their say on decisions affecting them as well as help define the political 

agenda and top priorities of their group, neighborhood, municipality or even country. This will enable 

a more enlightened dialogue between citizens and local and national governments which can also 

use Active Citizen technology for internal administration. Active Citizen will empower citizens to 

increase the quality of their ideas, debate and decisions to improve their communities. 

Artificial intelligence algorithms can reduce participation friction by giving citizens notifications and 

relevant information when they need it. It can help citizens to serve their democratic interests 

online, notify them about opportunities to participate, help them research the issues at stake and 

connect people with similar ideas and priorities to with each other. 

Notifications however can also be perceived as intruding or annoying. Variables i.e. the notification 

sender, content, tone of voice, frequency and timing are very important and have to fit the 

participation process of the target group.  

In this first deliverable we describe the results of a large scale survey and some in depth user 

interviews concerning notifications and peoples' participation processes. The results are visualized in 

the form of personas and their customer journey. Together these findings supply us with the 

information to determine what notifications are needed and how they need to be designed. 

3.3.2 Target  groups  
Our current users 

We have a large group of registered users, over 27.000 on Better Reykjavík and other Your Priorities 

websites. Those users participation needs are our source for the requirements for Active Citizen.  

Our Better Reykjavik users are mainly interested in participating on local issues and make use of 

Active Citizen for AI driven newsfeeds and notifications. 

Better Iceland hosts a wide variety of users with different needs. Communities like Kópavogur, 

Hafnjarförður and Fljótsdalshérað use it for local issues, agenda setting and participatory budgeting 

and political parties like the Left Green party and the Icelandic Pirate party use it for organizing their 

political parties. 
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The main Your Priorities website also hosts a wide variety of projects including  participatory 

budgeting in Scotland, Croatia and Slovenia and work by various citizens interests groups including a 

pilot project with the Consumer Authority in Norway. 

European citizens interested in citizen participation 

One current key target group are Erasmus students and EU policy makers and we are working on 

ŀƴƻǘƘŜǊ ŦǳƴŘŜŘ ǇǊƻƧŜŎǘ ǘƘŀǘ ǳǎŜǎ !ŎǘƛǾŜ /ƛǘƛȊŜƴ ŎŀƭƭŜŘ ά599t-[ƛƴƪƛƴƎ ¸ƻǳǘƘέΦ ¢Ƙƛǎ ǇǊƻƧŜŎǘ ƛǎ Ŏƻ-funded 

ōȅ 9ǊŀǎƳǳǎҌ ŀƴŘ ŀƛƳǎ ǘƻ άƘƻǿ Ŝ-ǇŀǊǘƛŎƛǇŀǘƛƻƴ Ŏŀƴ ŦƻǎǘŜǊ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ ŜƳǇowerment and active 

ǇŀǊǘƛŎƛǇŀǘƛƻƴ ƛƴ ŘŜƳƻŎǊŀǘƛŎ ƭƛŦŜέΦ CƻǊ ǘƘƛǎ ǇǊƻƧŜŎǘ ǿŜ Ǉƭŀƴ ǘƻ ǳǎŜ !ŎǘƛǾŜ /ƛǘƛȊŜƴ ƴŜǿǎŦŜŜŘǎ ŀƴŘ 

notifications along with some new funded AI development in relations to this project.  

The Citizens Foundation is working with the city of Madrid, consulting on a participatory budgeting 

project and Madrid has expressed interest in incorporating the Active Citizen library into their 

participation software. 

We will firstly promote and deploy the tool at the European level since we have already a consistent 

network of interested organisations (grassroots, local authorities, etc.) in many European countries.  

Active Citizen is a tool that is meant to empower virtually every individual (provided they have 

internet access) in taking an active role in their community and in society. Yet, this aim is a long-term 

one which will only be reached through incremental implementation, use and improvement of the 

platform. 

Focus on younger citizens 

We have identified that the age group of 16-29 participates less, proportionally to their total 

representation, in online citizen participation software. According to Eurostat there were 89 million 

ǇŜƻǇƭŜ ƛƴ ǘƘƛǎ ŀƎŜ ƎǊƻǳǇΦ ²ŜΩǊŜ ŀƭǊŜŀŘȅ ŀŘŘǊŜǎǎƛƴƎ ǘƘƛǎ ǘŀǊƎŜǘ ƎǊƻǳǇ ŘƛǊŜŎǘƭȅ ǘƘǊƻǳƎƘ ƻǳǊ ŎƻƻǇŜǊŀǘƛƻƴ 

with Erasmus+. 

Our experience shows that such tools have a strong maximising effect when it comes to participation 

since they can be used at all ages. However, it is important to underline that certain features of the 

project are specifically aimed at younger citizens and are designed to make the tool more attractive 

ǘƻ ǘƘŜƳΦ LƴŘŜŜŘΣ ǘƘŜ ŘŜŎǊŜŀǎŜ ƛƴ ǘŜǊƳǎ ƻŦ άŎƻƴǾŜƴǘƛƻƴŀƭ ǇƻƭƛǘƛŎŀƭ ǇŀǊǘƛŎƛǇŀǘƛƻƴέ ƛƴ Ƴƻǎǘ 9ǳǊƻǇŜŀƴ 

countries requires us to renew both the democratic tools and practices, notably to raise awareness 

and involve citizens from an early stage. 

Citizens must have a strong voice in our civic debate if we want to create and maintain a healthy 

society. Our mission is to provide the tools and means for citizens to get their voices heard and to 

encourage their participation in governance.  

We will give citizens the power to express themselves and together find their common priorities. This 

will have an influence on decision making processes in their communities and make them better 

integrated into their communities. 

Empowering citizens with Artificial Intelligence and Virtual Reality 

Active Citizen brings Artificial Intelligence algorithms and Virtual Reality to citizens to empower them 

in civic participation. Personal AI assistants, groups, VR interfaces, citizens assemblies that combine 
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online and offline presences, democracy games and other components will assist citizens, bring them 

together and help to increase bottom-up citizen participation by making participation simple, fast, 

interesting and fun. It will help citizens make more informed decisions while spending less time and 

effort.  

3.3.3 Activities and work performed  
 

Work Package Number : 1 

WP1: Lean design (M1 - M3) 

Our design process is user centric and we will launch prototypes to test by real users as soon as 

possible. We already have launched initial Active Citizen prototypes to real users. 

This will include an Agile project plan where we plan to release code early and often. The 

prototypes will continue to evolve, with each release involving real users using the applications at 

each stage. We will perform real life user interviews where we will get early feedback on design 

ideas. 

Deliverables 

D1.1: User interviews (M1-M1) 

D1.2: Lean design document for Active Citizen (M1-M2) 

Actual Starting month : M1 

Predicted / Actual End month : M2 

 

Work Package Objectives: 

Start the user centric lean design strategy but asking actual users what they like. Research 

questions: 

 People: Which groups should be targeted specifically? 

 Participation: What form of participation is most important to increase? 

 Period of time: What time span should a participation process have? 

 Engaging: When do people want to be engaged in their participation processes?   

 Notifications: What type of notifications do people want to receive? 

 Meaningful: What is meaningful for people of a certain target group? 

These research questions formed the main guidelines for the questions of the survey and user 

interviews. The research questions will be answered based on our findings from these email 

surveys and user interviews. 
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Description of work this period: 

Main achievements: 

ǒ Over 1.000 users took part in an online survey about Active Citizen features. 

ǒ Lean design document with Personas and Timeline created. 

ǒ Specific notification design document created. 

Detailed description of work performed to reach the achievements listed above: 

In this deliverable we focused mainly on Notifications.  Although we used the opportunity to ask 

our participants questions in terms of the second objective as well, in this deliverable we limited 

ourselves to the results on the Active Citizen notifications.  

Before conducting any user research, we researched the current notifications that are sent out 

through the Your Priorities platform. Through email surveys and user interviews we gathered 

ƛƴŦƻǊƳŀǘƛƻƴ ƻƴ ǇŜƻǇƭŜǎΩ ŎǳǊǊŜƴǘ ƴƻǘƛŦƛŎŀǘƛƻƴǎ ŜȄǇŜǊƛŜƴŎŜǎ ŀƴŘ ǇǊŜŦŜǊŜƴŎŜǎ ŎƻƴŎŜǊƴƛƴƎ ǘƘŜƛǊ ŦǳǘǳǊŜ 

notification experience on Active Citizen. 

Method 

Based on the research questions and our goals we designed two email surveys and several user 

interview questions to gather more information about the preferences of current and potential 

Your Priorities users concerning their notification experiences. 

Email survey 

The email surveys were made by means of Google forms and were sent, accompanied by a 

newsletter, from the email address of the Citizens Foundation. In order to guarantee a maximum 

amount of responses the survey questions were kept concise and the survey was designed in the 

corporate identity of the Citizens Foundation. Both the email surveys for (medium) active as 

passive respondents consisted of four closed questions in English (one multiple-choice and three 

multiple- answer questions) and two optional open questions (to comment and to register as a 

future research participant). Two days after the survey was sent out to the mailing list of the 

Citizen Foundation 

User interviews 

The user interviews consisted of a set of general questions, aiming to determine the current level 

of participation of each participant. The remainder of interview was framed in the form of three 

scenarios. Each participant was walked through the scenarios, after each scenario the participant 

was asked for their reaction on the scenario. A set of optional questions was prepared with each 

scenario to anticipate and expand on the reaction of the participant.  

Participants 

The email response group of the email survey was based on registered users from the products of 

the Citizens Foundation. The response group were categorized in two subgroups, (1) a group of 

2.204 people who regularly participate and (2) one group of 8.761 people who never or less 

frequently participate. From the first group 289 people submitted the survey, from the second 
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group 732 people submitted the survey, leading to a total response rate of 1021 people 

Email survey 

The email survey resulted in a total of 1021 responses. The responses were captured in four 

different Google Spreadsheets. The two spreadsheets with English and Icelandic responses from 

the (medium) active group of people and the two spreadsheets with English and Icelandic 

responses from the passive group of people were merged. Resulting in a spreadsheet with 289 

responses and a spreadsheet with 732 responses. A quick overview was created with the 

embedded Summary of Responses tool, providing an immediate overview of the distribution of 

percentages over the answers. The results of each of the graphs were analysed, styled and 

integrated in the persona. The optional comment box was used in both the English surveys (27 

and 23 comments) as the Icelandic surveys (41 and 32 comments). Irrelevant comments were 

filtered out and the comments with meaningful qualitative content were added to the transcripts 

of the user interviews. Especially the qualitative survey results from the (medium) active Icelandic 

survey contained relevant information to add to the persona. 

User interviews 

The user interviews resulted in 26 pages of transcripted data, that was analysed for patterns and 

ƛƴǎƛƎƘǘǎΦ ¢ƘŜ Ƴŀƛƴ ƛƴƛǘƛŀƭ ǘƻǇƛŎǎ ǘƘŀǘ ǿŜǊŜ ŦƻǳƴŘ ǿŜǊŜΥ Ψόмύ ŜƳƻǘƛƻƴǎΣ όнύ ǇǊƻŎŜǎǎΣ όоύ ǎŜcurity, (4) 

ƴƻǘƛŦƛŎŀǘƛƻƴǎΣ όрύ ŎƻƴǘŜƴǘΣ όсύ ǎŜǘǘƛƴƎǎ ŀƴŘ όтύ ǎǳŎŎŜǎǎΩΦ ¢ƘŜ ƛƴŦƻǊƳŀǘƛƻƴ ŦǊƻƳ ǘƘŜ ǘǿƻ ǇŀǎǎƛǾŜ 

participants and the information of the three (medium) active participants was merged. 

Corresponding information was highlighted and clustered. The clusters of information forms the 

base for the two personas and the customer journey. The clusters of information were shortened 

and rewritten, maintaining as much of the original answers from the interviews and surveys as 

possible. The main initial topics ŘƛǾŜǊƎŜŘ ƛƴǘƻ ƴŜǿ ǎŜŎƻƴŘŀǊȅ ǘƻǇƛŎǎΥ Ψόмύ ƭŜǾŜƭ ƻŦ ƛƴǾƻƭǾŜƳŜƴǘΣ όнύ 

registration and settings, (3) dashboard, profile and follow, (4) content (tone of voice), sender and 

action, (5) medium and Notification types, (6) process, timing and frequency, (7) time of day and 

όуύ ǎǳŎŎŜǎǎΩΦ ¢ƘŜ ǘŜȄǘ ǘƘŀǘ ōŜƭƻƴƎǎ ǘƻ ǘƻǇƛŎ ƻƴŜ ŀƴŘ ŜƛƎƘǘ ƛǎ ƛƴǘŜƎǊŀǘŜŘ ƛƴ ǘƘŜ ǇŜǊǎƻƴŀǎΦ ¢ƻǇƛŎǎ ǘǿƻ 

to seven form the touchpoints of the customer journey and the corresponding text is integrated 

in the customer journey accordingly. 

Personas 

Based on the results of the email survey and the user interviews two personas were created. 

The primary persona is a person who belongs to the older end of the Active Citizens target group 

and is more settled down. The persona has a family, owns a house and consequently feels 

ǊŜǎǇƻƴǎƛōƭŜ ŀƴŘ ŦƛƴŘǎ ƛǘ ƛƳǇƻǊǘŀƴǘ ǘƻ ǇŀǊǘƛŎƛǇŀǘŜΦ Lǘ ƛǎ ƛƴ ǘƘŜ ǇŜǊǎƻƴŀǎΩ ƛƴǘŜǊŜǎǘ ǘƻ ŀŘŘ ƛŘŜŀǎ ƻƴ ŀ 

neighborhood level (e.g. redevelopment of the street) as well as on a city level (e.g. safety). 

Participation however should feel inviting and the invitation to participate should be sent out in 

the beginning of a participation process, when their voice can still make a difference. 

Communication is preferred via email and notifications that are considered most important come 

from the city government. The content of the notifications is considered important and should be 

informative, yet concise. The frequency of the notifications should be in balance and in line with 

their participation processes. The notifications are used to get informed, to add points for or 

against an idea or to debate. Types of future notifications are: Success stories, preview 
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notifications, periodic news letter, key process moments, invitation to participate, elected ideas, 

accomplishments and real-life meetings. 

The secondary persona is a person who belongs to the younger end of the Active Citizens target 

group and is not settled down yet. Consequently the responsibility for and bond with the 

neighborhood is less prominent. The persona will first observe the processes on the participation 

platform, it can take a couple of days before a decision is made to start participating. There is less 

temptation to spend a lot of time on the platform to add ideas. Adding points for or against ideas 

from others or to participate in debate feels more natural. Notifications are less important for this 

persona, there will be checked for updates if a topic is of real interest. When notifications are 

sent, communication is preferred via email. Notifications that are considered most important 

come from neighborhood initiatives, social network and neighborhood initiatives. The content of 

the notifications is considered important and should be based on their interests. The frequency of 

the notifications should be low and should envision progress of participation processes through 

the key moments. The notifications are used to quickly monitor processes and to be kept up to 

date. Types of future notifications are: Registration confirmation, periodic newsletter via email, 

key process moments, Ideas participated in and end-results on topics of interest. The personas 

will be used throughout the design process to continuously verify if the design of the notifications 

fits the envisioned target group. 

Customer Journeys 

The participation process of each of the personas is visualised in a customer journey map. The 

touchpoints of their journey, consists of six steps: (1) registration and/or login, (2) settings, (3) 

ideas, (4) debate, (5) decision & overview and (6) result, and are based on the results from the 

user interviews. In the map the journeys are displayed as a simplified linear process, the 

touchpoints can however be walked through repeatedly and the process will be repetitive. The 

intensity of the participation activities from the personas is displayed through the height of the 

graph and the peaks indicate the moment and frequency of the notifications they want to receive. 

With each peak the type of notification and the medium it is sent through is indicated. The 

journey of the personas is explained in the text above and underneath the graph. Important 

statements are highlighted within the text. 

The email surveys and user interviews provide insights to compose a set of personas and visualise 

their customer journey. Together these materials led to a number of design guidelines for the 

notifications of Active Citizen. The design guidelines will be used to design the proposed 

notifications according to visual style of Google Material design and the available interaction 

patterns. Possible coding limitations will be taken into account. 

Currently the design guidelines of the notifications are based on an analysis of the current 

ƴƻǘƛŦƛŎŀǘƛƻƴǎ ŀƴŘ ǇŜƻǇƭŜǎΩ ƴƻǘƛŦƛŎŀǘƛƻƴ ŜȄǇŜǊƛŜƴŎŜ ƛƴ ƎŜƴŜǊŀƭΦ Lƴ ǘƘŜ ǳǎŜǊ ƛƴǘŜǊǾƛŜǿǎ ǇŀǊǘƛŎƛǇŀƴǘǎ 

were asked to think about possible interactions with future notifications, something that is 

difficult to imagine for most people. The notifications that will be based on the guidelines that 

originated from the email surveys and the user interviews will therefore have to be tested 

thoroughly, before they are implemented into a final design. 

Notifications Design Document 

We created a notification design document to guide us in the creation of notification emails and 
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browser user interface. 

 

Summarise any problems you have encountered, and how they have been overcome 

As we are an international team and most people in Iceland speak and write good english we sent 

out the online survey in English.  There are over 12.000 people on the Better Reykjavik mailing list 

and we then got quite a bit of negative feedback on not using Icelandic for the Active Citizen 

survey.  We promptly translated the survey into Icelandic and sent it out again and got in return 

positive feedback and close to 10% of the users participated in the survey which gave us a really 

wide scope of answers. 

 

Description of planned activity for next reporting period  

 This work package is completed. 

 

Project Management And Dissemination 

Summarise any management concerns and activities to recover the situation.   

Logistics of working together across continents, we use GDocs, Hangout for meeting and Slack for 

ongoing discussions. 

 

Detail any publications, publicity or other dissemination activity. 

Citizen Foundation - CHEST Project Deliverable 1.1 & 1.2 - Active Citizen Notifications - 

https://drive.google.com/file/d/0B9fuyFX263nnUFpWZGhycXNmUHc/view?usp=sharing 

 

 

Work Package Number : 2 

WP2: Development (M3 - M10) 

Development of the open source software. 

Deliverables 

D2.1: Release 1 
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D2.2: Release 2 

D2.3: Release 3 

Actual Starting month : M3 

Predicted / Actual End month : M10 

 

Work Package Objectives: 

Develop the first working version of Active Citizen Notifications. 

 

Description of work this period: 

Main achievements: 

ǒ Development completed on 

o Activity Stream Engine 

ǐ Newsfeed users interface component 

o Notification Engine 

ǐ For email and browsers 

ǐ Notification Settings user interface component 

o Recommendation Engine AI powered engine for posts and groups 

o Email notification templates 

ǒ The Active Citizen developed library released as open source software to the 

public 

o https://github.com/CitizensFoundation/active-citizen 

ǒ Over 45.000 citizens have now already used Active Citizen powered web 

applications according to Google Analytics for Citizens Foundation websites. 

Detailed description of work performed to reach the achievements listed above: 

Activity Streams Engine 

We first started to develop the activity streams as those are the foundation of all interaction 

between the user and their algorithms. The activity streams store the all the activity of the users 

on the websites, those streams are then used to generate notification and train the 

recommendation engine. We also developed a flexible newsfeed system to display the activity 

streams on websites - the newsfeed were later integrated with the recommendation engine to 

provide the user with Facebook style newsfeed where activities are filtered partly using the 



D3.8 Report on Call 3 projects 

44 

recommendation algorithm. 

 
Example Active Citizen newsfeed 

Key features: 

 Database storage of activity streams 

 API for storing and retrieving activity items and streams 

 Flexible newsfeed user interface component using the new Web Components 

W3C standards that is easy to incorporate into new projects. 

 

 

 

Notification Engine 

The notification engine filters the activity streams and send out notifications to the users where 

appropriate via email or in the browser.  We developed a user interface web component for 

notification settings. 
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Example notification settings panel 

Key notification engine features: 

 Notifies with email or in browser 

 Can group notifications of the same type 

 ֙ For example many up votes on the same post, similar as 

Facebook does 

 Can delay and bundle notifications and send them in email hourly, daily weekly or 

monthly 

 Integrates with external email delivery providers like SendGrid. 

 Integrates with the recommendation engine to filter activity newsfeeds 

 

 

 

Recommendation Engine 

For the recommendation engine we decided to use the open source Apache PredictionIO 

software for the core recommendation engine. We developed functions to import the whole 

activity streams from Your Priorities websites, well over 700.000 activity training events for the 

recommendation engine.  

Key features: 

 Utilizes machine learning algorithms provided by the PredictionIO library 

 Provides recommendation with a similar approach as Amazon and Netflix use for 
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their product and movie recommendations 

 Import of previously recorded activity streams for training 

 API for adding activity stream items 

 API for querying for recommendations 

Email notification templates 

We create notification templates for emails based on our designs from WP1. 

  

Summarise any problems you have encountered, and how they have been overcome 

There were no unexpected problems above what happens in software development. 

Description of planned activity for next reporting period  

This work package has been completed. 

 

Project Management And Dissemination 

Summarise any management concerns and activities to recover the situation.   

 

 

Detail any publications, publicity or other dissemination activity. 

 

Project launches using Active Citizen technology 

As Active Citizen is a library it was first launched with a new release of Your Priorities, our other 

hǇŜƴ {ƻǳǊŎŜΣ ŎƛǘƛȊŜƴ ǇŀǊǘƛŎƛǇŀǘƛƻƴ ŀǇǇƭƛŎŀǘƛƻƴΦ  IŜǊŜ ƛǎ ŀ ƭƛǎǘ ƻŦ ƭŀǳƴŎƘŜǎ ǿŜΩǾŜ ŘƻƴŜ ǘƘƛǎ ȅŜŀr that 

have included Active Citizen. 

 11. May 2016 - Our Kopavogur - This project Participatory Budgeting Idea 

generation phase, this was the first public release of Active Citizen - over 8.500 people 

used the website. 

  25. May 2016 - Your Neighborhood - Participatory budgeting system in Reykjavik 

with 35.000 people visiting the website and around 4.000 registering and taking active 
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part in the process. 

 18. June 2016 - Fife Council Oor Bit Places and Spaces - A community budgeting 

initiative in Scotland. 

 9. September 2016 - Deep Learning Youth Dashboard in cooperation with 

Erasmus+. 

 19. September 2016 - Participatory Budgeting idea collection opens in Pula, 

Croatia 

 29. September 2016 (PLANNED) - My Vision / Elections 2016 - Debate platform in 

the run up to the Icelandic parliament elections October 29. 2016. 

 

 

 

 

Work Package Number : 3 

WP3: Project Management, Launch, Marketing & Dissemination (M1 - M10) 

Manage and disseminate the project. 

Deliverables 

D3.1: Marketing and dissemination 

D3.2: Launch event 

D3.3: Project management 

Actual Starting month : M1 

Predicted / Actual End month : M10 

 

Work Package Objectives: 

Manage and disseminate the project. 

 

Description of work this period: 

Main achievements: 

ǒ The project has been completed and will live on beyond the work funded by the 

CHEST project. 
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ǒ Active Citizen has been promoted at several events 

Detailed description of work performed to reach the achievements listed above: 

Facebook and Twitter 

²ŜΩǾŜ Ƴŀƛƴƭȅ ǳǎŜŘ CŀŎŜōƻƻƪ ŀƴŘ ¢ǿƛǘǘŜǊ ǘƻ ŘƛǎǎŜƳƛƴŀǘŜ ƛƴŦƻǊƳŀǘƛƻƴ ŀbout Active Citizen and 

ǿŜΩǾŜ ōƻǳƎƘǘ ōƻƻǎǘǎ ƻƴ CŀŎŜōƻƻƪ ŀƴŘ ǘŀǊƎŜǘŜŘ ǇŜƻǇƭŜ ƛƴ 9ǳǊƻǇŜ ŀƴŘ ǘƘŜ ¦{! ǿƛǘƘ ƛƴǘŜǊŜǎǘ ƛƴ 

Artificial Intelligence and Democracy. 

 
Example of a recently Facebook post about Active Citizen 

Dissemination to other developers of citizen participation software 

While Active Citizen has been developed to support the use case of integrating well into Your 

Priorities it is a separate library in its own rights and is relatively easy to integrate into other 

citizen participation software. We are a part of a working group at the Council of Europe called 

the Democratic Incubator.  We met for the first time in Strasbourg November 2015 as a part of 

the World Forum for Democracy. There we met teams from Spain and Argentina working with 

local and national governments and developing their own open source citizen participation 

software for deliberation and participatory budgeting.  We have actively seeked to promote 

Active Citizen as an option for those to provide notifications and recommendations for their 

projects.  This might happen in time. 

Madrid Decides 
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Citizens Foundation is a consultant on the Madrid Decide city participation budgeting project and 

they have expressed interest in Active Citizen that we are following up on. 

DemocracyOS 

DemocracyOS is another citizen participation tools in some ways similar to Your Priorities. It is 

being developed in Argentina and use there on the national level.  We have monthly project 

meetings with their team leader and they have express interest in Active Citizen as well. 

Launch Event 

Launch event is planned on the 1. of October in connections to the launch of My Vision / Elections 

2016 in Reykjavik Iceland.  We will invite parliamentary candidates, the media and members of 

the public where we will launch this new website and discuss the importance of Active Citizen in 

providing for the first time AI recommended content in Iceland in connections to a public political 

debate. 

Summarise any problems you have encountered, and how they have been overcome 

The delay in CHEST payment was a bit challenging but we managed but our launch event was 

delayed but will go forward on the  1. October 2016. 

Description of planned activity for next reporting period  

This work package has been completed. 

 

Deliverable Status  

Project Management And Dissemination 

Summarise any management concerns and activities to recover the situation.   

The project has completed except for final event which we will organize as soon as the CHEST 

interim payment is been paid so we will have a budget for it. 

 

Detail any publications, publicity or other dissemination activity. 

 October 2015 ICT 2015 EU Conference Lisbon - Presentation & Booth 

 October 2015 Open Government Partnership 2015 Summit Mexico - Presentation 

 November 2015 - World Forum for Democracy Strasbourg - Workshop 

 November 2015 - OGP in local government Estonia - Presentation 
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 Mar 2016 - Project Update Chest Website 

 ֙ http://www.chest-project.eu/active-citizen-increasing-political-

participation-artificial-intelligence-virtual-reality/ 

 May 2016 - Democratic Cities Madrid - Presentations and workshop 

 May 2016 - Reykjavik International Conference: Future of Democracy - 

Presentation 

 May 2016 - Professional advertising campaign for Our Kopavogur 

 June 2016 - Nordic Benchmarking Forum Helsinki - Presentation 

 July 2016 - Crowdsourcing Conference, Lisbon - Presentations 

 July 2016 - Professional mass market advertising campaign for Your Neighborhood 

in Reykjavik 

 July 2016 - Deep Youth Boot camp, Budapest - Presentation 

 October 2015 - September 2016 - Posts on Facebook and Twitter promoting 

Active Citizen directly or indirectly 

 

3.3.4 Sustainability of the solution  
We will stimulate people to participate on the Your Priorities platform over a longer period of time 

by engaging them through notifications that are meaningful for them. 

As stipulated earlier, designing the notifications based on the needs of our target group is evident in 

order to meet this objective. In order to design the required notifications we composed the following 

research questions. 

The Citizens Foundation has been developing Your Priorities since 2008 and Active Citizen since 2014 

and we will continue to do so - with volunteer work, paid projects that improve the code by 

government and organization and by seeking further EU and other grant funding. 

We are partners in a project called Deep Linking Youth that is cofunded by Erasmus+ that sponsors 

the development of another part of Active Citizen to do with training deep learning networks.  The 

first application of this, to be launched in 2017 is a dashboard for EU policymakers about what young 

people are talking about online in regards to youth mobility. 

The Citizens Foundation has recently entered into a development partners with the city of Reykjavik 

and the city of Kopavogur for further development of Your Priorities and Active Citizen through to 

the middle of 2017. 

We are working on applying for a couple of H2020 grants related to Active Citizen. 

The latest release of Active Citizen at the time of this report is two days ago or 17. September 2016. 

ΧΧΧΧΧΦ 
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The development is Open Source and we are looking at ways to get more developers interested in 

the project. 

3.3.5 Risks  
Accessibility of the platform (low) 

Although the main risk for Active Citizen is a breakdown of the access to internet or use in a tense 

ǇƻƭƛǘƛŎŀƭ ŎƻƴǘŜȄǘΣ ƛǘ ǎƘƻǳƭŘƴΩǘ ƻŎŎǳǊ ƛƴ ǘƘŜ ŦƛǊǎǘ ǎǘŀƎŜ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘΦ ¢ƘŜǎŜ Ǌƛǎƪǎ ǎƘƻǳƭŘƴΩǘ ōŜ 

underestimated since Active Citizen aims at reinforcing democracy, notably in countries where it is 

emerging. Yet we will first focus on established democracies so as to have time to improve the 

platform and mitigate the inherent risks of such a project in authoritarian or democratizing countries 

(encryption, etc.). 

Use of the platform (medium) 

Another set of risks is that citizens do not experience ownership of the system and therefore do not 

use it. To mitigate this risk, we are working with real users for the pilot projects so as to get 

feedbacks on the potential difficulties in using the tool. Additionally, and building upon our previous 

experience with Your Priorities, we will offer organisations/authorities willing to implement the tool 

a set of services, including training of their staff, public interventions to facilitate the ownership of 

the platform. We will also closely work with grassroots organisations and support the project 

promoters in the long-term to mitigate the risks of a decrease of the use of the platform. 

3.3.6 User-based evaluation of the concept   
In order to design the required notifications we composed the following research questions. 

Research questions 

Å Which groups should be targeted specifically? 

Å What form of participation is most important to increase? 

Å What time span should a participation process have? 

Å When do people want to be engaged in their participationprocesses? 

Å What type of notifications do people want to receive? 

Å What is meaningful for people of a certain target group? 

These research questions formed the main guidelines for the questions of the survey and user 

interviews. 

Before conducting any user research, we researched the current notifications that are sent out 

through the Your Priorities platform. Through email surveys and user interviews we gathered 

ƛƴŦƻǊƳŀǘƛƻƴ ƻƴ ǇŜƻǇƭŜǎΩ ŎǳǊǊŜƴǘ ƴƻǘƛŦƛŎŀǘƛƻƴǎ ŜȄǇŜǊƛŜƴŎŜǎ ŀƴŘ ǇǊŜŦŜǊŜƴŎŜǎ ŎƻƴŎŜǊƴƛƴƎ ǘƘŜƛǊ ŦǳǘǳǊŜ 

notification experience on Active Citizen. 

We assume that participation can be increased by involving people more intensely on certain 

moments in the participation processes. Through user research we were aiming to find out if 

notifications can accomplish this, and if so, how these notifications have to be designed to 

accomplish this. Table 2 displays the distribution of our focus. From the email survey we aimed to 

Ǝŀƛƴ ƛƴǎƛƎƘǘ ƛƴǘƻ όмύ ǇŜƻǇƭŜǎΩ ŎǳǊǊŜƴǘ ƴƻǘƛŦƛŎŀǘƛƻƴ ŜȄǇŜǊƛŜƴŎŜ ŦǊƻƳ .ŜǘǘŜǊ wŜȅƪƧŀǾƝƪΣ .ŜǘǘŜǊ LŎŜƭŀƴŘΣ 

Your PrioritieǎΣ ŀƴŘ όнύ ǇŜƻǇƭŜǎΩ ƎŜƴŜǊŀƭ ƴƻǘƛŦƛŎŀǘƛƻƴ ŜȄǇŜǊƛŜƴŎŜ όŦǊƻƳ DƻƻƎƭŜ ŀƴŘ CŀŎŜōƻƻƪύΦ CǊƻƳ 
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ǘƘŜ ǳǎŜǊ ƛƴǘŜǊǾƛŜǿǎ ǿŜ ŀƛƳŜŘ ǘƻ Ǝŀƛƴ ƛƴǎƛƎƘǘ ƛƴΣ όоύ ǇŜƻǇƭŜǎΩ ǇǊŜŦŜǊŜƴŎŜ ŦƻǊ ǘƘŜƛǊ ŦǳǘǳǊŜ ƴƻǘƛŦƛŎŀǘƛƻƴ 

experiences (from Your Priorities). 

Based on the research questions and the goals described above we designed two email surveys and 

several user interview questions to gather more information about the preferences of current and 

potential Your Priorities users concerning their notification experiences. 

The email surveys were made by means of Google forms and were sent, accompanied by a 

newsletter, from the email address of the Citizens Foundation. In order to guarantee a maximum 

amount of responses the survey questions were kept concise and the survey was designed in the 

corporate identity of the Citizens Foundation. Both the email surveys for (medium) active as passive 

respondents consisted of four closed questions in English (one multiple-choice and three multiple-

answer questions) and two optional open questions (to comment and to register as a future research 

participant). Two days after the survey was sent out to the mailing list of the Citizen Foundation, 

there was decided to translate the English questions into Icelandic, since there were too many 

complaints. The English and the Icelandic survey stood both open for one week time and the 

responses were merged after the surveys were closed. 

The user interviews consisted of a set of general questions, aiming to determine the current level of 

participation of each participant. The remainder of interview was framed in the form of three 

scenarios. Each participant was walked through the scenarios, after each scenario the participant was 

asked for their reaction on the scenario. A set of optional questions was prepared with each scenario 

to anticipate and expand on the reaction of the participant. The scenarios were communicated in the 

language of the participants and the participants were invited to answer the questions in their own 

language. The interviews had a duration between fifteen and twenty minutes and were recorded 

with a voice recorder. After each interview was conducted it was translated and transcribed. 

The email response group of the email survey was based on registered users from the products of 

the Citizens Foundation. The response group were categorized in two subgroups, (1) a group of 2.204 

people who regularly participate and (2) one group of 8.761 people who never or less frequently 

participate. From the first group 289 people submitted the survey, from the second group 732 

people submitted the survey, leading to a total response rate of 1021 people. 

The email survey resulted in a total of 1021 responses. The responses were captured in four different 

Google Spreadsheets. The two spreadsheets with English and Icelandic responses from the (medium) 

active group of people and the two spreadsheets with English and Icelandic responses from the 

passive group of people were merged. Resulting in a spreadsheet with 289 responses and a 

spreadsheet with 732 responses. A quick overview was created with the embedded Summary of 

Responses tool, providing an immediate overview of the distribution of percentages over the 

answers. The results of each of the graphs were analysed, styled and integrated in the persona. The 

optional comment box was used in both the English surveys (27 and 23 comments) as the Icelandic 

surveys (41 and 32 comments). 

3.4 Main results  

The main results of the project with regard to progress, achievements and dissemination are 
summarized in Table 4. 
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Table 4: Snapshot of project "Active Citizen" 

Main project goal Project progress and main 
achievements 

Highlights of dissemination activities 

To increase participation 
by merging electronic 
democracy with machine 
learning algorithms and 
using artificial intelligence 
algorithms to find and 
present the data needed 
to participate in 
democracy at all levels. 

The project has accomplished its 
main goals and milestones: 
o Over 1,000 participants in online 

survey on user requirements 
o Lead Design and Notification 

Design documents created. 
o Completed development of 

Activity Stream Engine, 
Notification Engine and 
Recommendation Engine. 

o Active Citizen library released as 
open source software via 
Github. 

o Over 45,000 users of Active 
Citizen powered web 
applications. 

o Several other Citizen Foundation 
project launches using Active 
/ƛǘƛȊŜƴΩǎ ǘŜŎƘƴƻƭƻƎȅΦ 

 
The project successfully delivered 7 
internal deliverables and 3 CHEST 
reports (Social Impact Plan, Interim 
Report, Final Report), all approved.  

o Dedicated section on Citizens 
CƻǳƴŘŀǘƛƻƴΩǎ ǿŜōǎƛǘŜΣ ƛƴŎƭǳŘƛƴƎ ŀ 
factsheet: 
http://www.citizens.is/docs/Active-
Citizen-Short-Description.pdf  

o Citizens Foundation social media 
accounts: Facebook (2,249 likes) And 
Twitter (974 followers)  

o Participation via exhibitions, 
presentations and workshops at 
events including ICT 2015, Open 
Government Partnership 2015 
Summit, World Forum for 
Democracy, Democratic Cities 
Madrid, Reykjavik International 
Conference and Nordic 
Benchmarking Forum. 

o News article on the CHEST website: 
http://www.chest-project.eu/active-
citizen-increasing-political-
participation-artificial-intelligence-
virtual-reality/  

o ммл ƛƴǘŜǊŀŎǘƛƻƴǎ ƛƴ ǘƘŜ ǇǊƻƧŜŎǘΩǎ 
section on the CHEST Community 
Forum. 

 

Table 5 shows the results achieved for the mandatory indicators common for all projects. Further 
details on the social impact and their project-specific Key Performance Indicators in their primary 
(community building and empowerment) and secondary (ways of thinking, values and behaviours) 
impact area are provided in D2.3 (Monitoring and Impact Analysis). 

Table 5: Mandatory KPIs for Active Citizen 

Dimensions  Indicators Variables Baseline Target 
value 

Measured 
value 

COMMUNITY 
BUILDING 

User involvement 
in prototype 
evaluation / test 
usage 

Number of target groups involved in co-
design process 

0 3 3 

Number of users involved in co-design 
process 

0 2000 1100 

Ratio between men and women involved na na na 

Ratio between young, adult and old 
people involved 

na na na 

  

ACCESS TO 
INFORMATION 

Project self-
evaluation of its 
capability to 
influence 
information 

Project self-evaluation of its capability to 
influence information asymmetries (e.g. 
access to sources of information that 
represent a range of political and social 
viewpoints, access to media outlets or 

0 5 5 

http://www.citizens.is/docs/Active-Citizen-Short-Description.pdf
http://www.citizens.is/docs/Active-Citizen-Short-Description.pdf
http://www.chest-project.eu/active-citizen-increasing-political-participation-artificial-intelligence-virtual-reality/
http://www.chest-project.eu/active-citizen-increasing-political-participation-artificial-intelligence-virtual-reality/
http://www.chest-project.eu/active-citizen-increasing-political-participation-artificial-intelligence-virtual-reality/
http://www.chest-project.eu/active-citizen-increasing-political-participation-artificial-intelligence-virtual-reality/
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asymmetries websites that express independent, 
balanced views, etc.)5 

Number of 
tools/activities 
developed by the 
project for 
influencing 
information 
asymmetries 

Number of tools/activities developed by 
the project for influencing information 
asymmetries 

0 1 1 

KNOWLEDGE 
SHARING 

COMMUNITY 
BUILDING 

Sharing through 
CHEST website 

Number of entries in project blog on 
CHEST forum 

0 10 1 

Number of comments / replies on 
project blog entries on CHEST forum 

0 100 3 

Sharing through 
social media 
channels  

Quantified measure of followers on 
selected social media channels (e. g. 
twitter followers, facebook friends, etc.) 

0 500 450 

Quantified measure of communications 
on selected social media channels (e. g. 
number of project tweets and re-tweets, 
etc.) 

0 1000 600 

  

                                                           
5 To what extent Řƻ ȅƻǳ ŀƎǊŜŜ ǿƛǘƘ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ǎŜƴǘŜƴŎŜΥ άhǳǊ ǇǊƻƧŜŎǘ ǊŜŘǳŎŜǎ ƛƴŦƻǊƳŀǘƛƻƴ ŀǎȅƳƳŜǘǊƛŜǎ 
ŜȄǇŜǊƛŜƴŎŜŘ ōȅ ǘƘŜ ǳǎŜǊǎέΦ tƭŜŀǎŜ ŀǘǘǊƛōǳǘŜ ŀ ǾŀƭǳŜ ŦǊƻƳ м ǘƻ с ǿƘŜǊŜ м ƛǎ άǘƻǘŀƭƭȅ ŘƛǎŀƎǊŜŜέ ŀƴŘ с ƛǎ άǘƻǘŀƭƭȅ 
ŀƎǊŜŜέ 
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4 AdviSex6 

AdviSex proposes to realize, through the Living Lab methodology, a service focused on the area of 
sexual sphere, which is still permeated by taboos and stereotypes, and aims to facilitate access to 
related knowledge. In particular, AdviSex is a mobile application that aims to support the 
ƛƳǇǊƻǾŜƳŜƴǘ ƻŦ ŀŘǳƭǘǎΩ ƛƴŘƛǾƛŘǳŀƭ ŀƴŘ ŎƻǳǇƭŜ ǎŜȄǳŀƭ ƘŜŀƭǘƘΦ ¢ŀƪƛƴƎ ƛƴǘƻ ŀŎŎƻǳƴǘ ŀƎŜΣ ƎŜƴŘŜǊ ŀƴŘ 
sexual orientation of the user, the application provides personalized recommendations. 

 

Figure 4: Screenshot of the AdviSex prototype 

4.1 The societal problem  

4.1.1 Description of the problem  
As stated by World Health Organization, the sexual and reproductive health is essential for 
individuals, couples, families and for the social and economic development of communities and 
nations. 

Even though sexual health is so important, people do not feel comfortable when talking about it. As 
an example, a recent study shows that people are not willing to reveal to their new partners about 
their sexual history, both before having a new casual sex partner or before starting a serious 
relationship. Communication between patients and doctors is also critical. A research published in 
the Journal of Sexual Medicine shows that, even when having sexual concerns, only two percent of 
women seek help from their physicians. The issue is confirmed at Italian level: a recent study 
conducted by DoxaPharma shows that 90% men having sexual health-related problems do not see a 
physician. 

This problem leads to lack of both prevention and care support when it is necessary. In fact, if people 
do not talk about sex, they are more likely to lack prevention or aggravate their sex-related issues. 

Poor communication about sexual health and sexual health-related issues may potentially affect all 
sexually active people. In particular, contrary to popular opinion, communication about sexual health 
and sexual prevention should not be encouraged only among young people, but also among adults. 
In fact, sexual habits, needs and expectations change while ageing. In addition, people with different 
age meet with different issues and risk levels when having a sexual intercourse. 

During the interaction with Specialists, the perception of the problem changed. In addition to the 
difficulty to talk about sex, Specialists argued that people often are not able to assess their sexual 

                                                           
6 Chapter contributors: Mathias Becker, Mario Barile 
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health, therefore they may have a disturb they do not identify. That is the reason why a resource like 
the blog will be implemented as a support to AdviSex service. Another issue highlighted by specialists 
ŎƻƴŎŜǊƴŜŘ ǘƘŜ ƎŜƴŘŜǊ ƛŘŜƴǘƛǘȅΣ ǿƘƛŎƘ Ƙŀǎ ŀ ǎǘǊƻƴƎ ƛƳǇŀŎǘ ƻƴ ǇŜƻǇƭŜΩǎ ǎŜȄǳŀƭ ƘŜŀǘƘ ōǳǘ ǿŀǎ ƛƴƛǘƛŀƭƭȅ 
overlooked by our team. 

Regarding the evolution of the problem, it got worse during the last decade due to the spread of 
Internet pornography, which made porn readily available just at the click of a mouse. Even though 
ǇƻǊƴƻƎǊŀǇƘȅ Ŏŀƴ ōŜ ǳǎŜŘ ǘƻ ŎƻƳǇƭŜƳŜƴǘ ƻƴŜΩǎ ǎŜȄǳŀƭ ƭƛŦŜΣ ƛǘ Ƙŀǎ ŀƭǎƻ ǘƘŜ ǇƻǿŜǊ ǘƻ ƛƴŦƭǳŜƴŎŜ 
perceptions and aptitudes about sexual health. Many sexual health specialists interviewed argued 
that the new pornography model introduced via the Web has negative effects on sexual 
performances with partner. In fact, it would cause Sexual Attention Deficit Disorder and other 
problems such as erectile dysfunctions or reduced time duration for erection. This position is 
ŎƻƴŦƛǊƳŜŘ ōȅ ǎǘǳŘƛŜǎ ǎǳŎƘ ŀǎ άtƻǊƴ-LƴŘǳŎŜŘ {ŜȄǳŀƭ 5ȅǎŦǳƴŎǘƛƻƴ ƛǎ ŀ DǊƻǿƛƴƎ tǊƻōƭŜƳέ ǇǳōƭƛǎƘŜŘ ƛƴ 
Psychology Today, a respected U.S. journal. Furthermore, the period of sexual activity is progressively 
increasing as average age does. Therefore, if communication about sexual health- related issues is 
not fostered, many social issues will remain unsolved (see Section 2.2.2 for further information). 

Stereotypes, taboos and poor awareness are identified as the main causes of the social problem at 
issue. In particular, the aforementioned study by DoxaPharma showed that people with sexual health 
concerns decide to not see a specialist because feel deeply embarrassed. Poor awareness appears to 
be the consequence of the stereotypes and taboos that still affect sexual sphere. 

4.1.2 Scale of the problem  
Several studies speak about important global trends: among sexually active people aged between 40 
and 80 years, 28% of men and 39% of women reported at least one problem of sexual dysfunction 
they had had in the previous year. 

It is difficult to quantify the dimension of the phenomenon at European level. The main reason for 
that is there is not a unified and standardized practice to measure data. Consequently, there are 
differences in survey methodologies, ages surveyed, cultural and socioeconomic status.  

Considering the shares identified by several authoritative studies, the number of men and women 
affected by sexual dysfunction amounts approximately at 76mln men and 116mln women.  

A recent study conducted in Italy (the first AdviSex market) argues that people affected by sexual 
dysfunctions amount to about 16mln. The study also specifies the number of people affected based 
on pathology: Erectile Dysfunction (3 mln), Premature Ejaculation (4 mln), Decreased Sexual Desire in 
men (1 mln), Anorgasmy in women (4,5 mln), Vaginismus (1 mln), Desire Disorder in women (2,5 
mln). 

There is a link between sexual health-related issues and age. In the European Male Ageing Study, 
focused on men aged between 40 and 79 years of age, 30% of the men reported erectile dysfunction 
and 6% severe orgasmic impairment, both of which were closely associated with ageing. 

In addition, the ageing of the population, particularly evident in Europe, is introducing a revision of 
stereotypes, so the age range that covers sexual activity will expand, thanks to the support of 
medical advances, e.g. in treatments for erectile dysfunction. 

Consequently, the sexual health of adults is a topic that will gain even more of a crucial role in the 
broader context of health policy. 

However, people do not feel comfortable when talking about sex and sexual health-related issues. A 
telephone survey of 1500 individuals in the UK amongst middlŜ ŀƎŜŘ ŀƴŘ ƻƭŘŜǊ ǇŜƻǇƭŜ ŦƻǳƴŘ ǘƘŀǘ 
ƻƴƭȅ нс҈ ƻŦ ƳŜƴ ŀƴŘ мт҈ ƻŦ ǿƻƳŜƴΣ ŀƳƻƴƎ ǘƘƻǎŜ ǿƘƻ ǊŜǇƻǊǘŜŘ ǘƻ ƘŀǾŜ ǎŜȄǳŀƭ ŎƻƴŎŜǊƴǎΣ ƘŀŘ 
ŘƛǎŎǳǎǎŜŘ ǘƘŜƛǊ ǇǊƻōƭŜƳ ǿƛǘƘ ŀ ŘƻŎǘƻǊΦ ! ǎǳǊǾŜȅ ǇǊƻƳƻǘŜŘ ƛƴ Lǘŀƭȅ ōȅ {L¦ ό{ƻŎƛŜǘŀȮ Lǘŀƭƛŀƴŀ Řƛ ¦ǊƻƭƻƎƛŀύ 
and AGOI (Associazione Ginecologi Ospedalieri Italiani) and conducted by DoxaPharma shows that 
90% of men who refer to be unsatisfied with their sexual sphere do not see a specialist to solve their 
problems. 
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The problems related to sexual health have several quality of life, social and economic consequences. 
Among these, increasing sexual diseases, divorces and domestic violence rates. These consequences 
ŀƭǎƻ ŀŦŦŜŎǘ ƴŀǘƛƻƴŀƭ ƘŜŀƭǘƘ ǎȅǎǘŜƳǎΩ ŎƻǎǘǎΦ 5ǳǊƛƴƎ ǘƘŜ ǊŜǇƻǊǘƛƴƎ ǇŜǊƛƻŘΣ ǘƘŜ ǎŎŀƭŜ ƻŦ ǘƘŜ ǇǊƻōƭŜƳǎ ŀǘ 
issue has not been changing significantly.  

The potential long-term impact of not addressing sexual health issues is generally underestimated. As 
an example, UK data suggests that £1.1 billion could have been saved if HIV infections diagnosed had 
been prevented. In addition, prevention can impact substantially on welfare costs. It is estimated 
that every £1 invested in contraception saves the NHS more than £12.5 in additional welfare costs7. 

4.1.3 Previous approaches to solving the problem  
Several attempts have already been made to address sexual health and prevention-related issues, 
but with different approaches and to different targets. The analysis of the competitors covered both 
Italian and international solutions. 

The parameters under which the analysis has been carried out are mainly represented by content, 
target and technical variables.  

Concerning contents, the main competitors are sexual health encyclopaedias or single topic 
dedicated solutions for all kinds of target: 

a. Benessere-sessuale.it, Sex Positive: general sexual health issues; 

b. !ƴŘǊƻǿŜōΦƛǘΣ aŜƴΩǎ ŀǇǇΥ ǎŜȄǳŀƭ ƳŜƴΩǎ ǊŜƭŀǘŜŘ ƛǎǎǳŜǎΤ 

c. DǳƛŘŀŀƭǎŜǎǎƻǎƛŎǳǊƻΦƛǘΣ {¢5 ǘǊƛŀƎŜΥ {¢5ǎΩ ŜƴŎȅŎƭƻǇŀŜŘƛŀΦ 

LƴǎǘŜŀŘΣ ǘƘŜ Ƴƻǎǘ ƛƴƴƻǾŀǘƛǾŜ !ŘǾƛ{ŜȄΩǎ ŦŜŀǘǳǊŜ ƛǎ ǘƘŜ ǇǊƻǾƛǎƛƻƴ ƻŦ ƛƴŦƻǊƳŀǘƛƻƴ ǘŀƛƭƻǊŜŘ ǘƻ ǳǎŜǊϥǎ 
characteristics (age, sex, sexual orientation). Moreover, most of the solutions tend to talk about 
sexual problematic and care-ǊŜƭŀǘŜŘ ƛǎǎǳŜǎΤ !ŘǾƛ{ŜȄ ǇǊƻǾƛŘŜǎ ǇƻǎƛǘƛǾŜ ŎƻƴǘŜƴǘǎ ǘƻ ƛƴŎǊŜŀǎŜ ǘƘŜ ǳǎŜǊΩǎ 
life and relationship quality by changing lifestyle patterns. 

Regarding target, competing application provide education and prevention tool almost exclusively for 
teenagers:  

d. Sex&co., Yourchoiceyourvoice.co.uk, Brook.org.uk: STDs, contraception and 
pregnancy advices for teenagers. 

Instead, AdviSex has an innovative market segment: adults, with specific reference to baby boomers.  

Lastly, from a technical point of view, AdviSex is the only solution providing in-app consultations with 
multiple health sexual specialists. The main competitors as Androweb.it, SexOs fertilità, Impotenza ς 
ƛǎǘǊǳȊƛƻƴƛ ǇŜǊ ƭΩǳǎƻΣ 9ƛŀculazione precoce ς ƛǎǘǊǳȊƛƻƴƛ ǇŜǊ ƭΩǳǎƻΣ ǇǊƻǾƛŘŜ Ŏƻƴǎǳƭǘŀǘƛƻƴ Ǿƛŀ ƳŜǎǎŀƎŜ 
exclusively with an andrologist. This Advisex feature has a double effectiveness: first, AdviSex enables 
interactions with physicians of every branch of sexology, enabling a 360° understanding of an issue; 
secondly, it helps users to overcome the shame when asking for help through a first contact via chat, 
video chat or private message. 

4.2 Implementation of organizational structure  

4.2.1 Maturity of the project   
Co-testing phase: the solution has been prototyped and the final co-testing of features and impacts 
is starting with the collaboration of users and specialists. 

4.2.2 Organizational structure  
Project Manager - permanent employee, has taken care of T1.1 and T1.2 for monitoring the whole 
project.  

                                                           
7 Bayer Healthcare Pharmaceuticals. Contraception atlas 2011. Bayer Healthcare Pharmaceuticals, 2011. 



D3.8 Report on Call 3 projects 

58 

Market&Marketing Manager ς permanent employee, has taken care of T2.1 and T2.2 for 
communication and marketing aspect of the project; of T3.1 to define micro and macro environment 
and of T6.1 for validation methodology and metrics definition. Moreover, together with the Senior 
Software Developer (freelancer) he has defined technical requirements (T3.2) and with Junior 
Software Developer (permanent employee) is testing the product.  

Creative designer ς permanent employee, had in charge T3.3 for the definition of User Experience 
and mock-ups.  

Senior Software developer ς freelancer, has taken care of T4.1 and T5.2 for the product design and 
prototype development and together with Junior Software Developer and Creative Designer has 
developed software components (T5.1).  

¢ƘŜ ŎƻƴǘŜƴǘ ŘŜǾŜƭƻǇƳŜƴǘ ό¢пΦнύ ƛǎ ŜƴǘƛǊŜƭȅ ŎƻǾŜǊŜŘ ōȅ ǎǳōŎƻƴǘǊŀŎǘƛƴƎ ǎǇŜŎƛŀƭƛǎǘǎΩ ŀƴŘ ƘŜŀƭǘƘ 
ƭŜƎƛǎƭŀǘƛƻƴ Ǉƻƻƭ ŜȄǇŜǊǘǎΩ ŎƻƴǎǳƭǘƛƴƎΣ ōƻǘƘ ŦǊŜŜƭŀƴŎŜǊǎΦ 

4.2.3 Key personnel  
Valentino Moretto (Project Manager), Master Degree in Management Engineering. He has taken 
care of the project management thanks to his experience in participating and managing national and 
international competitions (e.g. Horizon 2020 SME instrument, FIWARE Accelerate, etc.). He is co-
founder and member of the board of directors of beMINT, where he is also Head of the Research and 
Innovation unit. He is involved in the creation of innovative scenarios in the areas of smart cities and 
e-health and, for this reason, he is in contact with several major players in the ICT sector and 
collaborates with numerous national and international PAs, in particular with the city of Lecce for the 
enhancement and revitalization of the Urban District of Commerce, with the City of Milan for the 
coordination of Smart City projects, and with San Leandro (USA) on procurement and pre-
procurement of innovative practices. He also works in a project as a coordinator of a network of 12 
Italian pharmacies engaged in the internationalization process and in the transition towards the 
άtƘŀǊƳŀŎȅ ƻŦ ǎŜǊǾƛŎŜǎέ όǘǳǊƴƻǾŜǊ ƻŦ но Ƴƛƭƭƛƻƴ ϵΣ ƛƴŎǊŜŀǎŜŘ ōȅ мл҈ ƛƴ ǘƘŜ ƭŀǎǘ ǘǿƻ ȅŜŀǊǎύΦ  

Mario Barile (Market and Marketing Manager), Master Degree in Marketing and Communication. He 
has taken care of market analysis and marketing campaign of AdviSex thanks to his wide experience 
in regional marketing and the web marketing sector at different levels. Moreover, he is taking care of 
relationships with customers and suppliers, interacting especially with medical and healthcare 
operators thanks to his experience in the Living Lab PugliaSmartLab, where he performed regional 
marketing activities involving and engaging relevant stakeholders to co-create innovative projects. 
He worked with UNHCR (United Nations High Commissioner for Refugees) as fundraiser, for whom 
he has supported marketing operations with specific reference to face-to-face personal contact 
marketing, including direct contracting, auditing, experiential marketing and event organization. He 
also joined ENoLL (European Network of Living Labs) events, sharing knowledge and practices with 
other international Living Labs. He is also co-author of international publications in the field of smart 
cities and was speaker at national events presenting an innovative concept focused on smart 
mobility. In the field of health, he is a geomarketing consultant for pharmacies. He is a co-founder of 
the beMINT srl startup and works in the Research and Innovation area. 

Maria Grazia Rosa (Creative Designer) Master Degree in Business Management. She has taken care 
of the design of the solution, translating the concept into the product thanks to her cross 
competences both in science research and in creative design. She has worked for years on the 
research on social, environmental and economic sustainability in Italy and abroad, both from an 
academic and an entrepreneurial point of view. In the last years in Puglia@Service, a project 
supervised by Dhitech scarl, focusing on social and technological innovation, she has developed and 
designed innovative scenarios in the areas of smart cities and e-health. During this project, she has 
developed PSL Methodology through her two-year experience in managing the Living Lab 
PugliaSmartLab and performed regional marketing activities involving and engaging relevant 
stakeholders to co-create innovative projects. She has co-founded beMINT, an innovative start-up for 
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the research and development of innovative and sustainable products and services supporting smart 
communities, where she works in the Research and Innovation area.  

Mariagrazia Rodano (Junior Software Developer), Master Degree in Computer Science Engineering. 
She has taken care of the coding of the solution in collaboration with Senior Software Developer 
thanks to her wide experience in an IT consulting company and to her extensive knowledge of 
technical ǊŜǉǳƛǊŜƳŜƴǘǎ ƛƴ ƘŜŀƭǘƘ ǎŜŎǘƻǊ ŘǳŜ ǘƻ ŀ IƛƎƘŜǊ ¢ǊŀƛƴƛƴƎ /ƻǳǊǎŜ άaŀƴŀƎŜƳŜƴǘ ƻŦ LƴƴƻǾŀǘƛǾŜ 
¢ŜŎƘƴƻƭƻƎƛŜǎ ŦƻǊ IŜŀƭǘƘ hǊƎŀƴƛȊŀǘƛƻƴέΦ {ƘŜ Ƙŀǎ ŀƭǎƻ ŘŜǾŜƭƻǇŜŘ ŜȄǇŜǊǘƛǎŜ ƛƴ ǘƘŜ ŀƴŀƭȅǎƛǎΣ ŘŜǎƛƎƴΣ ōǳƛƭŘ 
and test solutions based on Oracle tools (RODOD Suite, SOA Suite, Application Integration 
Architecture (AIA) for Communications - Order to Cash, Agent Assisted Billing Care, Product MDM). 
After this experience, she has founded a web development agency, where she enhanced project 
management skills, so she has a broad vision of the project management and she is able to optimize 
the allocation of necessary resources. In the last years in Dhitech she has been focusing on design, 
testing and validation of Android e iOS apps and has been working in the fields of Open Data and 
FIWARE.  

Patrizia Lecci (Administration & Relation Manager), PhD in Public Administration and researcher in 
public management. She has taken care of administrative and legislative health matters in 
ŎƻƭƭŀōƻǊŀǘƛƻƴ ǿƛǘƘ ƭŜƎƛǎƭŀǘƛƻƴ Ǉƻƻƭ ŜȄǇŜǊǘǎΩ ŎƻƴǎǳƭǘƛƴƎΣ thanks to her several experiences in managing 
Economic-Financial aspects of tutorships and masters, collaborating with public bodies and carrying 
ƻǳǘ ŀ CŜƭƭƻǿ wŜǎŜŀǊŎƘ ƛƴ άIŜŀƭǘƘ /ŀǊŜ /ƻƳǇŀƴƛŜǎ CǳƴŘ ǎȅǎǘŜƳǎέΦ {ƘŜ ƛǎ ŎǳǊǊŜƴǘƭȅ ŎƻƭƭŀōƻǊŀǘƛƴƎ ǿƛǘƘ 
the municipalities of Lecce and Brindisi to the creation of new citizen-oriented paradigms. She has 
also had several experiences in the auditing field, managing financed projects and grants. She is an 
expert in governance processes in the Public Sector and is author of several publications about 
ǘŜǊǊƛǘƻǊƛŀƭ ǇƭŀƴƴƛƴƎ ŀƴŘ ǇŀǊǘƛŎƛǇŀǘƛƻƴΩǎ ǇǊƻŎŜǎǎŜǎΦ {ƘŜ Ŏƻ-founded the Living Lab PugliaSmartLab in 
2013, and performed regional marketing activities involving and engaging relevant stakeholders to 
co-create innovative projects, such as AdviSex. She is a co-founder of the beMINT srl, innovative 
startup about technological services and consulting.  

Giulia Antonucci (Management and Reporting activities). Master Degree in Business Management.  

In particular its work in the Advisex Project is represented by detection of events and/or meetings of 
the health sector strategic for Advisex, maintaining relationships with subcontractor/partner Project 
Advisex, or associations like Fiss and Dream and organizations that provide contents and value to the 
Project; she has taken care of the reporting activities of the Project, such as archiving and document 
retention Project (memoranda of understanding , contracts, professional assignments, transfers, 
bills, notes, etc). In 2012, she worked for an ICT company based in London, where she has dealt with 
ǾŜǊƛŦƛŎŀǘƛƻƴ ŀƴŘ ŀƴŀƭȅǎƛǎ ŀŎǘƛǾƛǘƛŜǎ ŀƛƳŜŘ ŀǘ ǇǊƻƧŜŎǘǎΩ ŜȄŜŎǳǘƛƻƴΦ Dƛǳƭƛŀ !ƴǘƻƴǳŎŎƛ ŀƭǎƻ ƘŀŘ ŀ 
collaboration with the IT company Alba Project LTD, on the subject of project reporting. 

Furthermore, she collaborated with a research team of the Faculty of Innovation Engineering 
(University of Salento dealing) about digital technologies for education. She is one of beMINT co-
founders. 

Giovanni Inguscio (Senior Software Developer), Master Degree in Information Engineering and 
Software Engineer. He has taken care of the coding of the solution AdviSex in collaboration with the 
internal creative designer, Maria Grazia Rosa, and an esternal graphic design company, ADDA Studio 
and thanks to his experience and his knowledge of technical requirements about website, mobile, 
multi-channel platform, database and e-commerce. 

He has also developed expertise in the analysis, design, build and test solutions based on UI and UX 
frontend, backend and augmented reality. 

After this experience, he has founded a web development agency, Rubik Officina Digitale. He is 
Owner and Project Manager of the agency. 

In 2010, he won the innovation prize SMAU Bari with the project Alba Service. Among his most 
important works there are: Santa Croce Kids (an application in augmented reality working as a tour 
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ƎǳƛŘŜ ŦƻǊ ƪƛŘǎ ǘƻ ǘƘŜ ά.ŀǎƛƭƛŎŀ Řƛ {ŀƴǘŀ /ǊƻŎŜέ ƛƴ CƭƻǊŜƴŎŜύΤ !ŎǉǳŀǊƛƻ Řƛ DŜƴƻǾŀ ŀǇǇ όŀƴ ŀǇǇƭƛŎŀǘƛƻƴ ǘƻ 
display multimedia contents for kids visiting the Acquarium in Genoa); Napp ς Enjoy and visit Nardò 
(an application designed to improve civic duty and social participation in citizens and tourists of the 
city of Nardò); e-ŎƻƳƳŜǊŎŜ ǎƻŦǘǿŀǊŜ ŘŜǾŜƭƻǇƳŜƴǘ ŦƻǊ aŜƭǘƛƴΩtƻǘΩǎ ǿŜōǎƛǘŜΦ 

Team competences are completed by subcontractors' consulting. In fact, AdviSex team is building up 
a strong relationship network, including relevant actors such as Italian Federation of Scientific 
Sexology (FISS) and Dream laboratory. (See Section 1.4 for further information) 

4.2.4 Partnerships, cooperations, and networks   
!ŘǾƛ{ŜȄΩǎ ƛŘŜŀ Ƙŀǎ ōŜŜƴ ǾŀƭƛŘŀǘŜŘ ǘƘǊƻǳƎƘ [ƛǾƛƴƎ [ŀō ƛƴƴƻǾŀǘƛǾŜ ŀƴŘ ƻǇŜƴ ŀǇǇǊƻŀŎƘΣ ǘƘǊƻǳƎƘ ǿƘƛŎƘ 
relevant stakeholders, particularly medical specialists, experts in mobile health legislation and 
potential users, have been involved for the definition of the product.  

As a result, AdviSex team is building up a strong relationship network. 

- At the time of the proposal, a strong collaboration, confirmed by a memorandum of 
understanding and corroborated by a subcontract under Chest funding, has been set with 
DREAM Laboratory for e-health legislation consulting. DREAM - Laboratory of 
Interdisciplinary Research applied to Medicine - is the result of a collaboration of the most 
important public Institutions in Lecce, University of Salento and ASL / LE, and aims to 
improve efficiency and the quality of health care services through the transfer of skills, 
technologies, know-how from the world of research to which of health system. In particular, 
this collaboration is strategic in mitigating risks concerning uncertainty in the regulatory and 
legislative standards and to confirm solution quality from legislative perspectives to users 
and stakeholders. For this reason, periodic meetings with health legislation pool will take 
place in order to resolve conflicts and support decision sharing.  

The team has planned the activities under the partnership for the duration of the contract as follow: 

1. Screening of the functional analysis of the project aims to highlight the legal and privacy 
aspects; 

2. Consulting on the design of the project and its specifications in relation to the Regulation 
standards; 

3. Tiling developer for the translation of legal compliance in specific technical components; 

4. Drafting of documents relating to the legal policies, privacy and data management. 

 

- At the time of the proposal, a collaboration, confirmed by a letter of support, has been set 
with Associazione Italiana Andrologi (ASSAI). ASSAI was founded in 2012 to stimulate growth 
in scientific, cultural and social matters of Andrology. This collaboration is strategic because 
ASSAI has members in each specialization of sexology (andrologists, gynaecologists, 
urologists, dermatologists and psychologists) interested in the collaboration with Advisex 
team both for the content integration and customization and for the interaction with users 
to increase their patients network.  

To increase the visibility of AdviSex it is essential to promote the solution through the network of 
partnerships with trade associations; for this reason, after the proposal submission, a collaboration 
with Federazione Italiana Sessuologia Scientifica (FISS) has been developed to expand the number of 
specialists and specializations and to confirm solution quality from medical perspectives.  

In particular, a memorandum of understanding, corroborated by a subcontract under Chest funding, 
has planned the activities under the partnership for the duration of the contract: 

1. Using reciprocal logos for promotion and institutional events; 
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2. tǊŜǇŀǊŀǘƛƻƴ ƻŦ ǇŜǊƛƻŘƛŎ άtƻǎǘέ ŀōƻǳǘ ǎŜȄǳŀƭƛǘȅ ŦƻǊ ǘƘŜ .ƭƻƎΣ ŦƻǊ ǿƘich the author's and 
ǘƘŜ ŀǎǎƻŎƛŀǘƛƻƴΩǎ ƴŀƳŜ ǿƛƭƭ ōŜ ƘƛƎƘƭƛƎƘǘŜŘΣ ƻƴ ǊŜǉǳŜǎǘΤ 

3. 5ǊŀŦǘƛƴƎ άtŜǊǎƻƴŀƭƛȊŜŘ !ŘǾƛŎŜǎέ ŀƛƳŜŘ ŀǘ ǎǘƛƳǳƭŀǘƛƴƎ ǇǊŜǾŜƴǘƛƻƴ ŀƴŘ ŀǿŀǊŜƴŜǎǎ ŀōƻǳǘ 
sexual matters. According with specialists, the personalization will follow three main 
classes of customization:  

- Gender - Male, Female, FtM, MtF; 

- Age - initially three age groups (18-34, 35-50, 50+); 

- Sexual orientation - homosexual, heterosexual, bisexual. 

At the moment, several efforts are being carried out to set collaboration with international 
pharmaceutical companies, aiming to increase the visibility of the solution and to have a widespread 
distribution of the service to final users. 

Meanwhile, AdviSex has obtained the official certification as Medical Device (Class I) at National level 
and according to European Directive to prove its authoritative reference about health related issues. 

Next steps concern the possibility to establish partnerships or collaborations with National and Local 
Health System, medical associations, healthcare companies and research centres in foreign countries 
to build up an international network and to scale the solution at EU level. 

4.3 Implementation of the solution approach   

4.3.1 Solution approach   
In the aforementioned study conducted by DoxaPharma, it is reported that the favorite way to access 
information to solve doubts about sexual health is the Internet among those who are unsatisfied 
about their sexual life and do not see a doctor (the 90% of cases). 

The most plausible reason for that is the Web allows accessing information in a private, instant and 
direct way. However, information available on the Web can be no reliable, poorly distinguished and 
not targeted to user need. AdviSex aims at joining the market of web applications as a distinguished 
and complete resource supporting sexual health and prevention and enabling users to overcome 
shame during the doctor-patient first contact. It is a web-responsive application, which will be 
developed on two main levels: 

¶ Prevention and quality of life - authoritative information, customized according to gender, 
age and orientation, are provided in collaboration with all the major figures specialized in 
sexual health (andrologists, gynaecologists, dermatologists, psychologists, and urologists) to 
whom a specific section of the budget is dedicated. In addition, users will use tests validated 
scientifically to assess if it is appropriate to contact a specialist; 

¶ Care support ς the possibility to establish a direct contact between users and sexologists 
through chat, video chat and file exchange is provided. 

 

Transversely at the two levels and two targets (users and doctors), AdviSex provides: 

¶ feedback system to measure the effectiveness of the features; 

¶ the possibility to share contents, in order to encourage the creation of collective knowledge 
and experiences. 

AdviSex concept was created through Living Lab approach. Through LL methodology, relevant 
stakeholders, particularly medical specialists, experts in mobile health legislation and potential users, 
have been involved (in progress) since the design phase of the idea, so that the final product would 
be the most possible in line with the actual needs of these. 
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In the medium-long term, AdviSex aims to represent an authoritative, secure and interactive point of 
reference on sexual health in the universe of Internet. The value added of the service is highlighted 
as follows: 

¶ Access to customized contents; 

¶ Possibility to contact a doctor at lower costs than face-to-face consultations, 
enabling the 

¶ user to assess if a certain qualification is the most suitable to solve a specific issue 

¶ Access to authoritative resources on sexual health in a private way 

Specialists have the possibility to increase their network of patients. Furthermore, they will be able 
to get in touch with each other, in order to increase collaboration and visibility and improve user 
support. 

During the development of the co-creation process, the solution evolved according the needs 
highlighted by users and specialists. In particular: 

¶ The best suitable channel for the application was identified in web rather mobile, which was 
defined by users as more discreete than a mobile app 

¶ In addition to customized contents depending on user age, gender and sexual orientation, 
specialists included the possibility to deliver customized suggestions aldo based on gender 
ƛŘŜƴǘƛǘȅΣ ǿƘƛŎƘ ƛǎ ƻƴŜΩǎ ŜȄǇŜǊƛŜƴŎŜ ƻŦ ƻƴŜΩǎ ƻǿƴ ƎŜƴŘŜǊΦ  

However, the objectives of our innovation project remained the same. 

4.3.2 Target groups  
The most important target group is the so-called baby boomers (bb) that is all people born in the 

Sixties. All bb will be retired between 2010 and 2030 (in Italy, the population segment is 15%; in 
Europe the share is similar): this demographic tsunami will produce interesting and unprecedented 
long-term implications on the financial-eŎƻƴƻƳƛŎ ƳŀǊƪŜǘΦ Lƴ ǇŀǊǘƛŎǳƭŀǊΣ ōōΩǎ ǊŜǘƛǊŜƳŜƴǘ ǿƛƭƭ ƛƴŎǊŜŀǎŜ 
the demand for wellbeing, healthcare services, and services to manage free time. According to a 
survey by MainStay Investments, 84% of bb consider Internet and Internet-based services an 
unescapable need. As aforementioned, that the increase of the average age coincides with the wish 
to extend the period of sexual activity. That also implies new issues to be faced. Epidemiological data 
review resulting from surveys conducted on sexually active people (Lewis et al., 2004) shows that 
about 40% of adult women and 30% of adult men experienced a sexual dysfunction for at least one 
time. 

The second target group regards the specialists in the health sectors related to sexual health 
(andrologists, psychologists, urologists, gynaecologists, etc.). AdviSex can represent to them the 
possibility to come in contact with users which are harder to engage given taboos, stereotypes and 
the confidentiality of the issue. In particular, this opportunity could be especially valuable for 
youngest specialists, who need to increase their patient network. 

As an example, sexologists in Italy amount at about 1500 professionals. The demand for sexology 
consultations increased by 15% in the last five years, as well as the most popular disturbs did. As an 
example, male sexual desire disorder grew by 40% while vaginismus by 25. 

A target group which may be indirectly interested in the solution are public institutions, in particular 
national and local healthcare systems. AdviSex can have a strong impact not only on sexual issues 

but also on life quality and tenor of every user. A lacking sexual harmony in a couple or, worse, 
arising sexual dysfunctions provokes consequences not only at domestic but also economic level, 
with increasing sexual diseases, divorce and domestic violence rates. This has consequences also on 
social and economic costs weighing on national health systems. As regards impacts, WHO points out 
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that health costs due to lack of prevention and information are growing. With regards to sexually 
transmitted diseases, WHO estimates a 340 billion dollars annual bearing on national health systems, 
with a growing trend (Epicentro, 2013).  

4.3.3 Activities and work performed  
 

Work Package Number: 1 

Coordination Management & Quality Assurance 

Actual Starting month: Month 1 

Predicted / Actual End month : Month 8 

Work Package Objectives: 

The main activities of WP1 are: 

- Coordination and monitoring project technical and financial activities 

- Definition of the quality plan 

Description of work this period: 
Main achievements: 

Structuring of the project plan and the project quality plan. In particular, it has been set following 
activities and documents: business case, project requirements, scope statement, work breakdown 
structure, organization breakdown structure, human resource management plan, estimate 
activity resources, project budget distribution, project communication plan, quality and risk plans 
(as possible). 

Detailed description of work performed to reach the achievements listed above: 

The work started from the design proposal trying to plan and estimate at M1 human resources, 
financial, material and intangible assets to be used throughout the duration of the project. It was 
also made since M1 a plan of risks and the quality of the project in line with certain design 
standards to be respected. The monitoring and coordination of the project with the management 
of deviations from the planning and minimization of project risks was performed. 

Summarise any problems you have encountered, and how they have been overcome 

bƻ ǇŀǊǘƛŎǳƭŀǊ ǇǊƻōƭŜƳ ǘƻ ŘŜǘŜŎǘ ƻǊ ǊŜǇƻǊǘΦ ¢ƘŜǊŜ ŀǊŜƴΩǘ ŀƭǎƻ ǘŜƳǇƻǊŀƭ ǎƘƛŦǘΦ 

Description of planned activity for next reporting period  

WP1 activities finished during the last reporting period. 

 

Work Package Number : 2 

Corporate branding, communication and marketing 

Actual Starting month : Month 1 

Predicted / Actual End month : Month 8 
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Work Package Objectives: 

Consistent with AdviSex project plan, this WP aims at: 

- creating a credible brand for AdviSex service 

- defining a marketing plan to be coherent with the brand 

- define a communication and dissemination plan 

Description of work this period: 
Main achievements: 

- Global competitive scenario definition 

- AdviSex competitive positioning and Unique Selling Proposition definition 

- User targets definition (at national level) 

- Partnership definition and collaboration start 

- Business and revenue model and price strategy definition 

- Marketing materials definition 

- Conversion strategy definition 

- Financial projections 

- Launch plan 

- Distribution plan 

 

Detailed description of work performed to reach the achievements listed above: 

A benchmark level was conducted at national and international level in order to identify the main 
solutions supporting sexual health. AdviSex Unique Selling Proposition (USP) was designed 
through a bottom-up logic enabled by Living Lab methodology. User target was identified as: 
Gender ς Male/Female/FtM/MtF; Age ς 18-65; Interested in wellbeing and prevention; Minimum 
level of education ς High School; Ability to search the Web and purchase online In search of 
information or solutions regarding specific issues related to sexual health 

A study of AdviSex potential network was performed in order to ensure the success of the 
initiative. The collaboration with two stakeholders was concluded and produced the expected 
outputs. 

AdviSex business model was identified as a multi-sided platform. Regarding the revenue model, a 
Pay per use model will be adopted. The pricing strategy adopted during the launch stage will be 
oriented to an effective penetration of the market, trying to engage as much users as possible. 
AdviSex marketing activities mainly will be online. However, as shown above, it is expected to 
intercept users and potential partners also offline. Therefore, even marketing materials were 
divided into online and offline materials.  

AdviSex conversion strategy is based on reliability and security. Four main conversion strategy 
areas were identified are: Awareness Ą Engagement Ą Purchase Ą Community 

Financial projections were achieved by estimating:  

- the objective market share compared to service potential users 

- user acquisition costs depending on the channels expected to be used and the degree of 
awareness regarding the service among the target market 

- revenue structure in the first three years from the launch (premium features for 
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Customized Suggestions will not be included) 

The launch plan focuses on both online and offline communication channels. Online 
communication includes a blog (supported by a Search Engine Optimization Strategy), email 
marketing, online advertising and social networking. Regarding offline communication, events, 
ƻŦŦƭƛƴŜ ƳŀƎŀȊƛƴŜǎ ŀƴŘ ƎŜƴŜǊŀƭ ǇǊŀŎǘƛǘƛƻƴŜǊǎΩ ŎƻƭƭŀōƻǊŀǘƛƻƴ ǿƛƭƭ ōŜ ǘƘŜ ƪŜȅ ŜƭŜƳŜƴǘǎ ƻŦ ǘƘŜ ƭŀǳƴŎƘ 
strategy. 

The distribution plan divides depending on the two service targets, final users and specialists. 
Final users will be mainly reach through online social networking resources and magazines (both 
online and offline); specialists, in addition to the tools used for final users, will be engaged by 
partnering with specialist associations at national level. 

Summarise any problems you have encountered, and how they have been overcome 

No relevant problems were experienced during this reporting period 

Description of planned activity for next reporting period  

WP2 activities finished during the last reporting period. 

 

Work Package Number : 3 

Analysis and requirement specifications 

Actual Starting month : Month 1 

Predicted / Actual End month : Month 2 

Work Package Objectives: 

The main objectives of WP3 are the following: 

- Definition of reference micro and macro environment  

- Definition of system requirements and technological state of the art  

- Definition of User Experience and mock-up  

Description of work this period: 
Main achievements: 

The main achievementǎ ǊŜƭŀǘƛƴƎ ǿƛǘƘ ²tо ŀǊŜ ŀƴ ά¦ǎŜǊ wŜǉǳƛǊŜƳŜƴǘ 5ƻŎǳƳŜƴǘέό¦w5ύ ǘƻ 
illustrate the terms of reference for the design, development and realization of the technical 
ŎƻƳǇƻƴŜƴǘ ƻŦ ǘƘŜ ǎƻŦǘǿŀǊŜΣ ŀƴ ά¦ǎŜǊ 9ȄǇŜǊƛŜƴŎŜ 5ŜǎƛƎƴέ ό¦·5ύ ǘƻ ƛƭƭǳǎǘǊŀǘŜ ǘƘŜ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎ ƻŦ 
the product in order to obtain a result as close as possible to the users expectations, a guideline 
to design the prototype. 

Detailed description of work performed to reach the achievements listed above: 

The URD and UXD processes of AdviSex are the result of an appropriate analysis activity, based on 
Living Lab sessions with users along the co-creation process: 

- ŦƻǊ ǘƘŜ ¦w5 ǇǊƻŎŜǎǎΣ ŘǳǊƛƴƎ ǘƘŜ άŎƻ-ƳŀƪƛƴƎ ǇƘŀǎŜέ ƻŦ ǘƘŜ Ŏƻ-creation process, the team 
has involved users (final users and specialists of sexual health) and collaborators (software 
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developer and legal consultant) in the development of the product; in particular, the team has 
conducted a Usability Context Analysis to elicit the user and SW/technological requirements; 

- for the UXD design the entire process was carried out in collaboration with users during 
ǘƘŜ άŎƻ-ǘŜǎǘƛƴƎ ǇƘŀǎŜέ ƻŦ ǘƘŜ Ŏƻ-creation process through some Rapid Prototyping. This method is 
new compared to the recent past, during which the design was top-down, thinking primarily to 
technological characteristics rather than to usability. The UXD offers a completely different 
approach in which people become the protagonists of the project. 

Summarise any problems you have encountered, and how they have been overcome 

No relevant problems have affected these activities. 

Description of planned activity for next reporting period  

WP3 activities finished during the first reporting period. 

Work Package Number : 4 

Concept Development and prototype design 

Actual Starting month : Month 2 

Predicted / Actual End month : Month 3 

Work Package Objectives: 

The main objectives of WP4 are the following: 

- SW components and architecture design  

- Content Development  

Description of work this period: 
Main achievements: 

Regarding the design of the software components, the prototype design of Advisex has been 
developed starting from the result achieved in the WP3: system requirements, software 
architecture and software components were defined.  

Regarding the content development, the sexual specialists provided the following contents: 

- ǇŜǊƛƻŘƛŎ άtƻǎǘέ ŀōƻǳǘ ǎŜȄǳŀƭƛǘȅ ŦƻǊ ǘƘŜ .ƭƻƎΣ ŦƻǊ ǿƘƛŎƘ ǘƘŜ ŀǳǘƘƻǊϥǎ ŀƴŘ ǘƘŜ ŀǎǎƻŎƛŀǘƛƻƴΩǎ 
name will be highlighted, on request; 

- άtŜǊǎƻƴŀƭƛȊŜŘ !ŘǾƛŎŜǎέ ŀƛƳŜŘ ŀǘ ǎǘƛƳǳƭŀǘƛƴƎ ǇǊŜǾŜƴǘƛƻƴ ŀƴŘ ŀǿŀǊŜƴŜǎǎ ŀōƻǳǘ ǎŜȄǳŀƭ 
matters. According with specialists, the personalization will follow three main classes of 
customization:  

- Gender - Male, Female, FtM, MtF; 

- Age - initially three age groups (18-34, 35-50, 50+); 

- Sexual orientation - homosexual, heterosexual, bisexual. 

 

Detailed description of work performed to reach the achievements listed above:  

http://www.ucc.ie/hfrg/projects/respect/urmethods/usability.htm
http://www.ucc.ie/hfrg/projects/respect/urmethods/rapidproto.htm
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In the WP3 it was designed the mock-up of the solution, and carried out the user experience 
process; thanks to this two steps, in the WP4 the entire prototype was designed. During this co-
design process, we have finalized the design of the solution in order to start with the 
development phase. 

Regarding the content development, partnerships with associations of sexual health professionals 
and consultants of information security in the medical field have been established. 

Moreover, the editorial line of the contents has been defined involving the active collaboration of 
both parties in order to determine a standard of content as much as possible harmonious and 
responsive to the target. 

Summarise any problems you have encountered, and how they have been overcome 

No relevant problems have affected these activities. 

Description of planned activity for next reporting period  

WP4 activities finished during the first reporting period. 

 

Work Package Number: 5 

Prototype Development 

Actual Starting month: Month 3 

Predicted / Actual End month : Month 8 

Work Package Objectives:  

This work package has been divided into two main activities: 

- Software Components Development 

- Integration and Prototype Release 

Description of work this period: 
Main achievements: 

Currently the development of the solution is completed. All features designed during WP3 and 
WP4 activities were developed. 

In addition, some features have been added because they have been found useful to the project. 

Detailed description of work performed to reach the achievements listed above: 

The work was divided in different stages with intermediate releases. The activity started with the 
configuration of the development environment, domain, web servers and DBMS. During the first 
phase of development, one of the first features implemented was the peer-to-peer video chat. 
The video chat starts with a simple exchange of contact information (handshake) made through 
the signalling server on "Node js". In subsequent phases, it has continued with the development 
of the frontend and with some features of the backend. In the last phase we have refined some 
features and added new. 
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Summarise any problems you have encountered, and how they have been overcome 

A major problem encountered is the implementation of the video chat. Among the various 
technologies for the realization of video chat service, WebRTC, one of the most popular 
technologies, was chosen. During the implementation we realized that not all browsers supported 
this technology (only Google Chrome, Mozilla Firefox, Opera and Chrome for Android 5.0+ did). 
For this reason, it was necessary to use a self-installing free plugin developed by TemaSys to 
support extended functionality in Internet Explorer and Safari browsers. The plugin is required 
only in case of use with these two browsers. 

Description of planned activity for next reporting period  

WP5 activities finished during the last reporting period. 

 

Work Package Number : 6 

Validation and Testing 

Actual Starting month: Month 3 

Predicted / Actual End month : Month 8 

Work Package Objectives: 

The main objectives of WP6 are the following: 

- Definition of the validation methodology and related metrics 

- Test and Evaluation 

Description of work this period: 
Main achievements: 

A prototype test involving 48 potential users of the solution (32 final users and 16 specialists)  was 
conducted to assess if the solution features were usable by the target. Test results shown higher 
values than expectation in most cases. Validation methodologies and metrics enabling social 
impact measurement of AdviSex service were defined.  

 

Detailed description of work performed to reach the achievements listed above: 

In order to define significant methodologies and metrics, it was necessary to start from the 
analysis of Advisex user target, the customer problem, the idea to solve the problem and the 
product to offer the solution.  

Several KPIs were identified starting from that and have been useful to measure usability during 
the co-testing phase involving target groups.  

From the same starting point, it has been possible to identify several KPIs, useful to measure 
social impact after the launch of the solution on the market. 

Summarise any problems you have encountered, and how they have been overcome 

No relevant problems have affected these activities. 
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Description of planned activity for next reporting period  

WP6 activities finished during the last reporting period. 

 

Project Management And Dissemination 

 

Summarise any management concerns and activities to recover the situation.   

Team structured in order to closely monitor resource and budget consumption and take corrective 
actions if necessary. Conservative evaluation of each WP and LL approach allowed to avoid any 
problem or delay. 

 

 

Detail any publications, publicity or other dissemination activity. 

Advisex business model needs a huge number of users to be sustainable and a strong  reliability 
related to the use of data and the diffusion of health information. For these reasons the most part 
of the dissemination activity was performed in order to create a strong network of users and 
acknowledged health organizations around the platform. 

The 10th of November 2015 the project manager and the marketing manager of Advisex had a 
meeting with the multichannel marketing director of Pfizer in its headquarter in Rome in order to 
validate the model and keep suggestions about the prototyping activity and about the future launch 
of the product. 

For the same reason the  22nd of December 2015  Advisex marketing manager had a brainstorming 
with Abbvie in Rome. 

On the 11th and 12th February 2016, beMINT will be participating in the BIAT (Innovation and High 
Technology Lab) 2016 at the New Pavilion ς Module no. 4 of the Fiera del Levante in Bari. The aim 
was to meet players from investment and finance sectors from all over the world. 

 

The 8th of March Advisex marketing manager had a meeting in Siams (Società Italiana di Andrologia 
e di Medicina della Sessualità, an organization involved into Sexual Medicine activities and research) 
in order to validate the concept and create a partnership to reach users and specialists. 

The 18th of March 2016 Advisex marketing manager and beMINT chairperson had a second 
meeting with a global panel of directors in Pfizer headquarter through a conference call, with the 
aim to evaluate the possibility to have support for the specialists network creation. 

In May 2016, beMINT team built an important partnership with eHealthNet Consortium established 
in Naples; eHealthNet is a consortium composed by private and public partners aiming to create 
innovative and integrated solutions for regional health services. Its main lines of intervention 
concern technologies for interoperable, pervasive, sustainable and preventive eHealth. Thanks to 
this, Advisex team and project were introduced to recognized companies and organizations such as 
Mediamobile Italia S.p.a., Engineering S.p.a., Energent S.p.a. and CNR (Consiglio Nazionale delle 
Ricerche). 

The 25th of May the Advisex creative designer had a speech in Rome for Myllennium award contest 
in order to show to Myllennium commission, participants and partners the prototype developed 
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4.3.4 Sustainability of the solution   
The first step to be done after the CHEST funding period will be to foster and increase the network, 
which is partially built up. In particular, it will be necessary to: 

¶ Increase the collaboration with professionals and associations from sexual health sector to 
provide AdviSex with more and more varied competences; 

¶ Build up a relationship with both the National and local healthcare systems and with 
certifying organizations to provide AdviSex with a quality brand (medical device disposal, 
etc.); 

¶ Stabilize and strengthen the partnerships with research and specialized centres to increase 
quality and compliance of data and privacy management of the solution. This will be 
important also for scaling up the service at international level; 

¶ Determine the possible scalability of the solution with Internet of Things / wearable devices 
ǘƘŀǘ Ŏŀƴ ƳŀƪŜ !ŘǾƛǎŜȄΩǎ ŎƻƴŎŜǇǘ ƳƻǊŜ ƛƴǘŜǊŜǎǘƛƴƎ ŀƴŘ ŎƻƳǇŜǘƛǘƛǾŜΦ 

Another important step to be ǘŀƪŜƴ ŦƻǊ !ŘǾƛǎŜȄΩǎ ǘŜŀƳ ǿƛƭƭ ōŜ ǘƻ ōǳƛƭŘ ŀ ǎȅǎǘŜƳ ƻŦ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ŦƻǊ 
further funding for the final market launch after the CHEST funding period. In particular, some 
business development activities are already undertaken and others are in the process of scheduling: 

¶ Contacts with a big player in the pharmaceuticals sector are underway. The interactions 
ōŜǘǿŜŜƴ !ŘǾƛǎŜȄΩǎ ōǳǎƛƴŜǎǎ ŀƴŘ ǇƘŀǊƳŀŎŜǳǘƛŎŀƭ ŎƻƳǇŀƴȅ ŎƻǳƭŘ ƘŀǾŜ ŀ ǾŜǊȅ ƛƴǘŜǊŜǎǘƛƴƎ 
outcome. The Advisex team is also exploring contacts with other pharmaceutical companies 
potentially interested in the solution and in its business. 

¶ !ŘǾƛǎŜȄΩǎ ǘŜŀƳ ƛǎ ōǊƛƴƎƛƴƎ ǘƘŜ ǇǊƻƧŜŎǘ ǘƻ ǘƘŜ ŀǘǘŜƴǘƛƻƴ ƻŦ ōǳǎƛƴŜǎǎ ŀƴƎŜƭǎΣ ǾŜƴǘǳǊŜ ŎŀǇƛǘŀƭƛǎǘǎ 
and specific acceleration programs in the second half of 2016. These options will be 
evaluated especially at European level. 

¶ Advisex Team is considering to apply to specific European calls expanding the solution both 
from a technically and a business point of view. It is also including ad hoc partnerships to 
increase competitiveness of the solution. 

A first 3-years AdviSex business plan was created supposing to activate three revenue areas: 

¶ Revenues from fees applied (in the order of 20%) to any consultation delivered from the 
specialists via the service; 

¶ Revenues from a freemium area where user will access to extra customized contents; 

¶ Revenues from selling/booking complementary products/services (diagnostic services, 
therapies, etc.) delivered through the solution. 

LƴǾŜǎǘƳŜƴǘǎ ŦƻǊ ŀōƻǳǘ ϵрллΦллл ŀǊŜ ŜȄǇŜŎǘŜŘ ŘǳǊƛƴƎ ǘƘŜ ƴŜȄǘ ǘƘǊŜŜ ȅŜŀǊǎ ŀŦǘŜǊ ǘƘŜ /I9{¢ ŦǳƴŘƛƴƎ 
period in the areas: Personnel, Marketing & Networking, Platform management and maintenance, 
market analysis and feasibility studies. 

and collect further suggestions. 

The 7th of July, beMINT team presented the project AdviSex to the attention of business angels and 
other investors during the Technology Biz event. Technology Biz is the most important 
multidisciplinary initiative on technology and innovation in Southern Italy. It gathers a network of 
ideas, people and initiatives supporting the culture of innovation and aims to partner with 
institutions with a global market focus. 

Most of these activities have been shared on beMINT social networking channels. 
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Revenues in the business plan will grow during the three years from the launch with a peak of 
пллΦлллϵ ŀǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǎŜŎƻƴŘ ȅŜŀǊ ŀƴŘ ŀōƻǳǘ срлΦлллϵ ŀǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǘƘƛǊŘ όŜȄŎƭǳŘƛƴƎ ǘƘŜ 
percentage of revenue due to consulting price, representing a cost for the company). These results 
imply a net loss in the first two years, but profits and positive cash flows at the end of the third year. 

 

4.3.5 Risks  
 

Description Impact Probability of risks Mitigate Actions 

Delays and 
bureaucratic obstacles 
in the project reporting 
phase with contracting 
consortium 

Slowdown of final 
project release with 
loss of 
competitiveness 

Medium Use of alternative forms 
of credit. Acceleration 
final closure of the 
project 

Health services and 
mobile health market 
growing exponentially 

Market saturation and 
very high competition 

Medium Sexual health segment 
poorly explored. 
Partnerships and 
stakeholders very 
interested to promote 
Advisex solution 

Protection and security 
health data 

poor reliability 

 

Medium !ŘǾƛǎŜȄΩǎ ǘŜŀƳ 
collaborate with expert 
pool in mobile health 
legislation and in 
particular "data 
minimization", "data 
protection by design 
and default" 

User security and 
transparency 
information 

Poor user perception Medium !ŘǾƛǎŜȄΩǎ ǘŜŀƳ ŀǊŜ 
looking at different 
solutions to certify 
quality and content of 
the solution 

Interoperability 
solution with other 
systems and devices 

Low market 
competitiveness 

Medium The model and 
architecture of  solution 
designed to 
interoperate with other 
systems 

Digital divide and 
digital illiteracy  

Groups of users 
excluded from the 
solution 

Low Number of mobile 
devices constantly 
growing 

Liabilities of solution  Civil and criminal 
liabilities for 
manufacturer  

Medium Certification and 
prescription of the 
solution 
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4.3.6 User-based evaluation of the concept   
An impactful Digital Social Innovation requires the involvement of stakeholders since the beginning 
of a project. For this reason, AdviSex team has developed the PSL methodology to co-create 
innovative solutions with citizens, companies and public administrations throughout the entire idea 
ƭƛŦŜ ŎȅŎƭŜΣ ŦǊƻƳ ǘƘŜ άŎƻ-ǘƘƛƴƪƛƴƎέ ǘƻ ǘƘŜ άŎƻ-ōǳƛƭŘƛƴƎέΣ ŦǊƻƳ ǘƘŜ άŎƻ-ƳŀƪƛƴƎέ ǘƻ ǘƘŜ άŎƻ-ǘŜǎǘƛƴƎέΦ  

Lƴ ǇŀǊǘƛŎǳƭŀǊΣ ǘƘŜ άŎƻ-ǘŜǎǘƛƴƎέ ǇƘŀǎŜ ƛǎ ŀƴ ŀŎǘƛǾƛǘȅ ǇŜǊŦƻǊƳŜŘ ǿƛǘƘ ǘƘŜ ǳǎŜǊǎ ŘǳǊƛƴƎ ǘƘŜ ǿƘƻƭŜ ǇǊƻƧŜŎǘ 
to test the product performances and improve its functionalities. Currently, AdviSex team is 
conducting  the prototype evaluation through some Rapid Prototyping sessions with final users; it 
consists in the following steps: 

a. ƛŘŜƴǘƛŦȅƛƴƎ ǘƘŜ ǘŀǊƎŜǘǎ ƻŦ ǘƘŜ ǇǊƻŘǳŎǘ ŀƴŘ ǊŜƭŀǘƛƴƎ άǇŜǊǎƻƴŀǎέΤ 

b. stimulating the testing of the main functionalities of the prototype; 

c. improving the usability of the product according with user experiences. 

a. identifying the targets of the product anŘ ǊŜƭŀǘƛƴƎ άǇŜǊǎƻƴŀǎέΤ 

AdviSex users have been splitted into three specificic targets and, on the basis of their different 
ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎ όƎŜƴŘŜǊΣ ŀƎŜΣ ǎŜȄǳŀƭ ƻǊƛŜƴǘŀǘƛƻƴΣ ƴŜŜŘǎύΣ ǎŜǾŜǊŀƭ άǇŜǊǎƻƴŀǎέ όǊŜƭŀǘŀōƭŜ ǎƴŀǇǎƘƻǘǎ ƻŦ 
the target audience that highlight demographics, behaviors, needs and motivations through the 
creation of a fictional character) have been built; thus, for the co-testing of the prototype some 
people with the corresponding characteristics have been involved: 

 

Dimensions  Indicators Variables Number 

Online 
Community 
Building 

User involvement in 
prototype 
evaluation  

Target groups involved in co-design process: 

άfinal usersέΥ ǳǎŜǊǎ ƭƻƻƪƛƴƎ ŀŦǘŜǊ ǘƘŜƛǊ ǎŜȄǳŀƭ ǿŜƭƭōŜƛƴƎΣ 

άspecialistsέΥ ǎŜȄǳŀƭ ƘŜŀƭǘƘ ǎǇŜŎƛŀƭƛǎǘǎΣ 

άweb content managerέΥ ǊŜǎǇƻƴsible for updating service 
and contents; 

3 

  Users involved in co-design process: 

άfinal usersέΥ п 

- Carlotta, 25 years old, heterosexual, curious about sexual 
trends, 

- Veronica, 35 years old, bisexual, shwred to the 
prevention, 

- Matteo, 45 years old, homosexual, dissatisfied with his 
sexual activity, 

- Filippo, 60 years old, heterosexual, worried about his 
sexual health, 

άspecialistsέΥ о 

- Giorgio, 30 years old, andrologist and urologist, he has 
just opened his studio and wants to enlarge his patients 
network, 

- Anna, 45 years old, gynaecologist, she wants to work 
partially at home and gain extra revenue, 

- Edoardo, 55 years old, Psycosexologist, he wants to 
spread his research and increase his on-line visibility. 

άweb content managerέΥ м  

- Roberta, 28 years old, blogger; 

8 

http://www.ucc.ie/hfrg/projects/respect/urmethods/rapidproto.htm
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  Ratio between men and women involved: 50% 

  Ratio between young, adult and old people involved:  

 

άfinal usersέΥ ƻƴŜ ǇŜǊ ŜŀŎƘ ǊŜƭŜǾŀƴǘ ŀƎŜ ǊŀƴƎŜ όму-34; 35-
44; 45-54; 55+)   

 

άspecialistsέΥ ƻƴŜ ǇŜǊ ŜŀŎƘ ǊŜƭŜǾŀƴǘ ŀƎŜ ǊŀƴƎŜ ό ну-40; 41-
50; 51+)   

 

33% 

 

b. stimulating the testing of the main functionalities of the prototype 

To assess the usability of the web application some tests of the prototype have been done with 
ǳǎŜǊǎΣ ǘƘǊƻǳƎƘ ǘƘŜ άtree testingέ ǘŜŎƘƴƛǉǳŜΥ ŀ ǇƻǿŜǊŦǳƭ ƛƴǎǘǊǳƳŜƴǘ to test the information structure 
ƻŦ ŀ ǿŜōǎƛǘŜ ǘƘǊƻǳƎƘ ǘƘŜ ǳǎŀōƛƭƛǘȅ ƻŦ ǎƛǘŜΩǎ ƳƻŎƪǳǇΣ ǿƛǘƘ ŀƴ ƛƳƳŜŘƛŀǘŜ ŀƴŀƭȅǎƛǎ ƻŦ ǘƘŜ ŘŀǘŀΦ  

Firstly, some task of searching for particular contents have been asked to each participant. Starting 
with those of the first level and proceeding to the more interior, in case of failure, it has be given the 
opportunity to go back and try again. 

Each session has been conducted face to face with the presence of a moderator. 

For each task, the search path and the success or failure of research have been registered. 

The results of the tree testing for the main functionalities of Advisex are the following: 

b.1 Registration (for all targets: 8 participants) 

o 62,5% participants (under 50) has successfully registered on the platform at the first 
attempt assessing the usability of the search path; 

o 37,5% participants (over 50) has registered on the platform in two or three attempts 
because some fields of the registration form were not completely clear; 

b.2 Pre-diagnosis tests όŦƻǊ άŦƛƴŀƭ ǳǎŜǊǎέΥ п ǇŀǊǘƛŎƛǇŀƴǘǎύ 

o 75% participants (over 30) has successfully done the test at the first attempt, 
declaring the usefulness of the questions; 

o 25% participants (under 30) has successfully done the test but some terms were not 
completely clear; 

b.3 Specialist consultation via video chat όŦƻǊ άŦƛƴŀƭ ǳǎŜǊǎέ ŀƴŘ άǎǇŜŎƛŀƭƛǎǘǎέΥ т ǇŀǊǘƛŎƛǇŀƴǘǎύ 

o 57,1% participants (final users and specialist under 40) has successfully done the 
consultation at the first attempt; 

o 28,6%  participants (final users over 40) has successfully done the consultation at the 
ǎŜŎƻƴŘ ƻǊ ǘƘƛǊŘ ŀǘǘŜƳǇǘ ōŜŎŀǳǎŜ ǘƘŜȅ ƘŀǾŜƴΩǘ ǳƴŘŜǊǎǘƻƻŘ ǘƘŀǘ ŎƘŀǘ ŀƴŘ ǾƛŘŜƻ ŎƘŀǘ 
need a pre-booking; 

o мпΣо҈ ǇŀǊǘƛŎƛǇŀƴǘǎ όǎǇŜŎƛŀƭƛǎǘ ƻǾŜǊ рлύ ƘŀǎƴΩǘ ǎǘŀǊǘŜŘ ǘƘŜ Ŏƻƴǎǳƭǘŀǘƛƻƴ ōŜŎŀǳǎŜ ƴƻ 
alert highlighted the starting button. 

 

c. improving the usability of the product according with user experiences. 

At this point of the analysis it has been easy to identify any structural problems, just observing the 
search path of users to end each task: the actions sequences reflect their mental models and it has 
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been easy to make improvements of the entire structure. In particular, the activities consisted in 
modifying mock-ups according with the results of the tree testing. 

 

c.1 Registration  

To improve the usability of the 37,5% participants who has successfully registered on the platform in 
two or three attempts because some fields of the registration form were not completely clear:  

o the registration form describes the requirements of the password; 

 

 

 

o the system of verification reports any errors returning all incorrect fields in a unique 
form. 

 

 

 

c.2 Pre-diagnosis tests  

To solve the problem of the 25% participants who has successfully done the test but has found some 
terms were not completely clear: 

o explanatory contents in relation to different definitions have been included; 
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o preliminary information about the tests have been collocated at the beginning of the 
page. 

 

 

 

 

c.3 Specialist consultation via video chat  

o To solve the problem of 28,6% participants who has successfully done the 
Ŏƻƴǎǳƭǘŀǘƛƻƴ ŀǘ ǘƘŜ ǎŜŎƻƴŘ ƻǊ ǘƘƛǊŘ ŀǘǘŜƳǇǘ ōŜŎŀǳǎŜ ǘƘŜȅ ƘŀǾŜƴΩǘ ǳƴŘŜǊǎǘƻƻŘ ǘƘŀǘ 
chat and video chat need a pre-booking, preliminary information about the service 
have been collocated at the beginning of the page; 

 

 

 

o To solve the problem of 14,3% partiŎƛǇŀƴǘǎ ǿƘƻ ƘŀǎƴΩǘ ǎǘŀǊǘŜŘ ǘƘŜ Ŏƻƴǎǳƭǘŀǘƛƻƴ 
ōŜŎŀǳǎŜ ƴƻ ŀƭŜǊǘ ƘƛƎƘƭƛƎƘǘŜŘ ǘƘŜ ǎǘŀǊǘƛƴƎ ōǳǘǘƻƴΣ ǘƘŜ ŀƭŜǊǘ ōǳǘǘƻƴ άǎƘŀƪŜǎέΗ 

 
































































































































































































































































































































































































































































































































































































































































































































































































































































































