
The Figma design tool was used for the creation of a
high-level prototype consisting of a welcome and
registration process, self-assessment, a tour of activities, 
and feedback, culminating in a farewell experience.

Based on the data collected in the user’s
self-assessment, the system suggests a set of
activities that integrate innovative technologies to
help the user improve aspects within four categories:

The activities collect metrics that are used to provide feedback
to the user at the end of the experience, along with advice

and motivation to continue taking care
of their health and well-being.

To ensure the usability of the solution, it was tested by six
heuristic usability experts, and refined based on their feedback.

Additionally, a System Usability Scale (SUS) study was conducted
with nine participants to further evaluate the solution’s effectiveness.
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