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A Plan for setting the infrastructure using personal information to
promote the prevention for the frailty of the elderly in the community.
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Table 1 Contexts of area A.
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Fig. 1 Communication flow model of area A.
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Fig. 2 Physical model of area A.
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Fig. 3 Culture model of area A.
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Table 2 Wants and frustration.
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Table 3 System configuration for test.
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