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The Digital Inclusion project emerged with the imminent need to include a certain audience 
whose difficulty is dealing with constant technological evolutions. ID is centered on being an 
intercommunicator between the type of innovation and the user, where through research 
focused on a certain subject, it will answer your questions through short and subtitled tutorials. 
The application will have a collaborators system, a system that will work through a recruitment 
link, where people who make themselves available will have the opportunity to be part of the ID 
community, helping to generate educational videos that will drive technological advances daily. 
day of those who, before ID, were unable to carry out essential activities in today's globalized 
world. To originate the content, the collaborators will have a system of themes proposed by the 
users of the platform, which will be left in a field of suggestions (these themes must be related 
to the digital world), and by reports that will be issued by the feedbacks received. at the end of 
each video. To volunteer, an individual must meet certain requirements proposed at the time of 
application. To send the tutorials, it will be necessary to undergo an evaluation of the content to 
verify the harmfulness of the same, and a signature agreeing with the ethical and moral terms 
of "Digital Inclusion". For the creation of the mobile application, the mapping of personas, 
qualitative research, wireframes and information architecture processes were developed 
throughout the semester. All these steps were thought out and developed after meetings with 
the squad and interviews with possible beneficiaries of the mobile application, which guided the 
project towards a path of greater usability, accessibility and reliability. Laws were also 
implemented, such as usability and aesthetic effect, aiming to deliver a clean and punctual 
application, the fitting law that will be applied through explicit and well-located features, and the 
zligarnik precept that was implemented on the application's homepage, with videos in rotating 
format. The application also has a color palette aimed at user confidence and security, thus 
using variations of blue. Interface prototypes were designed taking into account factors such as 
functional requirements and the needs of the target audience. Finally, it is clear that ID proves 
to be a well-structured project, capable of including people in the digital environment, especially 
those who did not obtain the necessary information and opportunities to face the constant 
evolution of technology. 
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