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Chartlytics – Wearable Behavior Counting Device 
 
Overview  
When dealing with kids/adults with severe to moderate 
autism diagnosis, it is most time very difficult to count 
behavior. In an effort to address this problem, a 
wearable behavior counting device was created along 
with the application to electronically record data and 
upload it to the Chartlytics server where it could be further analyzed. 
 
Objectives  
The team’s main objective was to design a wearable counting device that would comfortably fit on 
the wrist of a person. The device would consist of three rows and four columns of buttons (12 
buttons total). Whenever the button is pressed, the data should be sent to the Chartlytics App and 
should be able to sync with the Chartlytics server. 
 
Approach  
● Customer needs, requirements, and concerns were obtained through initial sponsor meeting 
● There were several objectives set after the meeting to accomplish the task.  
● Initial concept generation and prototyping took place on the breadboard first 
● Initial designs were based on information and templates provided by the sponsor  
● The testing took place with only one push button in order to send data to device  
● After gaining positive results, all 12 buttons were further implemented on breadboard  
● The design of actual Chartlytics app took place after implementation of 12 buttons 
● The app was connected to the database to store the data  
● Meeting with sponsor took place after initial completion of the app  
● After sponsor’s approval, actual prototyping of device 

and 3D printing of the case started  
● The final prototype was ready after hours of soldering and 

troubleshooting  
● Once prototype was ready, it was carefully put into the 3D printed 
 case 
● A final meeting with sponsor took place to discuss outcomes 
 
Outcomes  
● Achieved all the objectives initially set on the beginning of the 

project  
● The device turned out to be much smaller than anticipated by 

the sponsor  
● An actual working prototype was ready to use  
● Team/Sponsor privileges were incorporated in the actual app 
 
 

 
 


