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Loneliness

Problem:
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‘’"Nearly half of Millennials and

Gen Zers say they often feel
isolated even when surrounded by
friends — both real and virtual.

!

'"=NBC News

https://www.nbcnews.com/health/health-news/despite-social-media-generation-z-millennials-report-feeling-lonely-n980926



Social media use among teens
has increased dramatically. &

% of teens with 1
a smartphone il I

% of teens who use social
© media multiple times a day

Teens overwhelmingly
choose Snapchat as their
main social media site.

Percent of teens who say they use each
social media site the most:

SIop

1% 22%  15%

Snapchat Instagram  Facebook

They're being distracted from other important things and their friends.

2 fo2) 9,

91% 94% 29%

D

42%

of all teens agree that using of teen social media users agree of teen smartphone owners of teens agree that social media
social media often distracts that it often distracts them say they've been wokenup by  has taken away from time they
them when they should be when they should be paying their phones during the night could spend with friends in person,
doing homework. attention to the people they're by a call, text, or notification. compared to 34% in 2012.

with, compared to 44% in 2012.




What happens online stays online.

When asked to pick which comes closer to the truth, teens say:

o If parents knew what actually
0 happens on social media, they'd

be a lot more worried about it.

0 Parents worry too much about
0 teens’ use of social media.




Our idea is designing a board game that will help
with social interaction and communication. With this,
we also want to design a space that will be a
reflection of our board game, so as you come in you
feel like you are in a game we designed. By this, we
want to make sure that anyone that comes in feel like

they belong there.

By combining a board game with a
space we wanted to also combine
Our skills and areas we feel
most comfortable with designing.

People will rotate to interact with this
game in a social way, we want to tackle the
issue of lacking communication, social
pressure and social boundaries, the idea
that people can meet and interact in a
healthy environment.




How the board game works?




Gen L board gome [deo \ision.

—ﬂr\e boawud 3qme wilL be
dzs«ﬁned to helP Im prove Intevaction
and Sociak communicakion betuween

'\\owus peop\e,

6 Cateqovies with 15-20
questions for eadn topic

Spin the cohed.

Pick & cond wiithh o Question

'

Answev the Queshion

Get o Know me
*



Categories:

The game Hobbies

Facts
Future
Memories
Places
Memories

2-6 players

Cards examples <::>
(‘ HOBBIES ‘N Q
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Video Game Space Inspirat




Activities that will take place in PUA space

Game
Yoga
Mindfulness
Reading Book Club
Motivational speakers
Films?
?



Brand ideas

‘'"Arrow’’ As a Native American symbol,

it generally stands for power and
direction — though the way in which it ,

: : : o PUA translation for the word
is facing also holds significance. A ‘rarrow’’ in hawaiian
single arrow pointed to the left means '
warding off evil, to the right —

protection, and pointing down — peace.
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Logo Designs: firsts drafts

PUALAND 2 plare

Scanned with
CamScanner




Benefits of board games

@ It’'s a great way of
having fun with no use of
technology or screens
(“Families are struggling
to find the balance
between digital and real-
life connections, but
boardgames provide a tool
for that emotional
connection to each other”

® It soothes anxiety
and stress (a study
made by RealNetworks
showed that 64% of
the responses said
that board games
makes them relax,
and 53% said that it
helps them relieving
stress)

® Playing it
increases
happiness of your
mind and brings
people closer

[ It increases

creativity and
self-confidence

® They increase your
attention span
“Finishing a board game
without interruptions
will help lengthen the
declining attention span
(..) in (a) world filled
with digital
distractions.” —
Beatrice Tauber Prior

® They help you
tolerating
frustration (which
makes you more
stable and
aware, therefore
making your mind
healthier)



What action do we want to take next?



