
SpeedMeet Project
Summary expectations SpeedMeet:
· SpeedMeet is a form of speed-dating with a goal: to help young people make new social contacts and to have succesful experiences in social contact.
· Challenge: ‘Develop an appealing innovative and interactive experience, tool, or game that improves the current SpeedMeet for the target group of young people aged approximately 18-22 who find it difficult to make new social contacts.’
· Game: Icebreaker → conversation → feedback → switch
· Playful elements and positive feedback
· Design is up to us
· Deliverables: A testable version of the redeveloped SpeedMeet and a concept presentation and manual for SpeedMeet
· We can use AI in research but no AI in the content/prototype
Possible icebreaker ideas:
· Two truths and a lie based on themes
· Would you rather
Conversation starters:
· If you could have an unlimited supply of anything, what would it be?
· Show one of your favorite pictures and tell the story behind it
Other ideas:
· Randomly generate seating positions for switching positions.
Questions first meeting:
· How many tables per round are set up? How many people will roughly attend the SpeedMeet?
Depends how many people join. Maximum is 10 tables, 20 people.
· Do we have complete freedom over the design or do we need to use an already existing brandguide? And do we need to keep the name “SpeedMeet”?
JoinUs has an existing branding, the client is going to ask them if we can adjust it. The name must stay, but we can maybe add a subtitle.
· Is there an already existing target audience definition?
Young lonely people age 18 – 22. JoinUs is an organistion where these kind of people can join together doing activities to help their social anxiety and to help feel less lonely.
· Is there an existing document of statistics about the current SpeedMeet?
Jacqueline will ask JoinUs about the SpeedMeet Statistics and feedback. Some of the most important feedback was to extend the list of icebreakers, make them less complicated and really make them based on what the target audience would enjoy. Make it so that they feel it’s fun to have a conversation.
· Is there a video about the current SpeedMeet?
There is no video, because the people attending the SpeedMeet highly dislike being filmed.
· How many digital and physical aspects do you want?
We can make everything digital. We can also make physical aspects, but as we are Fontys ICT, being creative with making it digital and make it an app would be preferable. Make it stress-free and fun. Examples: make avatars, make the timers fun, conversation cards in the app, maybe AR.














Our plan:
· Start with research
· Based on research make concept ideas
· Finalize the ideas
· Make the redeveloped SpeedMeet
· Test the redeveloped SpeedMeet
· Make a concept presentation for SpeedMeet
· Make a manual for SpeedMeet
Planning per sprint:
	Sprint 1 week 4-5 (22/9-3/10)
	Research, brainstorming, concepting

	Sprint 2 week 6-7 (6/10-24/10)
	Concepting, prototyping

	Sprint 3 week 8-9 (27/10-7/11)
	Prototyping

	Sprint 4 week 10-11 (10/11-21/11)
	Prototyping

	Sprint 5 week 12-13 (24/11-5/12)
	Prototyping, testing, analyzing feedback

	Sprint 6 week 14-15 (8/12-19/12)
	Improve prototype

	Sprint 7 week 16-17 (5/1-16/1)
	Improve prototype, finish product



Planning per week:
	Week 4 (22/9-26/9)
	Researching, brainstorming

	Week 5 (29/9-3/10)
	Brainstorming, concepting

	Week 6 (6/10-10/10)
	Concepting

	Week 7 (20/10-24/10)
	Prototyping 

	Week 8 (27/10-31/10)
	Prototyping

	Week 9 (3/11-7/11)
	Prototyping 

	Week 10 (10/11-14/11)
	Prototyping 

	Week 11 (17/11-21/11)
	Prototyping 

	Week 12 (24/11-28/11)
	Prototyping, testing prototype

	Week 13 (1/12-5/12)
	Analyze feedback from the event

	Week 14 (8/12-12/12)
	Improve prototype/make product

	Week 15 (15/12-19/12)
	Improve prototype/make product

	Week 16 (5/1-9/1)
	Improve prototype/make product

	Week 17 (12/1-16/1)
	Finish product






Research:
Main question: “How can games help people overcome fear of human interaction and social awkwardness by encouraging comfort and connection?”
Sub questions:
· What causes people to be afraid of human interaction?
· What is social awkwardness and why do people feel that way?
· What makes people feel more socially comfortable?
· What kind of game encourages connection and how do games avoid social awkwardness?

















Concepting sketches:
1. Campfire with fishing concept 
Players take on the role of scouts gathered around a campfire near a large lake. The Game Master becomes the “fisher”, casting into the lake and pulling out icebreaker prompts. Each scout sits one-on-one at their own campfire, roasting marshmallows. Each phase the marshmallow roasts more, once it's completely roasted, the round is over and it's time to switch partners.
2. Beach concept 
Players share a picnic on the beach as seashells wash up on shore. Each picnic is one table to sit at one-on-one. The Game Master plays the role of a crab walking by, carrying the icebreaker prompts. Time is tracked visually, either with a beach ball bouncing along the sand or with a boat sailing steadily across the water, reaching checkpoints for each round.
3. Lakeside concept 
Players are frogs perched on lily pads, which serve as their “tables”. The Game Master is a giant frog, hopping to a pad. When it’s time for a new icebreaker, water splashes up with the prompt, or the big frog uses its tongue to pull the icebreaker in the view. The timer is shown through lily flowers that bloom until the round ends. Each phase is a different blooming stage from the flowers.







Concepting:
· Big screen features -> for the gamemaster
Summer campfire background with sunset, gamemaster cat by a lake fishing out the icebreaker with its paw, “table” playground for the characters (cat characters), fish or marshmallow on stick cooking on the campfire as a timer
· Phone features -> for the players
Pick a nickname and choose a cat character, summer colored background, brief explanation about the game itself, assigned table number, conversation cards

