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Our group project’s goal was to create a mobile application that helps students (particularly those who are neurodivergent) avoid doomscrolling. This was a shared struggle amongst the group, and through our unique disciplinaries (i.e. game design, animation, cybersecurity etc), we were able to collaborate on this app.
PAWSUMO is like a Tamagotchi [1] pet, where the user must look after the pet by feeding and entertaining them. PAWSUMO goes a step further and gives the user the opportunity to give their pets outfits and different rooms. Users collect coins by not going on the applications they typically find themselves procrastinating or doomscrolling on, such as TikTok, Instagram or Twitter/X. There is also a friend system and leaderboard system where a user can see their friend’s pets and rooms, this incentivises competition and gamifies the avoidance of doomscrolling. 
I focused on the 2D design, which includes the user interface mockups, as well as designing the logo, creating the name (PAWSUMO), designing the pets that users can adopt and giving reference sheets to our 3D modellers.
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The very first question we often received during interviews and questions from our presentations, was ‘is it not counter-intuitive to create an app, to stop users from going on their phones?’ We talked extensively about this and ultimately decided to shift our goal from minimising screentime, to dissuading doomscrolling. 
We planned numerous meetings in the university library about the systems within PAWSUMO—how many coins users should get from staying off the ‘bad’ apps, how we can potentially monetise this without making our game pay-to-win, how we can advertise, garner and maintain interest in PAWSUMO and how we can essentially ‘guilt’ the user if they spend too much time on these doomscrolling applications. We presented possible solutions these issues through our meetings and ultimately ended on features we are satisfied with. 
We didn’t want too many pop-up advertisements, as this would extend the amount of time a user has to spend on our app, as well as makes tasks tedious. We instead opted for optional advertisements, where a user can watch a 30 second advertisement to get double the number of coins for their time away from doomscrolling. This encourages users to use this feature strategically. 
We intend to advertise PAWSUMO through apps like TikTok, as that is where our ideal user base would be. I mentioned the idea of future collaborations through cosmetics—like games such as Fortnite [5] and Overwatch [6], I find that cosmetics I am personally interested in are a huge selling point to me. It would also grab the attention of fans from pre-existing IPs, for example, Overwatch’s player base witnessed a rise during their collaboration with Hello Kitty [7], where six characters received skins with the theme of Hello Kitty. 
Our team did struggle to finally land on idea that ‘guilts’ users when they spend too much time doomscrolling. One suggestion was for the pet to die, which I believed was too morbid and would perhaps guilt users too much. I then suggested ‘what if the pet moves out?’. This way, users will still be able to connect to the pet, perhaps through pre-set letters that their pet will ‘send’. It also gave us a way to let users change their pet. 
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Whilst PAWSUMO offers rewards for users for avoiding doomsccrolling and can dissuade, it of course does not guarantee a concrete solution to the core issue. Applications such as TikTok have been proven to be incredibly addictive. In particular, the ability to ‘endlessly scroll’ through mystery videos is akin to gambling. Accompanying this aspect, ‘liking’ content elicits the psychological experience of investment in the platform. It feels good for users to ‘give likes’, and to ‘receive likes [8]. 
We also recognised that PAWSUMO is targeting a slightly niche market—whilst there are approximately 2.86 million students in higher education, and approximately 10 million students in comprehensive schools [9], there is currently 1.99 billion users on TikTok alone [10]. We are a niche product within a broad market, and despite that perhaps being a downfall, we believe that it can actually propel PAWSUMO’s popularity. 
Fandoms are by no means a new phenomenon—we have witnessed intense fan activity throughout history, an example being Michael Jackson or, more currently, Taylor Swift fans. However, with the rise of social media and the ability to connect with like-minded people at the tap of a button, Gen Z have created thousands of spaces on the Internet, free from judgement all for their favourite television show, movie or singer. 
As Gen Z curates many of these spaces, we believe that with the crossover of using social media sites and apps to advertise PAWSUMO, collaborating with current, popular IPs to create cosmetics and implementing competitiveness through our leaderboard and seeing other’s rooms and pets, all come together to potentially create something Gen Z will adore. 
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My experience in working with my team has been mostly positive. I have taken the lead and set out our first presentation but opted not to for the second one, because I didn’t think it was necessary, however I noticed that we felt disjointed when I didn’t add guidelines/notes to it. Therefore, I templated the third one (the Hackathon presentation).
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(Examples of how I added guidelines/notes for our team).  

Jon has been amazing throughout the whole time—he is incredibly talented in his discipline and brings up some thought-provoking ideas. He has played a massive part in the creative vision of PAWSUMO, as well as creating an awesome, fully animated trailer! I would rate working with him as a teammate to be 4.9 stars; my only minor complaint is that I wish he would speak more during group discussions, however I do understand how daunting it can be when everyone is talking! 
Will has been a great help with organising meetings and keeping track of the meeting notes. He is confident within group meetings but does struggle a little during presentations. He uses methods that I am personally against to revise and generate ideas and has also inputted my artwork into AI to ‘alter’ it when I was not available. I have discussed this with him and have stressed how much I am personally against image generative AI, and LLMs, but despite this he did often go against my requests as the team’s artist. Despite our disagreements here, I would rate working with him 3 stars.
Niño is incredibly confident and charismatic. His ideas are creative, and he also contributes a lot to group meetings. He is also quite laidback, but does whatever work he’s set. He’s also amazing during presentations! I will say that I think our idea is the least friendly to his discipline, but despite that, he’s helped us a lot with PAWSUMO’s vision and often stresses the importance of dressing up for presentations to our team. I would rate working with him 4.5 stars.



Ataur, whilst pleasant enough to work with and is great with the question sections of our presentations, has very much lacked in attendance. He often gave us excuses instead of being honest and just saying he didn’t want to attend a meeting/lecture and would usually only communicate through via Will. This is unfair to Will, as he has his own assignments and sections of this group project to complete. He does however complete his work. I would rate working with him 3 stars.
To start off our group project, Jared and I had a major disagreement over text. I did not and will never want to work with someone whose political views are extremist, and as I am biracial, I did worry that something negative would occur. However, I ultimately decided to set our differences aside, and focus on the group project, and nothing of that nature has happened. Whilst he does do his work, he gets incredibly anxious during presentations and has refused to dress up for them as he stated he thinks it ‘pointless’. He does arrive early to every lecture we have had, and to our meetings, but during the meetings he has been completely silent and stuck on his phone. He has not suggested many—if any—ideas for PAWSUMO and has, presumably, just done the work that our team sets him. I assumed during our last group meeting before the hackathon (Thursday, April 30th) that he was working on the presentation on his phone during the 4 hours we were discussing the presentation, but he was not. I believe he works from home, but we would’ve appreciated him communicating this to us. He has also stated that “my job will be taken by AI in the future”, even though our presentation’s strength was our visuals. I would rate working with Jared 1 star. 
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WE'RE ALL FROM
DIFFERENT COURSES-
THIS HAS BEENOUR
STRENGTH!

How our different backgrounds has allowed us to
create a wellrounded idea, how we have empathized
with each other on our concept of tackling
doomscrolling. How much more we have been able to
achieve because of how different our courses are

Any other points u want to go over u can totes do that,
maybe make another slide or tw for it. Add in pics of
our meetings and of our dc messages, doesn't have to
be visible, just a collage to show that theres a ton of
proof

Jareds slide
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