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Social media is a constant source of 
stimulation. It is hard to break away and 

be in the moment. We want to bridge the 
digital disconnect to find a way for users 
to engage in tangible, creative activities. 



The Unplug Project is a multi faceted 
design solution that combines a 
subscription model kit full of 

engaging activities and a digital hub 
to help you connect



Research





FoMO, Digital Dementia, and Our Dangerous Experiment
Larry Dossey, MD

● Social networks as an oxymoron — users are somewhere else and 
alone

● Feeling more connected online than in real life, including atrophy 
in gray matter of their brains.

Social Media and Experiential Ambivalence
Jenny L. Davis, Texas A&M University

● Reality falters and we become less connected and more lonely
● Can’t log off completely, tendency to go back on networks







“social media creates ‘residual friendships’”

“people take Instagram too seriously and work 
themselves up about it”

“taken out of your current state of 
mind and taken into a the weird 

realm of Instagram” “Who people are through Instagram as 
creatives, and as people, is not genuine”

“digital way of connecting people 
hasn’t really gotten us anywhere, 

you’re not really connected when 
you’re on social media.” 



Analysis & 
Synthesis



● More than half of subjects have attempted to disconnect
● Over engagement in social media can decrease our real-world 

connectedness
● Users feel that social media takes them out of the “current state 

of mind”
● People interact with social media on a spectrum

Analysis:



● Consider the broad spectrum of uses (social, professional) for social 
media and inherent characteristics of those distinct uses.

● Offer a solution that is relevant to varied uses of social media platforms, 
recognizing the solution may not appeal to many users

● Don’t expect users to wholly abandon social media / digital
● Create alternatives to traditional views of social media that are focused on 

real-world connection and genuine representation of image

Synthesis:



User Base:

● These users are looking for a new way to 

approach their life and technology use. 

● They seek connectivity beyond digital 

means, but still want to use their phone 

as a tool.



Prototype & Learnings







The Unplug Project Website

https://ameliahaney.wixsite.com/theunplugproject/home














● Address unclarity about project
● Show value to users early in the process
● Create a feedback loop
● Keep a light-hearted tone

○ Without being too confusing

Learnings:



Post-Mortem & Next Steps



● Our topic is only going to gain more traction in coming years as technology’s 
influence over us becomes more clear

● We are utilizing partners to lower costs / manpower while still achieving our vision

What we did right:

● Find interview subjects who struggle with social media addictions
● Allocate more time for testing and reduce time for initial research
● Create a line of products with multiple prototypes

What we’d change:

● Reach out to the companies and organizations that we would like to partner with
● Do more advanced development of the kit and test in the real world

What we’d do next:



Thanks!
Questions? Comments? Applause?



Appendix.



40% of Americans spend 
more time socializing via the 

Internet than in real life

25% say they have missed out on 
important moments because they 
were distracted by trying to share 

those moments on social networks

20% say they actually prefer to 
communicate electronically via 

social network or text message than 
talk over the phone or face-to-face












