DESIGNING A BOARD GAME WITH AR FEATURE AS
A SOCIAL CAMPAIGN FORPREVENTING
ONLINE GROOMING
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Gatheredinsight through |dentified the critical
observing gaming habits gap between childern’s
and interviewing digital
psychologist, parents, vulnerability and
and experts parental awareness
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Conseptualized a
cooperative “Explorer”
game merging physical
play with Augmented
Reality (AR)
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Project Goal: Design an interactive board game to
prevent online grooming.

Key Feature: Integrates Augmented Reality (AR) for
cooperative gameplay.

Educational Value: Teaches
strategiesinafun, social way.
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Family Impact: Bridges communication gaps
between children and parents.
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Constructed Physical
board game
componentsintegrated
with a digital AR later

Evaluated the prototype
with  the target and
audience to ensure
education effectiveness
and improved
communication
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