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ABSTRACT 

Project No Pressure was a project aimed to create a card game as its main resource.                

The card game was inspired by Guardians of the City (a Total Defence strategy card               

game), and was created with the intention of raising awareness on Social Anxiety             

Disorder. Through the card game, we hope that we are able to help clear              

misconceptions and allow people to empathise with people who suffer from Social            

Anxiety Disorder. The card game was made to educate players on possible causes and              

impacts of Social Anxiety Disorder as well as measures that can be taken to recover or                

curb the impacts of Social Anxiety Disorder. The card game was also designed not just               

for the fun of the game as it tests the players on their knowledge of Social Anxiety                 

Disorder, thus ensuring that players learnt useful information at the end of the game. 

 

1 INTRODUCTION 

1.1 Rationale 

During school activities such as debates, class discussions and project presentations,           

there will always be a handful of students who lack confidence when expressing             

themselves. Although inadequate preparation could be cause for their lack of           

confidence, it is myopic and unfair to fully blame their lack of confidence based on that.                

Therefore, our group decided to research on possible causes of the lack of confidence              

and we found out about Social Anxiety Disorder. It was clear then that this was not a                 

well-known topic among our friends. Hence, we decided to embark on this project to              

raise awareness on Social Anxiety Disorder.  

 

1.2 Objectives 

The objectives of Project No Pressure were:  

● to raise awareness about Social Anxiety Disorder 

● to clear misconceptions and allow people to empathise with people who have 

social anxiety 
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1.3 Target Audience 

Our target audience is secondary school students as they are mostly unaware of severe              

social anxiety disorder. Moreover, the most common age for onset of Social Anxiety             

Disorder is 13 years old. 

 

1.4 Resources 

The main resource for the package is the card game. The card game includes 38 cards                

and a board. A rulebook was also created for players to read and understand the game                

better. All designs are original as they were done by our group. 

 

The card game consists of 6 types of cards, namely the Support cards where each               

player has to safeguard throughout the game, the Impact cards which eliminates            

Support cards, the Question cards which when drawn, grants the player a chance to ask               

his/her opponent questions on SAD; a Support card is eliminated when one cannot             

answer the relevant questions on the card. There are also Healing cards which allows              

the player to bring back the eliminated Support cards back into the game,             

Awareness/Education cards which acts as a shield against impact cards to safeguard            

support cards. Lastly, there are Terror cards are game-changing as they allow a player              

to eliminate Support cards, ignoring the shield effect of awareness/education cards.  
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2 REVIEW 

Existing resources that we found on the topic of Social Anxiety Disorder were mostly              

infographics and books. As for infographics, they had insufficient channels to reach            

secondary school students’ lives, thus not effective in providing information on Social            

Anxiety Disorder. Moreover, books such as “Overcoming Social Anxiety and Shyness”           

by Gillian Butler was content-heavy. This type of books was not attractive or appealing              

to most teenagers or youths as it would take a long time for them to finish reading the                  

books.  

 

3 METHODOLOGY 

3.1 Needs Analysis 

We conducted a needs analysis to ascertain the usefulness and relevance of our             

project. The survey results had confirmed the need for the development of a new              

resource to raise awareness and educate people on Social Anxiety Disorder. 

 

 

3.2 Survey Results 

Our survey had 100 respondents. 74 of them were in the age range of 13-16 which form                 

our main target audience. 

57 respondents either did not know or were unsure of what Social Anxiety Disorder was.               

61 respondents also suspected that there were people around them with Social Anxiety             

DIsorder. This indicates the prevalence of Social Anxiety Disorder in our society, even             

though none of them can truly diagnose others with Social Anxiety Disorder. 
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3.3 Development of Resources 

Our first step into the project was to conduct research on Social Anxiety Disorder.              

Through our research, we discovered several symptoms, impacts and causes of Social            

Anxiety Disorder. After gathering more information, we initially proposed the creation of            

a website during proposal evaluation. However, we took consideration of the judges’            

comments and decided to have a more unique and interactive resource. Our team             

member, Eldon Loh, came up with the idea of adopting the structure and game              

mechanics of Guardians of the City and creating our own version of card game to raise                

awareness and educate people on Social Anxiety Disorder. As we did not want to run               

into copyright issues, we tweaked the game steps and made sure that we designed the               

cards ourselves. We then conducted a pilot test for the card game before mid-term              

evaluation. Based on the suggestions from the pilot test, we designed 2 more items -               

the game board and rulebook. We also made slight changes to the card game 

3.4 Pilot Test 

A pilot test was carried out with 50 HCI students. We taught them how to play the card                  

game and allowed them to play the full game by themselves while we observed from the                

side. After the pilot test ended, we conducted a short survey to get their feedback. 34                

participants enjoyed the game very much, giving it a score of 4 and above (out of 5).                 

78% of the participants also stated they would like to play the game again and 34                

participants stated that they learnt a lot, giving a 4 and above (out of 5). Over 85% of                  

the participants also answered the two questions correctly - one on treatment for social              

anxiety and the other on cause of social anxiety - that we posed at the end of the                  

survey. This indicated to us that they had gained knowledge and awareness on this              

topic. In conclusion, the card game was fun, attractive and also informative. 
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4 OUTCOME & DISCUSSION 

The card game had received positive responses. It had fulfilled our group’s objectives of              

raising awareness on the issue of Social Anxiety Disorder and clears misconceptions            

while educating people on Social Anxiety Disorder. Possible future expansion on the            

resource includes a ‘monetary’ system that allows players to ‘buy back’ removed            

support cards or even ‘buy’ cards to be used against their opponents.  

 

There are limitations to the impact of this card game. A card game does not have the                 

same widespread impact as compared to online resources such as websites or apps. A              

card game is not readily available or easily accessible. Nevertheless, this card game is              

a unique way of raising awareness and teaching as the knowledge imparted will remain              

in the players’ minds when they are having fun learning. 

 

5 CONCLUSION 

Project No Pressure had been an enriching journey. We experienced many           

ups-and-downs and learnt a lot. The key takeaway from this 9-month project journey             

was the importance to take initiative. After proposal evaluation, there was a long period              

to work on the project before mid-term evaluation. However, none of us took the              
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initiative to start on developing the resources or come up with design ideas for the               

resources. As a result, most of the work was rushed out during the June holidays which                

led us to receiving results that were lower than our expectations. We learnt our lesson               

and worked on our project efficiently till the final completion of our resource package.  
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