
Cluster  The designer is part of the system

 "I can offer great stuff from the outside, but if 
my inside is biased then it doesn't matter. It can 
be the best, like greatest project on earth, but for 
me I will find why it doesn't work.
Psychology Expert Rotem

Yang

Cluster  Teach them to be self-reliant, not to do things for them → 
Teach a man to fish

 "in the end of the day, they will learn a new 
skill that could also be an empowering experience 
on its own.
Psychology Expert Rotem

Yang

 "if it's subtle, like if you kind of see through 
the gameplay that somebody is slower at 
something or doesn't understand something and 
could just be like, okay, well, now it's going to give 
a hint... I think that could be a little bit invisible 
and would provide support that didn't feel like it 
was unwarranted.
Game, UI U  Expert Cindy

Yang
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 "e xcessive support, if you're not letting them 
do it on their own, yes, it can kind of not help and 
even make them not wanting to do it.
Psychology Expert Rotem

Yang

 "having a tutorial that also takes into account 
that probably the older people might also be 
learning just how the interface works is 
sometimes useful.
Game, UI U  Expert Cindy

Yang

 "the idea is not to do instead of them, rather 
to help them understand how they can use it 
independently.
Psychology Expert Rotem

Yang

 "we have to in some way to make them feel 
motivated about that, to have them understand 
that they can benefit from that, that they can find 
like a whole new world inside these little 
smartphones or tablets or computers.
Psychology Expert Rotem

Yang

 "a walkthrough would probably be more ... 
even just like a small scenario for gameplay where 
it walks both sides through what they need to do 
to play.
Game, UI U  Expert Cindy

Yang

Cluster  ha t is said  true feelings  Assess behaio ur, not ust words

 "the best way I feel like you would be able to 
evaluate an intergenerational game is through 
observation. Watching people play or even 
videotaping it and taking notes.
Game, UI U  Expert Cindy

Yang

 "from watching them play, they would be fully 
miserable, but they could say that they liked it 
because otherwise they're saying they don't like 
playing with younger people and it seems like it's 
the wrong answer.
Game, UI U  Expert Cindy

Yang

 "sometimes people might just be like 'yeah 
yeah it was fine' but they were laughing and they 
had a big smile on their face the whole time. And 
it was like okay, yeah that's not a match with what 
we saw.
Game, UI U  Expert Cindy

Yang

 "the marker of that success is not so much 
being able to rate or evaluate something on a 
scale, but the actual feeling that people might 
express about having played it.
Game, UI U  Expert Cindy

Yang

 "sometimes elderly men have a harder time 
articulating when they've had a good experience 
and are a little bit better at doing it verbally or just 
by sharing that feedback than marking it.
Game, UI U  Expert Cindy

Yang
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Harvey

 "having both I think would be perfect 
because then you get a range of seeing what 
people actually say, but then also being able to 
read what they were experiencing when they 
actually played.
Game, UI U  Expert Cindy

Yang

 "particularly with Gen  people sometimes, 
sometimes it's hard to tell from looking at them 
how they really feel about something. And so it's 
also nice to ask.
Game, UI U  Expert Cindy

Yang

 "maybe they look like they're not having a 
really great time, but then you talk to them 
afterwards and they're just like, you know what? 
This was the best thing I did all week.
Game, UI U  Expert Cindy

Yang

 "people's reactions as they're playing I think 
would be super valuable. Like if they look 
miserable.
Game, UI U  Expert Cindy

Yang

Cluster  Layers of Life Transitions  The Trigger for Loneliness Is Not 
Merely ' rowing Old'

 "bereavement is some sort of a rough 
transition that we see in late life and it really takes 
some time for people to process this.
Psychology Expert Rotem

Yang
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Harvey

 "if it's like my memory, it may be harder for me 
because there could be a lot of anxiety. Am I going 
to be like really sick with Alzheimer's?
Psychology Expert Rotem

Yang

 "if I came here with my husband and then God 
forbid he dies and I'm alone, so I'm even more 
lonely. It's not only I'm out of my cultural 
environment, but the person I could share my 
experiences and could really understand me is no 
longer with me.
Psychology Expert Rotem

Yang

 "retirement, which is also a very big transition 
in late adulthood. So once again, it can be an 
opportunity... r I can say, h my God, my life are 
over. That's it. No one needs me anymore.
Psychology Expert Rotem

Yang

 "one of the most common complaints of 
people when they're getting old or older is that 
their memory is not as great as it was. Now this is 
a normal process, but the anxiety that a lot of 
people have around it because of the risk of losing 
yourself is very major.
Psychology Expert Rotem

Yang

 "our health declines as we grow older, so 
people start having lots of issues.
Psychology Expert Rotem

Yang

 "as people get more sick, it's harder . And if 
they're actually disabled, so it's even harder on a 
practical kind of aspect because it's harder to 
leave the house. They need care. They're 
sometimes they're not independent, and then it's 
really hard to maintain your connections.
Psychology Expert Rotem

Yang

 "I feel like I can only talk to other widowers 
because they understand me. I can't talk to 
someone who haven't gone through this 
experience.
Psychology Expert Rotem, quoting a patient

Yang

 " Baby boomers... they feel like they're cool.
Game, UI U  Expert Cindy

Yang

“ 人 ”

Harvey

 "not positioning them as like a passive 
recipient of care or support, just like making them 
feel important.
Psychology Expert Rotem

Yang

Cluster  The fear of being treated like a chil
(dignity and autonomy are the non-negociatable)

 "particularly because the designers were 
kind of like in their s ... it's easy to be insulting.
Game, UI U  Expert Cindy

Yang

 "particularly the older people are overly 
sensitive to feeling like they're being infantilized.
Game, UI U  Expert Cindy

Yang

 "it's really scary to get older and to have like 
your autonomy taken from you.
Psychology Expert Rotem

Yang

 "if someone just demoted you three levels 
because you were terrible at something, I think 
that that agency missing is going to make that not 
feel good.
Game, UI U  Expert Cindy

Yang

 "if the moment he feels old, he doesn't want 
to play.
Game, UI U  Expert Cindy

Yang

 "the optimal approach is to balance like the 
support with opportunities for self-directed 
learning and empowerment.
Psychology Expert Rotem

Yang

 "give a man a fish and you feed him for a day, 
teach a man to fish and you feed him for a 
lifetime. So you're aiming for that. You're aiming 
for them to be able to learn something and to use 
it, not to do instead of them.
Psychology Expert Rotem

Yang

 "What people picture young kids liking and 
what people picture elderly people liking... If you 
don't actually ask them, then it's easy to be 
insulting.
Game, UI U  Expert Cindy

Yang
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Harvey

 "if it's subtle, like if you kind of see through 
the gameplay that somebody is slower at 
something or doesn't understand something and 
could just be like, okay, well, now it's going to give 
a hint... I think that could be a little bit invisible 
and would provide support that didn't feel like it 
was unwarranted.
Game, UI U  Expert Cindy

Yang

 "I would be a little bit cautious about it 
because I think if there's too much, it opens the 
door for people to feel like I didn't need help and I 
was given help.
Game, UI U  Expert Cindy

Yang

Cluster  Migrant status + language  do uble isolation Cluster  Product sustainability requires institutional alignment
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 "if I grew up in a very not individual society ... 
grandparents do live with their grandchildren and 
this is how it is. And the idea of sending someone 
to some sort of like senior facilities is outrageous.
Psychology Expert Rotem

Yang

 "it's not common for people here to live with 
their grandparents... and if I'm an elder, like I can 
be scared that they're going to send me to this 
like facility.
Psychology Expert Rotem

Yang

 " Higher prevalence of loneliness among 
immigrants, and especially those who are 
widowed or have poor health or have spent less 
time in the host country or live in neighborhoods 
with low ethnic diversity and income.
Psychology Expert Rotem

Yang

 "this is what happens to older people . They 
start losing relationships and connections 
because people just like, die.
Psychology Expert Rotem

Yang

 "the cultural conte xt is really meaningful for 
how I am going to interpret my experience.
Psychology Expert Rotem

Yang

 "if I came to this country when I was, I don't 
know,  or  or , it will be harder for me as I 
grow older because it's really most of my life I 
spend somewhere else
Psychology Expert Rotem

Yang

 "sometimes when we work with people who 
are lonely, we will want first to kind of target the 
self schema for the other experiences to be 
actually powerful or helpful."

Yang
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 "the differences and the gaps between the 
cultures, if they're really big, then it will be 
harder... if I lived in the Middle East and now I'm in 
Canada, these are major differences and it will be 
harder for me to kind of feel belonging to a 
community.
Psychology Expert Rotem

Yang
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BI  Cluster  Tech anie ty is a genuine barrier
e cannot assume that good tools  they will use them)

 "if they used to play games, they might have 
played them using controllers or something. And 
they might have mobility issues.
Game, UI U  Expert Cindy

Yang

 "if it's on like a tablet or something then even 
basic tablet things, if you don't use a tablet, they 
don't make any sense.
Game, UI U  Expert Cindy

Yang

 "for almost all older people, vision 
impairments overall, and it's also good for 
younger people as well because often, 
particularly with kids, they need bigger text.
Game, UI U  Expert Cindy

Yang

 "we really have to find a way to kind of target 
this technology anxiety and make them see what 
they can benefit out of it.
Psychology Expert Rotem

Yang

 "you really have to have a lot, a lot of patience 
and it's not an easy stance to be in, even for the 
other person.
Psychology Expert Rotem

Yang

 "for them it might be a cognitive overload . 
They just see this little screen, but they don't 
really know like how they can use it.
Yang, from the Psychology Expert Interview

Yang

“”

Harvey

Cluster   → 

 "you might find that younger people don't 
have the attention span for a tutorial video and 
older people might not have attention span... 
sometimes there's some cognitive impairments 
which also mean that older people have the lower 
attention spans.
Game, UI U  Expert Cindy

Yang

 "figuring out how to actually do the interface, 
like how to interact, is often something that older 
people struggle with or they need to figure out.
Game, UI U  Expert Cindy

Yang

 "a lot of older people use tablets, so 
sometimes tablets are a nice cheat... a tablet is 
like a potentially crossover device that they both 
use.
Game, UI U  Expert Cindy

Yang

 "the biggest accessibility feature that is also 
probably a crossover feature is large text. Like 
whenever text is present, it's just bigger.
Game, UI U  Expert Cindy

Yang

 "once they're there, something is happening, 
right? Like hopefully the connection will make 
them want to continue on participating, but the 
starting point sometimes is just some sort of 
external obligation.
Psychology Expert Rotem

Yang

 "if it's something that involves the ongoing 
building of something... if there's a clear outcome 
or thing being built up towards... maybe whatever 
is being done isn't, you're not able to complete it 
in one session, but you would play over a couple 
of weeks and eventually...
Game, UI U  Expert Cindy

Yang

 "certain types of personalities will want to 
play a game that gave them a social experience 
that they want to repeat. Like particularly if it is 
like sharing stories or sharing knowledge.
Game, UI U  Expert Cindy

Yang

 "We encode memories that are meaningful to 
us, so the meaningful part is really, really 
important.
Psychology Expert Rotem

Yang

 "there's a type of personality which is almost 
like the puzzle builders... you're going to sit down 
and collectively do this task and then return to it 
until it's done.
Game, UI U  Expert Cindy

Yang

 "the ongoing engagement in the end of the 
day is what make them more engaged and 
involved and invested.
Psychology Expert Rotem

Yang

 "the game hasn't finished yet, but one of the 
seniors said 'h, I'm about to go home and cook !' 
They need to know what time, need to get to the 
end.
Harvey, from the Game Expert Interview

Yang

 "a lot of older people learn about games, 
particularly video games, from manuals and 
instructions.
Game, UI U  Expert Cindy

Yang

 "a lot of elderly people or older people also 
have vision issues and sometimes cognitive 
issues that make it challenging for them to do that 
same sort of reading through.
Game, UI U  Expert Cindy

Yang

 "particularly when it comes to designing for a 
lot of the ways in which older people interact with 
technology, they're just in different kinds of 
forms.
Game, UI U  Expert Cindy

Yang

 "sometimes it's nice as well to have te xt and 
audio together, just so there's more than one way 
that information is being communicated, so that if 
somebody doesn't get it one way maybe they get 
it another way.
Game, UI U  Expert Cindy

Yang

 "I'm an older person and I feel like there is 
something that limits me and I am dependent on 
their help and I can be very like not patient and 
very like, what don't you understand? It's just like 
you're just moving your fingers from here to here.
Psychology Expert Rotem

Yang

 "they can get a lot of information about what 
stuff they're interested in. They can get a lot of 
recipes, they can get a lot of jigsaw puzzles, 
whatever, right? So it's just also kind of making 
clear that it can be useful for them.
Psychology Expert Rotem

Yang

 "tell them why it's useful, why it's helpful for 
them, but they could get the benefit out of it... you 
have to progressively tell them the benefits of it 
and have to be relevant and digestible.
Yang, from the Psychology Expert Interview

Yang

 "sometimes you just need to know how long 
it's gonna be.
Game, UI U  Expert Cindy

Yang
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 "the entire platform, the technology, may be 
new. So that's something to take into 
consideration.
Psychology Expert Rotem

Yang

 "because the goal might actually just be to 
engage in intergenerational play... other sorts of 
intangible rewards where like sharing or 
exchanging experience... it's a reward as well.
Game, UI U  Expert Cindy

Yang

 "I wouldn't replace any of those intangible 
rewards with explicit reward and progression 
feedback. But I think that those two can happen 
together and reinforce each other quite nicely.
Game, UI U  Expert Cindy

Yang

 "I'll design something that assesses this 
structure, but alongside I will also give some sort 
of social exposure.
Psychology Expert Rotem

Yang

Cluster      

Cluster   → 
 "any type of intergenerational game usually 
does a little bit better with cooperative dynamics.
Game, UI U  Expert Cindy

Yang

 "because they're asymmetrical, you could 
tailor what the mechanics were for the different 
age groups.
Game, UI U  Expert Cindy

Yang

 "particularly younger people just even the 
attention spans are like... that kind of pace of play 
just seems way too slow, and it just seems like it 
might be boring.
Game, UI U  Expert Cindy

Yang
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 "it's sometimes challenging to find things that 
kind of meet people in the middle.
Game, UI U  Expert Cindy

Yang

 "tying it somehow to games where people are 
familiar with dynamic difficulty adjustment in a 
non-offensive way might be helpful, like in golf 
where there's a par.
Game, UI U  Expert Cindy

Yang

 "it can be a little slow for younger audiences 
and it can be a little fast for older audiences 
because their motive is to play together. So that 
helps.
Game, UI U  Expert Cindy

Yang

“ 人 ”
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 "when older adults feel respected and feel 
that they can still benefit someone, they're still 
relevant, so it really engages them.
Psychology Expert Rotem

Yang

 "reciprocity ... it also helps sense of being 
valued.
Psychology Expert Rotem

Yang

 "even if they felt they were terrible at the 
game, they still got to have a nice conversation 
through the group and learn something about 
their grandkids and the grandkids got to learn 
something about their grandparents.
Game, UI U  Expert Cindy

Yang

 "one of the other considerations is pace of 
play.
Game, UI U  Expert Cindy

Yang

 "the games that were the most successful 
had mechanics that encouraged the sharing of 
stories and information between the two folks.
Game, UI U  Expert Cindy

Yang

 "they were largely had an asymmetrical 
design.
Game, UI U  Expert Cindy

Yang

 "socialness was there, and then also the 
mechanics were flexible enough so that different 
ages were doing different things that maybe they 
were better at.
Game, UI U  Expert Cindy

Yang

 "the focus of it, or at the end of the day was 
like the older person was doing more of the 
storytelling.
Game, UI U  Expert Cindy

Yang

 "the asymmetry can also create different 
pacing, so it can feel faster paced for younger 
audiences that prefer that type of gameplay, but 
then could feel slower for folks that maybe... for a 
senior.
Game, UI U  Expert Cindy

Yang

 "it can be a little slow for younger audiences 
and it can be a little fast for older audiences 
because their motive is to play together. So that 
helps.
Game, UI U  Expert Cindy

Yang

 "that's the way a lot of intergenerational 
analog games work, like people adjust the rules 
of, like you're playing monopoly with a large family 
and you just change the rules as you go until it's 
fun.
Game, UI U  Expert Cindy

Yang

 "if both can feel like they're teaching the other 
something, then maybe that's like a useful back 
and forth.
Game, UI U  Expert Cindy

Yang

Sub-theme: Game structure determines power balance

 "cooperative games tend to accommodate 
that, I feel like, a little bit better than competitive 
ones do. Because with the competitive ones, you 
have to find the level playing field.
Game, UI U  Expert Cindy

Yang

 "from today's workshop, we do two group 
comparison. ne group was doing a pu zzle, so it's 
kind of a slow-paced game, and the other was 
kind of solving puzzles... what surprised me is the 
seniors prefer the fast pace better than the slow 
pace.
Harvey, from the Game Expert Interview

Yang

 "even like family play board games and things . 
You get people making exceptions to rules and 
finding ways to adjust or change the rules so that 
you can make it feel like it's the right level for 
everybody.
Game, UI U  Expert Cindy

Yang

 "if it's involved in like dynamic difficulty 
adjustments... one thing that I would caution 
about that is that I think the thing that makes 
things like the par system in golf or like other 
sorts of difficulty adjustments feel less 
demeaning is controlled.
Game, UI U  Expert Cindy

Yang

 "it would be interesting to kind of e xperiment 
with ways in which you could adjust the difficulty 
in different sorts of ways to kind of find the right 
level for play.
Game, UI U  Expert Cindy

Yang

Cluster   → 
 "maybe even measure in a sense like what 
happens, like how people that are familiar with 
technology and use smartphone versus others 
that do not have access, because this might be 
different.
Psychology Expert Rotem

Yang

 "the type of video games they played would 
have just tremendously, a tremendous amount of 
like different... just the interfaces and the types of 
gameplay and the expectations surrounding 
games were quite different.
Game, UI U  Expert Cindy

Yang

 "younger kids also have a completely different 
kind of like interaction paradigm with the games 
that they often play.
Game, UI U  Expert Cindy

Yang

 "somebody who's a kid or even a teenager 
would be more familiar with other sorts of games. 
Like they might be more familiar with like a 
Minecraft or Roblox.
Game, UI U  Expert Cindy

Yang

 " A lot of older people, and by older I mean even 
people who are maybe like not just baby boomers 
but even like Gen  people would have even the 
fast-paced games were slower, like by today's 
standards.
Game, UI U  Expert Cindy

Yang

 "even the ones that are supposed to be fast 
are very slow by today's standards.
Game, UI U  Expert Cindy

Yang

 "if you're playing a game that just is super 
different from the kind of game that you used to 
play, then there's like the added layer of anxiety in 
lots of cases, particularly I feel for older gamers.
Game, UI U  Expert Cindy

Yang

 "nobody wants to feel, particularly if you used 
to play a lot of games, nobody wants to feel like 
they don't know anything. But it sometimes 
happens because the style of game is just really 
different.
Game, UI U  Expert Cindy

Yang

 "there's definitely some friction between 
what each particular audience would want.
Game, UI U  Expert Cindy

Yang

 "somebody who maybe played a lot of games 
in like the s might have that kind of like 
internalized like adventure game kind of 
perspective on it where you would solve puzzles... 
collecting as many things as possible and 
experimenting with weird combinations.
Game, UI U  Expert Cindy

Yang

 "it infuses the e xpectations of like how you 
solve problems and like what kinds of things that 
you should do.
Game, UI U  Expert Cindy

Yang

 "same objective event, different individual 
differences.
Psychology Expert Rotem

Yang
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 "there's actually a concept called technology 
anxiety.
Psychology Expert Rotem

Yang

 "ne of the challenges is not only, not like 
necessarily a lack of literacies, but just different 
literacies.
Game, UI U  Expert Cindy

Yang

 "older adults with higher digital literacy and 
access to devices like smartphones or computers, 
they report greater social connectedness and 
lower risk of social isolation.
Psychology Expert Rotem

Yang

 "those with lower digital literacy and or 
technology anxiety are likely to experience more 
loneliness and social isolation.
Psychology Expert Rotem

Yang

 "for some of them, they even think it ruins like 
society or connectedness.
Psychology Expert Rotem

Yang

 "there's a hidden vocabulary that you 
understand with games based on the games that 
were the ones that you were most attached to 
playing.
Game, UI U  Expert Cindy

Yang

Cluster   → 
 "as long as you'll manage to make what you're 
proposing align with their goals and needs, the 
larger the chances it will be successful.
Psychology Expert Rotem

Yang

“
”
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 "I want to emphasi ze the word meaningful.
Psychology Expert Rotem

Yang

 "I don't know that there's anything so intrinsic 
in a game that would appeal to both groups that 
would bring them back together without 

.
Game, UI U  Expert Cindy

Yang

 "mostly when people come together for 
intergenerational play, at least they want to play 
together. So I wouldn't be too scared of trying 
new things.
Game, UI U  Expert Cindy

Yang

 "if someone perceives something as 
meaningful, then there is a higher chance for them 
to participate if it meets like their own goals.
Psychology Expert Rotem

Yang

 "if they can understand why is it useful, what 
they can benefit out of like this use, so it can really 
help.
Psychology Expert Rotem

Yang

 "the motivation for participation among 
younger adults is frequently driven by external 
obligation. Like I have this scholarship I have to 
do, I have this amount of hours.
Psychology Expert Rotem

Yang
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 "I remember last workshop, we give them to 
play the Minecraft. And they were like... In this 
game, I cannot see any goals. I need a goal to play 
a game.
Harvey, from the Game Expert Interview

Yang

 "If you will manage to make them believe that 
what you're offering might be meaningful and 
useful for them, then I think it's really important.
Psychology Expert Rotem

Yang

 "the whole purpose was the storytelling . ust 
like talk about a time where you got trapped in the 
snow or something... So even if they felt they 
were terrible at the game, they still got to have a 
nice conversation.
Game, UI U  Expert Cindy

Yang

Cluster   → 人
 "she tried to learn how to use the computer . 
She could not understand like how the mouse is 
related to what happens on the screen... then my 
other grandma who was like  years older than 
her, she just taught herself. Like one day in ... 
I get a friend request from my grandma.
Psychology Expert Rotem, personal anecdote

Yang

 "there's different cultural e xpectations 
behind those groups and there's different gender 
expectations and there's different generational 
dynamics going on. And it's really worth being 
specific.
Game, UI U  Expert Cindy

Yang

 "It was easy for them to underestimate how 
good kids were at games.
Game, UI U  Expert Cindy

Yang

 "kids aren't dumb and they don't just like any 
sort of game, they like specific games.
Game, UI U  Expert Cindy

Yang

 "it was easy for them to underestimate how 
good older people could be as well, just as long as 
they had enough time to feel comfortable with the 
game.
Game, UI U  Expert Cindy

Yang

 "They were often maybe less familiar with 
things, but it's not that they were bad at the 
games, they were actually quite good as well.
Game, UI U  Expert Cindy

Yang

 "some of the cliches of like elderly people 
might not be that accurate with them. It's a feisty 
demographic.
Game, UI U  Expert Cindy

Yang

 " Baby boomers... they feel like they're cool.
Game, UI U  Expert Cindy

Yang
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 "each one of the groups may come with 
stereotypes about the other age group.
Psychology Expert Rotem

Yang

 "younger adults may worry about being seen 
as inexperienced. While the older adults may 
come and worry about being perceived as less 
competent and not relevant.
Psychology Expert Rotem

Yang

 "it's really easy to fall into cliches of what 
teenagers like and want and what elderly people 
like and want.
Game, UI U  Expert Cindy

Yang

Cluster   → 

 "these are like real differences, but it's also in 
the end of the day, like some sort of personality 
attributes as well. Like one is very like open to 
experiences, kind of trying to learn whatever she 
can. And the other is more like introvert.
Psychology Expert Rotem

Yang

 "would you see it as a way to see treatment 
as a student, or not really?... talking with students, 
there's like an inequality in terms of the power 
structure.
Yang, from the Psychology Expert Interview

Yang

 "we see more lonely elderly with like as you 
are poorer and as your... if you have disabilities, if 
you're a woman.
Rotem

Yang

 "the power structure is important and I think 
it's especially important in the context you're 
trying to work with.
Rotem

Yang

 "the e xperience of learning and being open to 
new... the power structure is important.
Rotem

Yang

 "the games that were successful for that jam 
also treated everybody with respect.
Game, UI U  Expert Cindy

Yang

 "people know that people have different 
levels coming in and it's not a big deal for 
somebody to come in and say, oh, okay, I'm this 
level.
Game, UI U  Expert Cindy

Yang

 "to really know who your audience is so that 
you can properly understand and respect them.
Game, UI U  Expert Cindy

Yang

 "I'd like that you're actually running these 
workshops so that you can see people and you 
can be just like, oh, okay, this is not in my head 
what I pictured a teenager would like or prefer to 
play.
Game, UI U  Expert Cindy

Yang
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Cluster     → 
 ", 
because you were talking about both. It's not the 
same thing.
Psychology Expert Rotem

Yang

 "it's not only the objective number of 
relationships you have, it's also your subjective 
experience. How do you experience these 
relationships and what's the meaning you're 
giving to them?
Psychology Expert Rotem

Yang

 "it really comes back to how do I interpret the 
reality
Psychology Expert Rotem

Yang

 " Loneliness itself is a complex phenomenon... 
It's related to both our interpersonal social 
relationships, but also to social structures and to 
specific life events we had and to an individual's 
social environment.
Psychology Expert Rotem

Yang

 "this includes increased risk for depression, for 
anxiety, for cardiovascular disease, functional 
decline and eventually mortality. And like the 
literature talks about effect sizes comparable to 
established risk factors such as smoking and 
obesity.
Psychology Expert Rotem

Yang

 "when the gap is very big between what I 
experience and what I get from the outside, then 
the problem starts.
Psychology Expert Rotem

Yang

 "I come and I e xpect like this is going to be a 
new chapter in my life and I'm being rejected 
again. That could really trigger loneliness.
Psychology Expert Rotem

Yang

 "someone can have a lot of people in his life or 
family around. They can even live with their family, 
but they can still feel lonely.
Psychology Expert Rotem

Yang

“
 , 

,
人 ,

, 

”

Harvey

 "most strongly shaped by the perceived 
quality of relationships... how I perceive my 
relationship, but how much I'm biased.
Psychology Expert Rotem

Yang

 "Social isolation is more of an objective 
measure
Psychology Expert Rotem

Yang

 "it can be an opportunity to meet people like 
me and to have some sort of experiences I cannot 
have when I'm living with them, or whether I feel 
they're rejecting me and kind of throwing me out 
of the house. So the way I will frame it to myself 
will have to do a lot with whether I'll feel lonely or 
not, even though the reality or the objective act 
may be the same.
Psychology Expert Rotem

Yang

 "It doesn't matter if I can go to a group if I feel 
bad about myself, and vice versa. It doesn't matter 
if I have so many nice understandings about 
myself, but still, in the real world, there's no way 
for me to form new connections.
Psychology Expert Rotem

Yang

“ 人人自己
, 
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 "some people have like biased cognitions 
about how much they're loved, how much they're 
wanted, how much they're valued.
Psychology Expert Rotem

Yang

 "a human being has an inner world and an 
outer world, and it's always about the dynamics 
and balance between these two.
Psychology Expert Rotem

Yang

 "Someone can just like live with their wife and 
see his kid once a week, but the relationship is 
strong and they spend a lot of time together and 
they will not feel lonely.
Psychology Expert Rotem

Yang

 "they magnify the instances that strengthen 
their self schema about the negative self schema.
Psychology Expert Rotem

Yang

 "for younger adults, the reasons for 
loneliness are different... they leave their houses, 
like they go to university and then they kind of 
have to adjust to a new environment.
Psychology Expert Rotem

Yang

 "if I have a lot of e xpectations because I had 
tons of friends back home and then I go to 
university and I found it's not that easy for me to 
find friends, it can be really hard.
Psychology Expert Rotem

Yang

“ 人
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 "people who live with their family . It can go 
either way and then it really depends on the 
quality of relationship you have with your family.
Psychology Expert Rotem

Yang

 "their e xisting social network is disrupted. 
They have to like refind their friends.
Psychology Expert Rotem

Yang

 "the sometimes the unmet e xpectations that 
can trigger loneliness, especially if I had previous 
experiences of rejection.
Psychology Expert Rotem

Yang

 "people who live alone are more vulnerable, 
like they're more at risk to feel lonely.
Psychology Expert Rotem

Yang

“
”

Harvey

 "it's better to live with someone . It doesn't 
promise or kind of guarantee we're not going to 
feel lonely, but it lowers the risk.
Psychology Expert Rotem

Yang

Cluster  Technology can amplify connection

 "if they get access, like imagine if you're an 
older person and you can use your cell phone to 
have some sort of video calls, for example. It can 
be with your friends, it can be with your 
grandchildren. It can be even with people like your 
friends from a different country. Then of course it 
helps you with potential sense of loneliness.
Psychology Expert Rotem

Yang

Cluster   → 
 "it also sort of sets the social stage for the 
onboarding.
Game, UI U  Expert Cindy

Yang
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 "the intervention offers like a supportive 
environment and they foster autonomy, autonomy 
is also a thing that is really important for older 
people.
Psychology Expert Rotem

Yang

 "whether or not it's like themes or gameplay 
where there is a kind of knowledge sharing, I feel 
like it's kind of addictive because there's always 
more that you can kind of share with somebody 
else who you're playing with.
Game, UI U  Expert Cindy

Yang

 "allow participants to engage at their own 
pace and they're not judgmental, like they're not 
feeling like, oh, you're stupid, why can't you get 
how to move your player from here to here.
Psychology Expert Rotem

Yang

Important, unclustered data points
 "for whatever reason, grandmas are super 
competitive... they get really serious about 
winning sometimes.
Game, UI U  Expert Cindy

Yang

 "a lot of older people in particular got really 
interested in physical games... the Wii came out 
and it was just like all elderly people playing like 
imaginary bowling... but then that kind of 
transitioned out or phased out.
Game, UI U  Expert Cindy

Yang

 "we do kind of just assume that they would 
get this sort of motivations like they could see 
that it's helpful because it's so powerful. But 
maybe we might take everything as granted.
Yang, from the Psychology Expert Interview

Yang

 "it's really helpful with multi -generational 
play, if there is a tutorial to not separate out the 
two tutorials, like to have the tutorial play 
together.
Game, UI U  Expert Cindy

Yang

 "shared e xperience may sometimes help to 
reduce the anxiety and then of course the fact 
that you also have shared goals and this is 
something collaborative may help.
Psychology Expert Rotem

Yang

 "these are stuff that are really, really new for 
them. It's not something they grew up with. It's 
something that most of their life they could do just 
fine without.
Psychology Expert Rotem

Yang

“,  
personal experience”
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 "when people come to play together, even if 
the roles are separated afterwards, sometimes it's 
like they're coming to play together. It's nice to 
establish in the beginning.
Game, UI U  Expert Cindy

Yang
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 "it may create an xiety for both groups.
Psychology Expert Rotem

Yang

 "people who perceive themselves as 
unlovable, unwanted... they will take a lot of 
objective experiences and look at them through 
this lens.
Psychology Expert Rotem

Yang

,  
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Yang
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Harvey

 "if the play is the point, then you want to 
make sure that everybody feels like it's 
comfortable and it's fair.
Game, UI U  Expert Cindy

Yang

 "being able to kind of determine progress and 
success might be really useful for older 
audiences, particularly if they're less familiar with 
either digital games or those certain types of 
games.
Game, UI U  Expert Cindy

Yang

a me only

 "a ready question in their mind would be just 
like, how am I progressing towards my goal? Am I 
succeeding?
Game, UI U  Expert Cindy

Yang

 "from the perspective of younger audiences, 
that kind of feedback is so conventional that if it 
wasn't there, I think that they would feel like 
something was missing.
Game, UI U  Expert Cindy

Yang

 "for some players, depending on who the 
player is, some players that reward system is also 
just an important part of playing games for them.
Game, UI U  Expert Cindy

Yang

Psychology only
 "a lot of time the literature of loneliness, they 
do one or the other, like they'll do the 
psychological intervention or they'll do the social 
intervention.
Psychology Expert Rotem

Yang

 "it has to be some sort of a mi xture between 
these.
Psychology Expert Rotem

Yang

 "when I design an intervention, I aim to 
address both like social and cognitive aspect of 
loneliness.
Psychology Expert Rotem

Yang

 "I will work, I'll intervene on the individual 
level on the inner world, but I will also want to give 
them opportunities to take what they're going 
through and kind of make it work in the real 
world.
Psychology Expert Rotem

Yang

 "have them have social e xposures that will 
allow them to create and to connect to new 
people.
Psychology Expert Rotem

Yang

Sub-theme: Positive structured contact reduces intergroup anxiety

 "reduction of this intergroup an xiety... 
through positive contact, but also sometimes we 
do perspective taking like role plays where they're 
being asked to imagine how is it to be the other 
person.
Psychology Expert Rotem

Yang

luster 
   → 

"" → 

The fear of being treated like a chil
(dignity and autonomy are the non-
negociatable)

 → ""
""

 → 

luster 
Trust Must Be esigned, Not Assumed 
(The Family Evidence Trap)

Asymmetry Is a esign Lever, Not a Flaw

Brokering Labor: Transferable but 
Emotionally Costly

Three Mismatches That Make Each ther 
Worse

The Steps People Must Clear Before They 
Even Start Playing

luster 
 → 人

 → 

Cluster 
 → 

Teach them to be self-reliant, not to do 
things for them → "Teach a man to fish"

Migrant status + language = double 
isolation

luster 
Games as a Safe Space to Fail, but Two 
Generations Want ifferent Things

What Matters Is Feeling Connected, Not 
How Much You Play

WeChat Is Not ust an App, It Is Part of 
How People Live

Who Actually Has Power? (It Is Not Who 
the Theory Says)

Being Together Is Not Enough, You Need to 
Structure How

luster 
What is said  true feelings  Assess 
behaviour, not just words

Tech anxiety is a genuine barrier
(We cannot assume that "good tools = they 
will use them)

 → 
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Layers of Life Transitions  The Trigger for 
Loneliness Is Not Merely 'Growing ld'

luster 
Product sustainability requires institutional 
alignment

The designer is part of the system

Technology can amplify connection
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Loneliness 

 "loneliness is different than social isolation, 
because you were talking about both. It's not the 
same thing.
Psychology Expert Rotem

Yang

 "it's not only the objective number of 
relationships you have, it's also your subjective 
experience. How do you experience these 
relationships and what's the meaning you're 
giving to them?
Psychology Expert Rotem

Yang

 "Social isolation is more of an objective 
measure
Psychology Expert Rotem

Yang

 "someone can have a lot of people in his life or 
family around. They can even live with their family, 
but they can still feel lonely.
Psychology Expert Rotem

Yang

 "Someone can just like live with their wife and 
see his kid once a week, but the relationship is 
strong and they spend a lot of time together and 
they will not feel lonely.
Psychology Expert Rotem

Yang

 "when the gap is very big between what I 
experience and what I get from the outside, then 
the problem starts.
Psychology Expert Rotem

Yang

 "a human being has an inner world and an 
outer world, and it's always about the dynamics 
and balance between these two.
Psychology Expert Rotem

Yang

 " Loneliness itself is a complex phenomenon... 
It's related to both our interpersonal social 
relationships, but also to social structures and to 
specific life events we had and to an individual's 
social environment.
Psychology Expert Rotem

Yang

 "this includes increased risk for depression, for 
anxiety, for cardiovascular disease, functional 
decline and eventually mortality. And like the 
literature talks about effect sizes comparable to 
established risk factors such as smoking and 
obesity.
Psychology Expert Rotem

Yang

Immigrant Seniors 

 " Higher prevalence of loneliness among 
immigrants, and especially those who are 
widowed or have poor health or have spent less 
time in the host country or live in neighborhoods 
with low ethnic diversity and income.
Psychology Expert Rotem

Yang

 "if I came to this country when I was, I don't 
know,  or  or , it will be harder for me as I 
grow older because it's really most of my life I 
spend somewhere else
Psychology Expert Rotem

Yang

 "the cultural conte xt is really meaningful for 
how I am going to interpret my experience.
Psychology Expert Rotem

Yang

 "it's not common for people here to live with 
their grandparents... and if I'm an elder, like I can 
be scared that they're going to send me to this 
like facility.
Psychology Expert Rotem

Yang

 "if I came here with my husband and then God 
forbid he dies and I'm alone, so I'm even more 
lonely. It's not only I'm out of my cultural 
environment, but the person I could share my 
experiences and could really understand me is no 
longer with me.
Psychology Expert Rotem

Yang

 "this is what happens to older people . They 
start losing relationships and connections 
because people just like, die.
Psychology Expert Rotem

Yang

 "the differences and the gaps between the 
cultures, if they're really big, then it will be 
harder... if I lived in the Middle East and now I'm in 
Canada, these are major differences and it will be 
harder for me to kind of feel belonging to a 
community.
Psychology Expert Rotem

Yang

 "if I grew up in a very not individual society ... 
grandparents do live with their grandchildren and 
this is how it is. And the idea of sending someone 
to some sort of like senior facilities is outrageous.
Psychology Expert Rotem

Yang

 "it can be an opportunity to meet people like 
me and to have some sort of experiences I cannot 
have when I'm living with them, or whether I feel 
they're rejecting me and kind of throwing me out 
of the house. So the way I will frame it to myself 
will have to do a lot with whether I'll feel lonely or 
not, even though the reality or the objective act 
may be the same.
Psychology Expert Rotem

Yang

Se lf-Schema 人 人 Digital Literacy Technology Anie ty Meaningful Interen tion m otionally Safe 自  s . 自 Stereotypes on I  interaction re ciprocity  en gagement 人 Technology Anie ty 

 "bereavement is some sort of a rough 
transition that we see in late life and it really takes 
some time for people to process this.
Psychology Expert Rotem

Yang

 "I feel like I can only talk to other widowers 
because they understand me. I can't talk to 
someone who haven't gone through this 
experience.
Psychology Expert Rotem, quoting a patient

Yang

 "retirement, which is also a very big transition 
in late adulthood. So once again, it can be an 
opportunity... r I can say, h my God, my life are 
over. That's it. No one needs me anymore.
Psychology Expert Rotem

Yang

 "our health declines as we grow older, so 
people start having lots of issues.
Psychology Expert Rotem

Yang

 "if it's like my memory, it may be harder for me 
because there could be a lot of anxiety. Am I going 
to be like really sick with Alzheimer's?
Psychology Expert Rotem

Yang

 "one of the most common complaints of 
people when they're getting old or older is that 
their memory is not as great as it was. Now this is 
a normal process, but the anxiety that a lot of 
people have around it because of the risk of losing 
yourself is very major.
Psychology Expert Rotem

Yang

 "as people get more sick, it's harder . And if 
they're actually disabled, so it's even harder on a 
practical kind of aspect because it's harder to 
leave the house. They need care. They're 
sometimes they're not independent, and then it's 
really hard to maintain your connections.
Psychology Expert Rotem

Yang

 "older adults with higher digital literacy and 
access to devices like smartphones or computers, 
they report greater social connectedness and 
lower risk of social isolation.
Psychology Expert Rotem

Yang

 "those with lower digital literacy and or 
technology anxiety are likely to experience more 
loneliness and social isolation.
Psychology Expert Rotem

Yang

 "these are like real differences, but it's also in 
the end of the day, like some sort of personality 
attributes as well. Like one is very like open to 
experiences, kind of trying to learn whatever she 
can. And the other is more like introvert.
Psychology Expert Rotem

Yang

 "if they get access, like imagine if you're an 
older person and you can use your cell phone to 
have some sort of video calls, for example. It can 
be with your friends, it can be with your 
grandchildren. It can be even with people like your 
friends from a different country. Then of course it 
helps you with potential sense of loneliness.
Psychology Expert Rotem

Yang

 "she tried to learn how to use the computer . 
She could not understand like how the mouse is 
related to what happens on the screen... then my 
other grandma who was like  years older than 
her, she just taught herself. Like one day in ... 
I get a friend request from my grandma.
Psychology Expert Rotem, personal anecdote

Yang

 "I want to emphasi ze the word meaningful.
Psychology Expert Rotem

Yang

 "if someone perceives something as 
meaningful, then there is a higher chance for them 
to participate if it meets like their own goals.
Psychology Expert Rotem

Yang

 "We encode memories that are meaningful to 
us, so the meaningful part is really, really 
important.
Psychology Expert Rotem

Yang

 "If you will manage to make them believe that 
what you're offering might be meaningful and 
useful for them, then I think it's really important.
Psychology Expert Rotem

Yang

 "as long as you'll manage to make what you're 
proposing align with their goals and needs, the 
larger the chances it will be successful.
Psychology Expert Rotem

Yang

 "the intervention offers like a supportive 
environment and they foster autonomy, autonomy 
is also a thing that is really important for older 
people.
Psychology Expert Rotem

Yang

 "it's really scary to get older and to have like 
your autonomy taken from you.
Psychology Expert Rotem

Yang

 "allow participants to engage at their own 
pace and they're not judgmental, like they're not 
feeling like, oh, you're stupid, why can't you get 
how to move your player from here to here.
Psychology Expert Rotem

Yang

 "the entire platform, the technology, may be 
new. So that's something to take into 
consideration.
Psychology Expert Rotem

Yang

 "maybe even measure in a sense like what 
happens, like how people that are familiar with 
technology and use smartphone versus others 
that do not have access, because this might be 
different.
Psychology Expert Rotem

Yang

 "e xcessive support, if you're not letting them 
do it on their own, yes, it can kind of not help and 
even make them not wanting to do it.
Psychology Expert Rotem

Yang

 "the optimal approach is to balance like the 
support with opportunities for self-directed 
learning and empowerment.
Psychology Expert Rotem

Yang

 "in the end of the day, they will learn a new 
skill that could also be an empowering experience 
on its own.
Psychology Expert Rotem

Yang

 "give a man a fish and you feed him for a day, 
teach a man to fish and you feed him for a lifetime. 
So you're aiming for that. You're aiming for them to 
be able to learn something and to use it, not to do 
instead of them.
Psychology Expert Rotem

Yang

 "the motivation for participation among 
younger adults is frequently driven by external 
obligation. Like I have this scholarship I have to 
do, I have this amount of hours.
Psychology Expert Rotem

Yang

 "once they're there, something is happening, 
right? Like hopefully the connection will make 
them want to continue on participating, but the 
starting point sometimes is just some sort of 
external obligation.
Psychology Expert Rotem

Yang

 "the ongoing engagement in the end of the 
day is what make them more engaged and 
involved and invested.
Psychology Expert Rotem

Yang

 "it really comes back to how do I interpret the 
reality
Psychology Expert Rotem

Yang

 "most strongly shaped by the perceived 
quality of relationships... how I perceive my 
relationship, but how much I'm biased.
Psychology Expert Rotem

Yang

 "some people have like biased cognitions 
about how much they're loved, how much they're 
wanted, how much they're valued.
Psychology Expert Rotem

Yang

 "people who perceive themselves as 
unlovable, unwanted... they will take a lot of 
objective experiences and look at them through 
this lens.
Psychology Expert Rotem

Yang

 "they magnify the instances that strengthen 
their self schema about the negative self schema.
Psychology Expert Rotem

Yang

 "sometimes when we work with people who 
are lonely, we will want first to kind of target the 
self schema for the other experiences to be 
actually powerful or helpful."

Yang

 "I can offer great stuff from the outside, but if 
my inside is biased then it doesn't matter. It can 
be the best, like greatest project on earth, but for 
me I will find why it doesn't work.
Psychology Expert Rotem

Yang

 "same objective event, different individual 
differences.
Psychology Expert Rotem

Yang

 "for younger adults, the reasons for 
loneliness are different... they leave their houses, 
like they go to university and then they kind of 
have to adjust to a new environment.
Psychology Expert Rotem

Yang

 "their e xisting social network is disrupted. 
They have to like refind their friends.
Psychology Expert Rotem

Yang

 "if I have a lot of e xpectations because I had 
tons of friends back home and then I go to 
university and I found it's not that easy for me to 
find friends, it can be really hard.
Psychology Expert Rotem

Yang

 "the sometimes the unmet e xpectations that 
can trigger loneliness, especially if I had previous 
experiences of rejection.
Psychology Expert Rotem

Yang

 "I come and I e xpect like this is going to be a 
new chapter in my life and I'm being rejected 
again. That could really trigger loneliness.
Psychology Expert Rotem

Yang

 "people who live alone are more vulnerable, 
like they're more at risk to feel lonely.
Psychology Expert Rotem

Yang

 "people who live with their family . It can go 
either way and then it really depends on the 
quality of relationship you have with your family.
Psychology Expert Rotem

Yang

 " How much do they make you feel like you're 
a burden? How much do they make you feel like 
you're knowledgeable and appreciated? How 
much do you feel that you're a burden or that 
you're giving something back?
Psychology Expert Rotem

Yang

 "it's better to live with someone . It doesn't 
promise or kind of guarantee we're not going to 
feel lonely, but it lowers the risk.
Psychology Expert Rotem

Yang

 "there's actually a concept called technology 
anxiety.
Psychology Expert Rotem

Yang

 "the idea is not to do instead of them, rather 
to help them understand how they can use it 
independently.
Psychology Expert Rotem

Yang

 "you really have to have a lot, a lot of patience 
and it's not an easy stance to be in, even for the 
other person.
Psychology Expert Rotem

Yang

 "these are stuff that are really, really new for 
them. It's not something they grew up with. It's 
something that most of their life they could do just 
fine without.
Psychology Expert Rotem

Yang

 "each one of the groups may come with 
stereotypes about the other age group.
Psychology Expert Rotem

Yang

 "younger adults may worry about being seen 
as inexperienced. While the older adults may 
come and worry about being perceived as less 
competent and not relevant.
Psychology Expert Rotem

Yang

 "it may create an xiety for both groups.
Psychology Expert Rotem

Yang

 "reduction of this intergroup an xiety... 
through positive contact, but also sometimes we 
do perspective taking like role plays where they're 
being asked to imagine how is it to be the other 
person.
Psychology Expert Rotem

Yang

 "shared e xperience may sometimes help to 
reduce the anxiety and then of course the fact 
that you also have shared goals and this is 
something collaborative may help.
Psychology Expert Rotem

Yang

 "when older adults feel respected and feel 
that they can still benefit someone, they're still 
relevant, so it really engages them.
Psychology Expert Rotem

Yang

 "reciprocity ... it also helps sense of being 
valued.
Psychology Expert Rotem

Yang

 "not positioning them as like a passive 
recipient of care or support, just like making them 
feel important.
Psychology Expert Rotem

Yang

 "when I design an intervention, I aim to 
address both like social and cognitive aspect of 
loneliness.
Psychology Expert Rotem

Yang

 "I'll design something that assesses this 
structure, but alongside I will also give some sort 
of social exposure.
Psychology Expert Rotem

Yang

 "a lot of time the literature of loneliness, they 
do one or the other, like they'll do the 
psychological intervention or they'll do the social 
intervention.
Psychology Expert Rotem

Yang

 "It doesn't matter if I can go to a group if I feel 
bad about myself, and vice versa. It doesn't matter 
if I have so many nice understandings about 
myself, but still, in the real world, there's no way 
for me to form new connections.
Psychology Expert Rotem

Yang

 "we do kind of just assume that they would 
get this sort of motivations like they could see 
that it's helpful because it's so powerful. But 
maybe we might take everything as granted.
Yang, from the Psychology Expert Interview

Yang

 "for them it might be a cognitive overload . 
They just see this little screen, but they don't 
really know like how they can use it.
Yang, from the Psychology Expert Interview

Yang

 "tell them why it's useful, why it's helpful for 
them, but they could get the benefit out of it... you 
have to progressively tell them the benefits of it 
and have to be relevant and digestible.
Yang, from the Psychology Expert Interview

Yang

 "would you see it as a way to see treatment 
as a student, or not really?... talking with students, 
there's like an inequality in terms of the power 
structure.
Yang, from the Psychology Expert Interview

Yang

 "there's actually a very interesting 
researcher... here in Toronto. Her name is Rachel 
Savage... she does a lot of research about more 
about the outer world part, like about 
characteristics of groups and where do we see 
more loneliness.
Rotem

Yang

 "we see more lonely elderly with like as you 
are poorer and as your... if you have disabilities, if 
you're a woman.
Rotem

Yang

 "the power structure is important and I think 
it's especially important in the context you're 
trying to work with.
Rotem

Yang

 "the e xperience of learning and being open to 
new... the power structure is important.
Rotem

Yang

 "for some of them, they even think it ruins like 
society or connectedness.
Psychology Expert Rotem

Yang

 "it has to be some sort of a mi xture between 
these.
Psychology Expert Rotem

Yang

 "we really have to find a way to kind of target 
this technology anxiety and make them see what 
they can benefit out of it.
Psychology Expert Rotem

Yang

 "if they can understand why is it useful, what 
they can benefit out of like this use, so it can really 
help.
Psychology Expert Rotem

Yang

 "we have to in some way to make them feel 
motivated about that, to have them understand 
that they can benefit from that, that they can find 
like a whole new world inside these little 
smartphones or tablets or computers.
Psychology Expert Rotem

Yang

 "I'm an older person and I feel like there is 
something that limits me and I am dependent on 
their help and I can be very like not patient and 
very like, what don't you understand? It's just like 
you're just moving your fingers from here to here.
Psychology Expert Rotem

Yang

 "I will work, I'll intervene on the individual 
level on the inner world, but I will also want to give 
them opportunities to take what they're going 
through and kind of make it work in the real 
world.
Psychology Expert Rotem

Yang

 "have them have social e xposures that will 
allow them to create and to connect to new 
people.
Psychology Expert Rotem

Yang

 "they can get a lot of information about what 
stuff they're interested in. They can get a lot of 
recipes, they can get a lot of jigsaw puzzles, 
whatever, right? So it's just also kind of making 
clear that it can be useful for them.
Psychology Expert Rotem

Yang

Design Challenge 

 "ne of the challenges is not only, not like 
necessarily a lack of literacies, but just different 
literacies.
Game, UI U  Expert Cindy

Yang

 "particularly when it comes to designing for a 
lot of the ways in which older people interact with 
technology, they're just in different kinds of 
forms.
Game, UI U  Expert Cindy

Yang

 "the type of video games they played would 
have just tremendously, a tremendous amount of 
like different... just the interfaces and the types of 
gameplay and the expectations surrounding 
games were quite different.
Game, UI U  Expert Cindy

Yang

 "younger kids also have a completely different 
kind of like interaction paradigm with the games 
that they often play.
Game, UI U  Expert Cindy

Yang

 "it's sometimes challenging to find things that 
kind of meet people in the middle.
Game, UI U  Expert Cindy

Yang

 "one of the other considerations is pace of 
play.
Game, UI U  Expert Cindy

Yang

 " A lot of older people, and by older I mean even 
people who are maybe like not just baby boomers 
but even like Gen  people would have even the 
fast-paced games were slower, like by today's 
standards.
Game, UI U  Expert Cindy

Yang

 "even the ones that are supposed to be fast 
are very slow by today's standards.
Game, UI U  Expert Cindy

Yang

 "particularly younger people just even the 
attention spans are like... that kind of pace of play 
just seems way too slow, and it just seems like it 
might be boring.
Game, UI U  Expert Cindy

Yang

 "there's a hidden vocabulary that you 
understand with games based on the games that 
were the ones that you were most attached to 
playing.
Game, UI U  Expert Cindy

Yang

 "somebody who maybe played a lot of games 
in like the s might have that kind of like 
internalized like adventure game kind of 
perspective on it where you would solve puzzles... 
collecting as many things as possible and 
experimenting with weird combinations.
Game, UI U  Expert Cindy

Yang

 "somebody who's a kid or even a teenager 
would be more familiar with other sorts of games. 
Like they might be more familiar with like a 
Minecraft or Roblox.
Game, UI U  Expert Cindy

Yang

 "it infuses the e xpectations of like how you 
solve problems and like what kinds of things that 
you should do.
Game, UI U  Expert Cindy

Yang

 "if you're playing a game that just is super 
different from the kind of game that you used to 
play, then there's like the added layer of anxiety in 
lots of cases, particularly I feel for older gamers.
Game, UI U  Expert Cindy

Yang

 "nobody wants to feel, particularly if you used 
to play a lot of games, nobody wants to feel like 
they don't know anything. But it sometimes 
happens because the style of game is just really 
different.
Game, UI U  Expert Cindy

Yang

Cooperatie s . Competitie

 "any type of intergenerational game usually 
does a little bit better with cooperative dynamics.
Game, UI U  Expert Cindy

Yang

 "even like family play board games and things . 
You get people making exceptions to rules and 
finding ways to adjust or change the rules so that 
you can make it feel like it's the right level for 
everybody.
Game, UI U  Expert Cindy

Yang

 "if the play is the point, then you want to 
make sure that everybody feels like it's 
comfortable and it's fair.
Game, UI U  Expert Cindy

Yang

 "cooperative games tend to accommodate 
that, I feel like, a little bit better than competitive 
ones do. Because with the competitive ones, you 
have to find the level playing field.
Game, UI U  Expert Cindy

Yang

 "the games that were the most successful 
had mechanics that encouraged the sharing of 
stories and information between the two folks.
Game, UI U  Expert Cindy

Yang

 "they were largely had an asymmetrical 
design.
Game, UI U  Expert Cindy

Yang

 "the focus of it, or at the end of the day was 
like the older person was doing more of the 
storytelling.
Game, UI U  Expert Cindy

Yang

 "because they're asymmetrical, you could 
tailor what the mechanics were for the different 
age groups.
Game, UI U  Expert Cindy

Yang

 "even if they felt they were terrible at the 
game, they still got to have a nice conversation 
through the group and learn something about 
their grandkids and the grandkids got to learn 
something about their grandparents.
Game, UI U  Expert Cindy

Yang

 "socialness was there, and then also the 
mechanics were flexible enough so that different 
ages were doing different things that maybe they 
were better at.
Game, UI U  Expert Cindy

Yang

 "the asymmetry can also create different 
pacing, so it can feel faster paced for younger 
audiences that prefer that type of gameplay, but 
then could feel slower for folks that maybe... for a 
senior.
Game, UI U  Expert Cindy

Yang

 "the whole purpose was the storytelling . ust 
like talk about a time where you got trapped in the 
snow or something... So even if they felt they 
were terrible at the game, they still got to have a 
nice conversation.
Game, UI U  Expert Cindy

Yang

 "the games that were successful for that jam 
also treated everybody with respect.
Game, UI U  Expert Cindy

Yang

 "What people picture young kids liking and 
what people picture elderly people liking... If you 
don't actually ask them, then it's easy to be 
insulting.
Game, UI U  Expert Cindy

Yang

 "kids aren't dumb and they don't just like any 
sort of game, they like specific games.
Game, UI U  Expert Cindy

Yang

 "It was easy for them to underestimate how 
good kids were at games.
Game, UI U  Expert Cindy

Yang

 "it was easy for them to underestimate how 
good older people could be as well, just as long as 
they had enough time to feel comfortable with the 
game.
Game, UI U  Expert Cindy

Yang

 "They were often maybe less familiar with 
things, but it's not that they were bad at the 
games, they were actually quite good as well.
Game, UI U  Expert Cindy

Yang

 "for whatever reason, grandmas are super 
competitive... they get really serious about 
winning sometimes.
Game, UI U  Expert Cindy

Yang

 "some of the cliches of like elderly people 
might not be that accurate with them. It's a feisty 
demographic.
Game, UI U  Expert Cindy

Yang

 " Baby boomers... they feel like they're cool.
Game, UI U  Expert Cindy

Yang

 "finding ways where they can play out that 
role still, even though they're elderly now, is 
probably good.
Game, UI U  Expert Cindy

Yang

 "if the moment he feels old, he doesn't want 
to play.
Game, UI U  Expert Cindy

Yang

 "particularly because the designers were 
kind of like in their s ... it's easy to be insulting.
Game, UI U  Expert Cindy

Yang

Onboarding  Tutorial Accessibility  Dynamic Difficulty 

 "it's really helpful with multi -generational 
play, if there is a tutorial to not separate out the 
two tutorials, like to have the tutorial play 
together.
Game, UI U  Expert Cindy

Yang

 "it also sort of sets the social stage for the 
onboarding.
Game, UI U  Expert Cindy

Yang

 "when people come to play together, even if 
the roles are separated afterwards, sometimes it's 
like they're coming to play together. It's nice to 
establish in the beginning.
Game, UI U  Expert Cindy

Yang

 "a lot of older people learn about games, 
particularly video games, from manuals and 
instructions.
Game, UI U  Expert Cindy

Yang

 "a lot of elderly people or older people also 
have vision issues and sometimes cognitive 
issues that make it challenging for them to do that 
same sort of reading through.
Game, UI U  Expert Cindy

Yang

 "a walkthrough would probably be more ... 
even just like a small scenario for gameplay where 
it walks both sides through what they need to do 
to play.
Game, UI U  Expert Cindy

Yang

 "you might find that younger people don't 
have the attention span for a tutorial video and 
older people might not have attention span... 
sometimes there's some cognitive impairments 
which also mean that older people have the lower 
attention spans.
Game, UI U  Expert Cindy

Yang

 "walkthroughs are probably pretty where I 
would go so that there's a chance for everybody 
to essentially practice what the gameplay is going 
to be like before they have to play the gameplay.
Game, UI U  Expert Cindy

Yang

 "kay, we're gonna go through the game 
slowly... Let's play a practice round.
Cindy, quoting partner's grandma

Yang

 "figuring out how to actually do the interface, 
like how to interact, is often something that older 
people struggle with or they need to figure out.
Game, UI U  Expert Cindy

Yang

 "if they used to play games, they might have 
played them using controllers or something. And 
they might have mobility issues.
Game, UI U  Expert Cindy

Yang

 "if it's on like a tablet or something then even 
basic tablet things, if you don't use a tablet, they 
don't make any sense.
Game, UI U  Expert Cindy

Yang

 "having a tutorial that also takes into account 
that probably the older people might also be 
learning just how the interface works is 
sometimes useful.
Game, UI U  Expert Cindy

Yang

 "a lot of older people use tablets, so 
sometimes tablets are a nice cheat... a tablet is 
like a potentially crossover device that they both 
use.
Game, UI U  Expert Cindy

Yang

 "the biggest accessibility feature that is also 
probably a crossover feature is large text. Like 
whenever text is present, it's just bigger.
Game, UI U  Expert Cindy

Yang

 "for almost all older people, vision 
impairments overall, and it's also good for 
younger people as well because often, 
particularly with kids, they need bigger text.
Game, UI U  Expert Cindy

Yang

 "sometimes it's nice as well to have te xt and 
audio together, just so there's more than one way 
that information is being communicated, so that if 
somebody doesn't get it one way maybe they get 
it another way.
Game, UI U  Expert Cindy

Yang

 "there's definitely some friction between 
what each particular audience would want.
Game, UI U  Expert Cindy

Yang

 "mostly when people come together for 
intergenerational play, at least they want to play 
together. So I wouldn't be too scared of trying 
new things.
Game, UI U  Expert Cindy

Yang

 "it can be a little slow for younger audiences 
and it can be a little fast for older audiences 
because their motive is to play together. So that 
helps.
Game, UI U  Expert Cindy

Yang

 "you do have an older demographic that 
loves to teach younger people.
Game, UI U  Expert Cindy

Yang

 "if both can feel like they're teaching the other 
something, then maybe that's like a useful back 
and forth.
Game, UI U  Expert Cindy

Yang

 "that's the way a lot of intergenerational 
analog games work, like people adjust the rules 
of, like you're playing monopoly with a large family 
and you just change the rules as you go until it's 
fun.
Game, UI U  Expert Cindy

Yang

 "it would be interesting to kind of e xperiment 
with ways in which you could adjust the difficulty 
in different sorts of ways to kind of find the right 
level for play.
Game, UI U  Expert Cindy

Yang

 "particularly the older people are overly 
sensitive to feeling like they're being infantilized.
Game, UI U  Expert Cindy

Yang

 "tying it somehow to games where people are 
familiar with dynamic difficulty adjustment in a 
non-offensive way might be helpful, like in golf 
where there's a par.
Game, UI U  Expert Cindy

Yang

 "people know that people have different 
levels coming in and it's not a big deal for 
somebody to come in and say, oh, okay, I'm this 
level.
Game, UI U  Expert Cindy

Yang

Dynamic Difficulty a luation Sustained n gagement m erging Tech m erging Tech 

 "being able to kind of determine progress and 
success might be really useful for older 
audiences, particularly if they're less familiar with 
either digital games or those certain types of 
games.
Game, UI U  Expert Cindy

Yang

 "a ready question in their mind would be just 
like, how am I progressing towards my goal? Am I 
succeeding?
Game, UI U  Expert Cindy

Yang

 "from the perspective of younger audiences, 
that kind of feedback is so conventional that if it 
wasn't there, I think that they would feel like 
something was missing.
Game, UI U  Expert Cindy

Yang

 "for some players, depending on who the 
player is, some players that reward system is also 
just an important part of playing games for them.
Game, UI U  Expert Cindy

Yang

 "because the goal might actually just be to 
engage in intergenerational play... other sorts of 
intangible rewards where like sharing or 
exchanging experience... it's a reward as well.
Game, UI U  Expert Cindy

Yang

 "I wouldn't replace any of those intangible 
rewards with explicit reward and progression 
feedback. But I think that those two can happen 
together and reinforce each other quite nicely.
Game, UI U  Expert Cindy

Yang

 "sometimes you just need to know how long 
it's gonna be.
Game, UI U  Expert Cindy

Yang

 "the best way I feel like you would be able to 
evaluate an intergenerational game is through 
observation. Watching people play or even 
videotaping it and taking notes.
Game, UI U  Expert Cindy

Yang

 "people's reactions as they're playing I think 
would be super valuable. Like if they look 
miserable.
Game, UI U  Expert Cindy

Yang

 "from watching them play, they would be fully 
miserable, but they could say that they liked it 
because otherwise they're saying they don't like 
playing with younger people and it seems like it's 
the wrong answer.
Game, UI U  Expert Cindy

Yang

 "sometimes people might just be like 'yeah 
yeah it was fine' but they were laughing and they 
had a big smile on their face the whole time. And 
it was like okay, yeah that's not a match with what 
we saw.
Game, UI U  Expert Cindy

Yang

 "having both I think would be perfect 
because then you get a range of seeing what 
people actually say, but then also being able to 
read what they were experiencing when they 
actually played.
Game, UI U  Expert Cindy

Yang

 "particularly with Gen  people sometimes, 
sometimes it's hard to tell from looking at them 
how they really feel about something. And so it's 
also nice to ask.
Game, UI U  Expert Cindy

Yang

 "maybe they look like they're not having a 
really great time, but then you talk to them 
afterwards and they're just like, you know what? 
This was the best thing I did all week.
Game, UI U  Expert Cindy

Yang

 "the marker of that success is not so much 
being able to rate or evaluate something on a 
scale, but the actual feeling that people might 
express about having played it.
Game, UI U  Expert Cindy

Yang

 "sometimes elderly men have a harder time 
articulating when they've had a good experience 
and are a little bit better at doing it verbally or just 
by sharing that feedback than marking it.
Game, UI U  Expert Cindy

Yang

 "if you could try for , that's not a bad 
amount, but that does seem like a lot. You got to 

, I feel like it would be enough to feel like you 
got a range of opinions and information.
Game, UI U  Expert Cindy

Yang

 "below , it's starting to be this, like, okay, 
you maybe need more people.
Game, UI U  Expert Cindy

Yang

 "whether or not it's like themes or gameplay 
where there is a kind of knowledge sharing, I feel 
like it's kind of addictive because there's always 
more that you can kind of share with somebody 
else who you're playing with.
Game, UI U  Expert Cindy

Yang

 "I don't know that there's anything so intrinsic 
in a game that would appeal to both groups that 
would bring them back together without 
genuinely enjoying that social aspect of playing 
together.
Game, UI U  Expert Cindy

Yang

 "if it's something that involves the ongoing 
building of something... if there's a clear outcome 
or thing being built up towards... maybe whatever 
is being done isn't, you're not able to complete it 
in one session, but you would play over a couple 
of weeks and eventually...
Game, UI U  Expert Cindy

Yang

 "certain types of personalities will want to 
play a game that gave them a social experience 
that they want to repeat. Like particularly if it is 
like sharing stories or sharing knowledge.
Game, UI U  Expert Cindy

Yang

 "there's a type of personality which is almost 
like the puzzle builders... you're going to sit down 
and collectively do this task and then return to it 
until it's done.
Game, UI U  Expert Cindy

Yang

 "a lot of it I feel like doesn't really address 
why different generations would play together.
Game, UI U  Expert Cindy

Yang

 "particularly immersive technologies are 
something that have so many constraints for 
elderly people that I can't see that being 
something that's helpful or useful.
Game, UI U  Expert Cindy

Yang

 "a lot of older people in particular got really 
interested in physical games... the Wii came out 
and it was just like all elderly people playing like 
imaginary bowling... but then that kind of 
transitioned out or phased out.
Game, UI U  Expert Cindy

Yang

 "if it's involved in like dynamic difficulty 
adjustments... one thing that I would caution 
about that is that I think the thing that makes 
things like the par system in golf or like other 
sorts of difficulty adjustments feel less 
demeaning is controlled.
Game, UI U  Expert Cindy

Yang

 "if someone just demoted you three levels 
because you were terrible at something, I think 
that that agency missing is going to make that not 
feel good.
Game, UI U  Expert Cindy

Yang

 "I would be a little bit cautious about it 
because I think if there's too much, it opens the 
door for people to feel like I didn't need help and I 
was given help.
Game, UI U  Expert Cindy

Yang

 "if it's subtle, like if you kind of see through 
the gameplay that somebody is slower at 
something or doesn't understand something and 
could just be like, okay, well, now it's going to give 
a hint... I think that could be a little bit invisible 
and would provide support that didn't feel like it 
was unwarranted.
Game, UI U  Expert Cindy

Yang

 "to really know who your audience is so that 
you can properly understand and respect them.
Game, UI U  Expert Cindy

Yang

 "it's really easy to fall into cliches of what 
teenagers like and want and what elderly people 
like and want.
Game, UI U  Expert Cindy

Yang

 "there's different cultural e xpectations 
behind those groups and there's different gender 
expectations and there's different generational 
dynamics going on. And it's really worth being 
specific.
Game, UI U  Expert Cindy

Yang

 "I'd like that you're actually running these 
workshops so that you can see people and you 
can be just like, oh, okay, this is not in my head 
what I pictured a teenager would like or prefer to 
play.
Game, UI U  Expert Cindy

Yang

 "from today's workshop, we do two group 
comparison. ne group was doing a pu zzle, so it's 
kind of a slow-paced game, and the other was 
kind of solving puzzles... what surprised me is the 
seniors prefer the fast pace better than the slow 
pace.
Harvey, from the Game Expert Interview

Yang

 "I remember last workshop, we give them to 
play the Minecraft. And they were like... In this 
game, I cannot see any goals. I need a goal to play 
a game.
Harvey, from the Game Expert Interview

Yang

 "the game hasn't finished yet, but one of the 
seniors said 'h, I'm about to go home and cook !' 
They need to know what time, need to get to the 
end.
Harvey, from the Game Expert Interview

Yang

 "would you see it as a way to see treatment 
as a student, or not really?... talking with students, 
there's like an inequality in terms of the power 
structure.
Yang, from the Game Expert Interview

Yang
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Cluster  sub -theme: Self-worth balance

 " How much do they make you feel like you're 
a burden? How much do they make you feel like 
you're knowledgeable and appreciated? How 
much do you feel that you're a burden or that 
you're giving something back?
Psychology Expert Rotem

Yang

Insight   The dual impact of language ea ms on 
ob search mindsets and plans

 The English language test is seen as an easy way to pass 
as well as an expensive and burdensome step.

Perspectives on English e xams vary widely. Some view 
them as a simple “basic requirement,” with language skills gained 
during university being sufficient to pass. 

However, others emphasize the high costs (e.g.,  and time 
demands, describing the exams as an unnecessary “burden,” 
especially during the stressful job-hunting season. 

These contrasting views highlight a design issue: for some, language 
exams add extra psychological stress, particularly for those already 
under post-graduation survival pressure.

L anguage exam policies should address the needs of 
students from diverse backgrounds by reducing economic and time 
barriers. 

This can be done by simplifying processes or offering more free learning 
resources, thus enhancing fairness and accessibility.
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Casual Layered Analysis

H  - The lass a ll
Kin-Based

"Grandpa is afraid to tap 
wrong"

"Grandma only uses 
WeChat" “We use 

different 
apps”

"We only talk about 
grades and meals"

"Video call is just hi and 
bye"

"Even when family visits, 
I still feel alone"

"I feel like a burden"

"I don't want to bother 
them"

Non Kin-Based

I'm just here for my 
volunteer hours"

"What do I even say to 
someone else's 
grandparent?"

"They sent some 
students but I don't 
know any of them"

"Why would a young 
stranger want to hang 
out with me?"

Shared

"We have nothing in 
common to do together"

"My parents think games 
harm your brain"

“Seniors do not play 
games”

“Play is not serious, 
study first”

"They set it up for me, 
but I forget how to open 
it"

"The screen is too small 
to read"

"I don't understand the 
rules, so I just watch"

"No one here speaks my 
language"

"The phone has too 
many apps"

"I'm afraid I'll get 
scammed"

"They think I can't do it 
because I'm old"

My old friends are all 
gone now"

U I is tin
English-onl
login mess.

Products are not built for 
two generations 
together

Long-distance families 
rely on quick check-ins, 
not shared activities.

Helpers "do it for them" 
instead of teaching 
independence.

Care facilities lack 
Chinese-speaking staff - 
fewer interactions.

No shared daily window 
- kids in class, seniors in 
chores, schedules never 
overlap.

Games are not designed 
for cross-generational 
pairs but single 
demographics.

Access and money are 
uneven, so new 
hardware is not realistic.

Policy funding exists, but 
programs rarely include 
real co-play mechanics, 

No difficulty systems 
that preserve player 
agency.

No structured pathways 
for non-kin IG pairing in 
communities.

nboarding flows 
assume prior digital 
fluency one failed login 
kills motivation

Volunteer programs are 
transactional - hours 
logged, not relationships 
built.

Suburban living and 
Canadian winters 
compound isolation.

Interventions target 
social R psychological 
- never both.

Existing IG programs 
measure attendance, not 
quality of interaction.

Background checks and 
screening create friction 
before any connection 
can start.

Language brokering is 
one-way

 youth translate for 
elders, but the effort is 
invisible and 
unreciprocated.

Content moderation and 
safety concerns → 
discourage elders from 
exploring new platforms.

Respect means listen, 
not play. Good family 
equals duty, not leisure.

Technology belongs to 
the young elders are 
receivers, not creators.

Avoid shame, better not 
try than fail in front of 
kids.

Teaching flows 
downward (elder → 
youth) - a young person 
leading feels 
disrespectful.

Youth expect peer-style 
humor, elders expect 
role distance. These 
frames make playful 
equality feel risky.

Fun must be earned - 
play comes after all 
duties.

A  good elder is self-
sufficient

Asking for help means 
losing authority.

Both sides fear looking 
incompetent - so both 
avoid trying.

Cross-generational 
friendship outside family 
has no script - there is 
no "reason" for it.

“If I am lonely, something 
must be wrong with me - 
not with the world 
around me.”

Youth engage with 
elders out of obligation - 
volunteering is duty, not 
desire.

“Why would a stranger 
care about me? Real 
connection only 
happens with blood.”

The lass a ll

We see each other, we 
do not really touch.

The glass is also a 
mirror: elders see 
irrelevance, youth see 

.

The wall is built from 
both sides.

For strangers, the wall is 
not even glass - it is 
opaque. They never see 
each other at all.

H  - The Digital Hearth
Kin-Based

"Grandpa solved the 
puzzle before I did!"

We played again after 
dinner - it's our thing 
now

Grandma opened the 
game on WeChat by 
herself

"It reminded her of 
mahjong nights - then 
she told me the best 
story"

Non Kin-Based

"I came as a volunteer 
but I left as a friend"

"She's not my grandma 
but she feels like one"

"We're not related but 
we have the same team 
name now"

"He reminds me of my 
grandson - but he's even 
more patient"

"I didn't expect to care 
this much about a 
stranger's score"

Shared

"I forgot I was bad at 
tech  I was just playing"

"He laughed so hard at 
my mistake, then made 
the same one"

"I didn't feel like a 
student or an elder - just 
a teammate"

"We lostwin together 
and that was the 
funniest part"

"She learned it on her 
own  I only showed her 
once"

"It felt like New Year - 
everyone laughing, 
nobody cared who was 
oldest"

“We're building 
something 
together...can't wait to 
finish next week"

a me Mechanics
Co-op over competition 
- accommodate needs 
through role 
differentiation.

Adjustable rules with 
player agency -  

      

Asymmetric design - 
youth do pace tasks, 
elders do strategy and 
storytelling.

Onboarding & Accessibility
Both generations learn 
together - “  

   

Large text + audio 
voiceover - 

 for all abilities.

Walkthroughs with 
practice rounds, not 
static instructions.

Tablets as crossover 
device. Build on existing 
habits (e.g., WeChat). 
Bilingual by default

Session & Community Design
ual -track sessions - 
social exposure + 
psychological safety.

Structured icebreakers 
for non-kin pairs - 
shared culture as the 
entry point, not family 
ties.

Facilitators provide 
support, not instruct - 
they create safe space.

Community centers and 
partner orgs serve as 
neutral ground for non-
kin pairing.

Festivals (e.g., CNew 
Year) makes cultural 
interests feel 
mainstream.

Elders teach and 
showcase digital 
expertise - flip the 
"helper-helpee" 
dynamic.

Repeat sessions let 
strangers build trust 
over time - one-off 
events are not enough.

bserve hidden cues, 
body language, genuine 
reactions.

a luation of
Sustained n gagement

nowledge -sharing 
and 

goals sustain 
return play

Triangulate with 
qualitative interviews - 
target  
participants.

Beyond completion, 
track laughter, turn-
taking, conversation 
depth

Play is a form of respect 
- choosing to spend time 
together is an act of care

Mistakes are part of the 
game, not a “loss of 
face”

Failing together is 
bonding

Teaching flows any 
direction - a young 
person can lead without 
disrespecting.

Wisdom and speed are 
both vali
Elders strategize, youth 
execute, both matter 
equally.

Elders are capable and 
contemporary - not 
objects of pity.

Being playful in old age 
is a sign of vitality, not 
foolishness

Reciprocity over charity 
- both sides contribute, 
both sides receive.

Shared culture (food, 
festivals, dialect) is the 
natural fuel - blood is not 
required.

Connection is built 
through repeated shared 
experience

Anxiety dissolves when 
we share a purpose.

A stranger who shows 
up every week becomes 
"like family."

The Digital Hearth

"We gather around the 
same fire - each of us 
brings warmth."

The hearth warms the 
space between us AN 
the space within us.

The fire does not ask 
who lit it - or whether we 
share a last name.

Status Quo
Kin-Based

"Grandpa is 
afraid to tap 
wrong"

"Video call is 
just hi and 
bye"

"We only talk 
about grades 
and meals"

"Grandma 
only uses 
WeChat"

"Even when 
family visits, I 
still feel 
alone"

"I don't want 
to bother 
them"

“We use 
different 
apps”

"I feel like a 
burden"

Non Kin-Based

"What do I 
even say to 
someone 
else's 
grandparent?"

I'm just here 
for my 
volunteer 
hours"

"Why would a 
young 
stranger want 
to hang out 
with me?"

"They sent 
some 
students but I 
don't know 
any of them"

Shared

"We have 
nothing in 
common to do 
together"

"My parents 
think games 
harm your 
brain"

“Seniors do 
not play 
games”

“Play is not 
serious, study 
first”

"They set it 
up for me, but 
I forget how 
to open it"

"The screen is 
too small to 
read"

"I don't 
understand 
the rules, so I 
just watch"

"No one here 
speaks my 
language"

"The phone 
has too many 
apps"

"I'm afraid I'll 
get 
scammed"

"They think I 
can't do it 
because I'm 
old"

My old friends 
are all gone 
now"

Products built for one gen (tiny UI, 
English-only, login walls)

No shared daily window

IG programs track 
attendance, not quality

Helpers "do it for them"

No non-kin pairing pathways

Volunteer programs = 
transactional

Respect = listen, not play

Better not to try than fail in 
front of someone

Fun is earned, play comes 
after duty

A good elder is self-sufficient

Teaching only flows 
downward

Cross-gen friendship has no 
script

Youth engage with elders out 
of obligation - volunteering is 
duty, not desire.

“Why would a stranger care 
about me? Real connection 
only happens with blood.”

Youth expect peer-style humor, 
elders expect role distance. 
These frames make playful 
equality feel risky.

冷清 (lěngqīng) - Chilly and Silent, the structural quiet of diaspora

This place has gone quiet, and quiet here means no one is coming back. 
冷清 is about a place, not a feeling. The 人气(Human presence) is missing.

In diaspora, it doesn't fix itself - 面子(face) holds it in place.

The quieter a room gets, the harder it is to break the silence.

Kin-Based

"Grandpa solved the puzzle 
before I did!"

"We played again after 
dinner, it's our thing now"

"I thought he'd be 
embarrassed - he just said 
'again!'"

Non-kin Based

"I came as a volunteer but I 
left as a friend"

"She's not my grandma but 
she feels like one"

"We're not related but we 
have the same team name 
now"

"I stopped saying 'my partner 
from the program' - now 
she's just Auntie Chen"

Shared (面子 dissolution + 人气)

"I forgot I was bad at tech, I 
was just playing"

"We lost together and that 
was the funniest part"

"The first week was so 
awkward, by the third week 
we had inside jokes"

"This room used to be so 
quiet. Now listen to it."

New CLA

In play, the new 面子 = showing up and trying

Shared failure bonds faster than success

Play is a form of Respect

客人(guest)→自己人(us) through accumulation, not blood

Teaching flows any direction

热闹 is worth building on purpose

Dissolution Mechanics of 面子

Co-op over competition

Asymmetric roles (youth = 
pace, elders = strategy)

Failure-is-funny design 
patterns

Adjustable rules with player 
agency

Onboarding

Both gens learn together 

Tutorial matters

Practice rounds before stakes

Large text + audio + bilingual by 
default

Tablets as crossover device

Pathway 客人(guest)→自己人(us)

Recurring sessions

Shared naming rituals (team 
names, inside jokes)

Facilitators scaffold then fade

Cultural frequency tuning (dialect, food, festival)

Community centers as neutral ground

Ignition Threshold & 人气

Track: laughter, spontaneous 
conversation, voluntary 
return, proximity shifts

Ignition = when participants 
initiate contact outside 
program

Multi-week shared goals 
sustain return play

热闹 (rènao) - Hot and Clamor, the emergent warmth of designed play

The fire was not lit by family. It was lit by showing up, again and again, 
until strangers became 'us'.

热闹 shows up on its own when conditions align: shared cultural 
frequency, role fluidity, low-stakes vulnerability, and repetition. 

Play dissolves 面子(face). Non-kin 热闹 through repeated co-op play is 
the radical claim.

Litany

Systematic Issues

Worldview

Myth

Litany

Worldview

Myth

Systematic Level

Affinity map - Step Clustering)
Cluster  Teach them to be self-reliant, not to do things for them → 
Teach a man to fish

Diider

Cluster  Layers of Life Transitions  The Trigger for Loneliness Is Not 
Merely ' rowing Old'

 "bereavement is some sort of a rough 
transition that we see in late life and it really takes 
some time for people to process this.
Psychology Expert Rotem

Yang

Cluster  Product sustainability requires institutional alignment

Loneliness 

Cluster      

Sub-theme: Game structure determines power balance

Cluster   → 
 "it's sometimes challenging to find things that 
kind of meet people in the middle.
Game, UI U  Expert Cindy

Yang

 "tying it somehow to games where people are 
familiar with dynamic difficulty adjustment in a 
non-offensive way might be helpful, like in golf 
where there's a par.
Game, UI U  Expert Cindy

Yang

 "any type of intergenerational game usually 
does a little bit better with cooperative dynamics.
Game, UI U  Expert Cindy

Yang

 "particularly younger people just even the 
attention spans are like... that kind of pace of play 
just seems way too slow, and it just seems like it 
might be boring.
Game, UI U  Expert Cindy

Yang

“”

Harvey

“, 
comparison

”

Harvey

 "because they're asymmetrical, you could 
tailor what the mechanics were for the different 
age groups.
Game, UI U  Expert Cindy

Yang

 "if it's involved in like dynamic difficulty 
adjustments... one thing that I would caution 
about that is that I think the thing that makes 
things like the par system in golf or like other 
sorts of difficulty adjustments feel less 
demeaning is controlled.
Game, UI U  Expert Cindy

Yang

 "even like family play board games and things . 
You get people making exceptions to rules and 
finding ways to adjust or change the rules so that 
you can make it feel like it's the right level for 
everybody.
Game, UI U  Expert Cindy

Yang

 "it would be interesting to kind of e xperiment 
with ways in which you could adjust the difficulty 
in different sorts of ways to kind of find the right 
level for play.
Game, UI U  Expert Cindy

Yang

Cluster   → 
 "as long as you'll manage to make what you're 
proposing align with their goals and needs, the 
larger the chances it will be successful.
Psychology Expert Rotem

Yang

 "the whole purpose was the storytelling . ust 
like talk about a time where you got trapped in the 
snow or something... So even if they felt they 
were terrible at the game, they still got to have a 
nice conversation.
Game, UI U  Expert Cindy

Yang

 "I remember last workshop, we give them to 
play the Minecraft. And they were like... In this 
game, I cannot see any goals. I need a goal to play 
a game.
Harvey, from the Game Expert Interview

Yang

 "If you will manage to make them believe that 
what you're offering might be meaningful and 
useful for them, then I think it's really important.
Psychology Expert Rotem

Yang

Cluster   → 

 "these are like real differences, but it's also in 
the end of the day, like some sort of personality 
attributes as well. Like one is very like open to 
experiences, kind of trying to learn whatever she 
can. And the other is more like introvert.
Psychology Expert Rotem

Yang

 "would you see it as a way to see treatment 
as a student, or not really?... talking with students, 
there's like an inequality in terms of the power 
structure.
Yang, from the Psychology Expert Interview

Yang

 "we see more lonely elderly with like as you 
are poorer and as your... if you have disabilities, if 
you're a woman.
Rotem

Yang

 "the power structure is important and I think 
it's especially important in the context you're 
trying to work with.
Rotem

Yang

 "the e xperience of learning and being open to 
new... the power structure is important.
Rotem

Yang

 "the games that were successful for that jam 
also treated everybody with respect.
Game, UI U  Expert Cindy

Yang

 "people know that people have different 
levels coming in and it's not a big deal for 
somebody to come in and say, oh, okay, I'm this 
level.
Game, UI U  Expert Cindy

Yang

 "to really know who your audience is so that 
you can properly understand and respect them.
Game, UI U  Expert Cindy

Yang

 "I'd like that you're actually running these 
workshops so that you can see people and you 
can be just like, oh, okay, this is not in my head 
what I pictured a teenager would like or prefer to 
play.
Game, UI U  Expert Cindy

Yang

“... 人
子...... ”

Harvey

“ 人  pairing”

Harvey

“ 人人
人

pair,,
人 ”

Harvey

“ speak  
language”

Harvey

“speaklanguage,
Mandarin speakerMandarin speaker,

,,
”

Harvey

“ 人 
population

人 “

Harvey

“ background check”

Harvey

“social 
economic status,

 ”

Harvey

Important, unclustered data points

Psychology only
 "it has to be some sort of a mi xture between 
these.
Psychology Expert Rotem

Yang

Cluster  The designer is part of the system

 "in the end of the day, they will learn a new 
skill that could also be an empowering experience 
on its own.
Psychology Expert Rotem

Yang

 "if it's subtle, like if you kind of see through 
the gameplay that somebody is slower at 
something or doesn't understand something and 
could just be like, okay, well, now it's going to give 
a hint... I think that could be a little bit invisible 
and would provide support that didn't feel like it 
was unwarranted.
Game, UI U  Expert Cindy

Yang

“
人  人 ,

子 gpt
flowchart,, 人

,,”

Harvey

 "e xcessive support, if you're not letting them 
do it on their own, yes, it can kind of not help and 
even make them not wanting to do it.
Psychology Expert Rotem

Yang

 "I can offer great stuff from the outside, but if 
my inside is biased then it doesn't matter. It can 
be the best, like greatest project on earth, but for 
me I will find why it doesn't work.
Psychology Expert Rotem

Yang

“
,

,
”

Harvey

“,
isolated

”

Harvey

 "the idea is not to do instead of them, rather 
to help them understand how they can use it 
independently.
Psychology Expert Rotem

Yang

 "we have to in some way to make them feel 
motivated about that, to have them understand 
that they can benefit from that, that they can find 
like a whole new world inside these little 
smartphones or tablets or computers.
Psychology Expert Rotem

Yang

 "having a tutorial that also takes into account 
that probably the older people might also be 
learning just how the interface works is 
sometimes useful.
Game, UI U  Expert Cindy

Yang

 "a walkthrough would probably be more ... 
even just like a small scenario for gameplay where 
it walks both sides through what they need to do 
to play.
Game, UI U  Expert Cindy

Yang

Cluster  ha t is said  true feelings  Assess behaio ur, not ust words

 "sometimes people might just be like 'yeah 
yeah it was fine' but they were laughing and they 
had a big smile on their face the whole time. And 
it was like okay, yeah that's not a match with what 
we saw.
Game, UI U  Expert Cindy

Yang

 "the marker of that success is not so much 
being able to rate or evaluate something on a 
scale, but the actual feeling that people might 
express about having played it.
Game, UI U  Expert Cindy

Yang

 "sometimes elderly men have a harder time 
articulating when they've had a good experience 
and are a little bit better at doing it verbally or just 
by sharing that feedback than marking it.
Game, UI U  Expert Cindy

Yang

“ 人 ”

Harvey

“”

Harvey

“ 人
人”

Harvey

 "people's reactions as they're playing I think 
would be super valuable. Like if they look 
miserable.
Game, UI U  Expert Cindy

Yang

 "having both I think would be perfect 
because then you get a range of seeing what 
people actually say, but then also being able to 
read what they were experiencing when they 
actually played.
Game, UI U  Expert Cindy

Yang

 "particularly with Gen  people sometimes, 
sometimes it's hard to tell from looking at them 
how they really feel about something. And so it's 
also nice to ask.
Game, UI U  Expert Cindy

Yang

 "maybe they look like they're not having a 
really great time, but then you talk to them 
afterwards and they're just like, you know what? 
This was the best thing I did all week.
Game, UI U  Expert Cindy

Yang

 "the best way I feel like you would be able to 
evaluate an intergenerational game is through 
observation. Watching people play or even 
videotaping it and taking notes.
Game, UI U  Expert Cindy

Yang

“ 子 ,
,,emetia

 ,an xiety
, 子 ”

Harvey

 "if it's like my memory, it may be harder for me 
because there could be a lot of anxiety. Am I going 
to be like really sick with Alzheimer's?
Psychology Expert Rotem

Yang

 "if I came here with my husband and then God 
forbid he dies and I'm alone, so I'm even more 
lonely. It's not only I'm out of my cultural 
environment, but the person I could share my 
experiences and could really understand me is no 
longer with me.
Psychology Expert Rotem

Yang

 "retirement, which is also a very big transition 
in late adulthood. So once again, it can be an 
opportunity... r I can say, h my God, my life are 
over. That's it. No one needs me anymore.
Psychology Expert Rotem

Yang

 "one of the most common complaints of 
people when they're getting old or older is that 
their memory is not as great as it was. Now this is 
a normal process, but the anxiety that a lot of 
people have around it because of the risk of losing 
yourself is very major.
Psychology Expert Rotem

Yang

 "our health declines as we grow older, so 
people start having lots of issues.
Psychology Expert Rotem

Yang

 "as people get more sick, it's harder . And if 
they're actually disabled, so it's even harder on a 
practical kind of aspect because it's harder to 
leave the house. They need care. They're 
sometimes they're not independent, and then it's 
really hard to maintain your connections.
Psychology Expert Rotem

Yang

 "I feel like I can only talk to other widowers 
because they understand me. I can't talk to 
someone who haven't gone through this 
experience.
Psychology Expert Rotem, quoting a patient

Yang
 "from watching them play, they would be fully 
miserable, but they could say that they liked it 
because otherwise they're saying they don't like 
playing with younger people and it seems like it's 
the wrong answer.
Game, UI U  Expert Cindy

Yang

Cluster  The fear of being treated like a chil
(dignity and autonomy are the non-negociatable)

 "particularly because the designers were 
kind of like in their s ... it's easy to be insulting.
Game, UI U  Expert Cindy

Yang

 "particularly the older people are overly 
sensitive to feeling like they're being infantilized.
Game, UI U  Expert Cindy

Yang

 "it's really scary to get older and to have like 
your autonomy taken from you.
Psychology Expert Rotem

Yang

 "if someone just demoted you three levels 
because you were terrible at something, I think 
that that agency missing is going to make that not 
feel good.
Game, UI U  Expert Cindy

Yang

 "if the moment he feels old, he doesn't want 
to play.
Game, UI U  Expert Cindy

Yang

 "the optimal approach is to balance like the 
support with opportunities for self-directed 
learning and empowerment.
Psychology Expert Rotem

Yang

 "give a man a fish and you feed him for a day, 
teach a man to fish and you feed him for a 
lifetime. So you're aiming for that. You're aiming 
for them to be able to learn something and to use 
it, not to do instead of them.
Psychology Expert Rotem

Yang

 "What people picture young kids liking and 
what people picture elderly people liking... If you 
don't actually ask them, then it's easy to be 
insulting.
Game, UI U  Expert Cindy

Yang

“”

Harvey

 "if it's subtle, like if you kind of see through 
the gameplay that somebody is slower at 
something or doesn't understand something and 
could just be like, okay, well, now it's going to give 
a hint... I think that could be a little bit invisible 
and would provide support that didn't feel like it 
was unwarranted.
Game, UI U  Expert Cindy

Yang

 "I would be a little bit cautious about it 
because I think if there's too much, it opens the 
door for people to feel like I didn't need help and I 
was given help.
Game, UI U  Expert Cindy

Yang

 " Baby boomers... they feel like they're cool.
Game, UI U  Expert Cindy

Yang

“ 人 ”

Harvey

 "not positioning them as like a passive 
recipient of care or support, just like making them 
feel important.
Psychology Expert Rotem

Yang

Cluster  Migrant status + language  do uble isolation

“
 language”

Harvey

“
”

Harvey

“ 人 (
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Harvey
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”
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“
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“
”

Harvey

“”

Harvey

“ 人 ”

Harvey

“ Chinese store”

Harvey
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, 

Harvey

 "if I grew up in a very not individual society ... 
grandparents do live with their grandchildren and 
this is how it is. And the idea of sending someone 
to some sort of like senior facilities is outrageous.
Psychology Expert Rotem

Yang

 " Higher prevalence of loneliness among 
immigrants, and especially those who are 
widowed or have poor health or have spent less 
time in the host country or live in neighborhoods 
with low ethnic diversity and income.
Psychology Expert Rotem

Yang

 "the cultural conte xt is really meaningful for 
how I am going to interpret my experience.
Psychology Expert Rotem

Yang

 "if I came to this country when I was, I don't 
know,  or  or , it will be harder for me as I 
grow older because it's really most of my life I 
spend somewhere else
Psychology Expert Rotem

Yang

 "sometimes when we work with people who 
are lonely, we will want first to kind of target the 
self schema for the other experiences to be 
actually powerful or helpful."

Yang

 "the differences and the gaps between the 
cultures, if they're really big, then it will be 
harder... if I lived in the Middle East and now I'm in 
Canada, these are major differences and it will be 
harder for me to kind of feel belonging to a 
community.
Psychology Expert Rotem

Yang

“,
,

”

Harvey

“,

,
”

Harvey

“ 人 ”

Harvey

“”

Harvey

 "it's not common for people here to live with 
their grandparents... and if I'm an elder, like I can 
be scared that they're going to send me to this 
like facility.
Psychology Expert Rotem

Yang

 "this is what happens to older people . They 
start losing relationships and connections 
because people just like, die.
Psychology Expert Rotem

Yang

Se lf-Schema 人 人 Digital Literacy Technology Anie ty Meaningful Interen tion m otionally Safe 自  s . 自 Stereotypes on I  interaction re ciprocity  en gagement 人 Technology Anie ty Immigrant Seniors 

BI  Cluster  Tech anie ty is a genuine barrier
e cannot assume that good tools  they will use them)

 "if they used to play games, they might have 
played them using controllers or something. And 
they might have mobility issues.
Game, UI U  Expert Cindy

Yang

 "if it's on like a tablet or something then even 
basic tablet things, if you don't use a tablet, they 
don't make any sense.
Game, UI U  Expert Cindy

Yang

 "for almost all older people, vision 
impairments overall, and it's also good for 
younger people as well because often, 
particularly with kids, they need bigger text.
Game, UI U  Expert Cindy

Yang

 "we really have to find a way to kind of target 
this technology anxiety and make them see what 
they can benefit out of it.
Psychology Expert Rotem

Yang

 "you really have to have a lot, a lot of patience 
and it's not an easy stance to be in, even for the 
other person.
Psychology Expert Rotem

Yang

 "for them it might be a cognitive overload . 
They just see this little screen, but they don't 
really know like how they can use it.
Yang, from the Psychology Expert Interview

Yang

“”

Harvey

 "it can be a little slow for younger audiences 
and it can be a little fast for older audiences 
because their motive is to play together. So that 
helps.
Game, UI U  Expert Cindy

Yang

“ 人 ”

Harvey

 "when older adults feel respected and feel 
that they can still benefit someone, they're still 
relevant, so it really engages them.
Psychology Expert Rotem

Yang

 "reciprocity ... it also helps sense of being 
valued.
Psychology Expert Rotem

Yang

 "even if they felt they were terrible at the 
game, they still got to have a nice conversation 
through the group and learn something about 
their grandkids and the grandkids got to learn 
something about their grandparents.
Game, UI U  Expert Cindy

Yang

 "cooperative games tend to accommodate 
that, I feel like, a little bit better than competitive 
ones do. Because with the competitive ones, you 
have to find the level playing field.
Game, UI U  Expert Cindy

Yang
 "a lot of older people learn about games, 
particularly video games, from manuals and 
instructions.
Game, UI U  Expert Cindy

Yang

 "a lot of elderly people or older people also 
have vision issues and sometimes cognitive 
issues that make it challenging for them to do that 
same sort of reading through.
Game, UI U  Expert Cindy

Yang

 "particularly when it comes to designing for a 
lot of the ways in which older people interact with 
technology, they're just in different kinds of 
forms.
Game, UI U  Expert Cindy

Yang

 "sometimes it's nice as well to have te xt and 
audio together, just so there's more than one way 
that information is being communicated, so that if 
somebody doesn't get it one way maybe they get 
it another way.
Game, UI U  Expert Cindy

Yang

 "I'm an older person and I feel like there is 
something that limits me and I am dependent on 
their help and I can be very like not patient and 
very like, what don't you understand? It's just like 
you're just moving your fingers from here to here.
Psychology Expert Rotem

Yang

 "they can get a lot of information about what 
stuff they're interested in. They can get a lot of 
recipes, they can get a lot of jigsaw puzzles, 
whatever, right? So it's just also kind of making 
clear that it can be useful for them.
Psychology Expert Rotem

Yang

 "tell them why it's useful, why it's helpful for 
them, but they could get the benefit out of it... you 
have to progressively tell them the benefits of it 
and have to be relevant and digestible.
Yang, from the Psychology Expert Interview

Yang

 "sometimes you just need to know how long 
it's gonna be.
Game, UI U  Expert Cindy

Yang

“ AI,,
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, accessibility

”

Harvey

 "the entire platform, the technology, may be 
new. So that's something to take into 
consideration.
Psychology Expert Rotem

Yang

 "the games that were the most successful 
had mechanics that encouraged the sharing of 
stories and information between the two folks.
Game, UI U  Expert Cindy

Yang

 "the focus of it, or at the end of the day was 
like the older person was doing more of the 
storytelling.
Game, UI U  Expert Cindy

Yang

 "if both can feel like they're teaching the other 
something, then maybe that's like a useful back 
and forth.
Game, UI U  Expert Cindy

Yang

Cluster   → 

 "you might find that younger people don't 
have the attention span for a tutorial video and 
older people might not have attention span... 
sometimes there's some cognitive impairments 
which also mean that older people have the lower 
attention spans.
Game, UI U  Expert Cindy

Yang

 "figuring out how to actually do the interface, 
like how to interact, is often something that older 
people struggle with or they need to figure out.
Game, UI U  Expert Cindy

Yang

 "a lot of older people use tablets, so 
sometimes tablets are a nice cheat... a tablet is 
like a potentially crossover device that they both 
use.
Game, UI U  Expert Cindy

Yang

 "the biggest accessibility feature that is also 
probably a crossover feature is large text. Like 
whenever text is present, it's just bigger.
Game, UI U  Expert Cindy

Yang

 "once they're there, something is happening, 
right? Like hopefully the connection will make 
them want to continue on participating, but the 
starting point sometimes is just some sort of 
external obligation.
Psychology Expert Rotem

Yang

 "if it's something that involves the ongoing 
building of something... if there's a clear outcome 
or thing being built up towards... maybe whatever 
is being done isn't, you're not able to complete it 
in one session, but you would play over a couple 
of weeks and eventually...
Game, UI U  Expert Cindy

Yang

 "certain types of personalities will want to 
play a game that gave them a social experience 
that they want to repeat. Like particularly if it is 
like sharing stories or sharing knowledge.
Game, UI U  Expert Cindy

Yang

 "We encode memories that are meaningful to 
us, so the meaningful part is really, really 
important.
Psychology Expert Rotem

Yang

 "there's a type of personality which is almost 
like the puzzle builders... you're going to sit down 
and collectively do this task and then return to it 
until it's done.
Game, UI U  Expert Cindy

Yang

 "the ongoing engagement in the end of the 
day is what make them more engaged and 
involved and invested.
Psychology Expert Rotem

Yang

 "the game hasn't finished yet, but one of the 
seniors said 'h, I'm about to go home and cook !' 
They need to know what time, need to get to the 
end.
Harvey, from the Game Expert Interview

Yang

 "because the goal might actually just be to 
engage in intergenerational play... other sorts of 
intangible rewards where like sharing or 
exchanging experience... it's a reward as well.
Game, UI U  Expert Cindy

Yang

 "I wouldn't replace any of those intangible 
rewards with explicit reward and progression 
feedback. But I think that those two can happen 
together and reinforce each other quite nicely.
Game, UI U  Expert Cindy

Yang

 "I'll design something that assesses this 
structure, but alongside I will also give some sort 
of social exposure.
Psychology Expert Rotem

Yang

 "they were largely had an asymmetrical 
design.
Game, UI U  Expert Cindy

Yang

 "socialness was there, and then also the 
mechanics were flexible enough so that different 
ages were doing different things that maybe they 
were better at.
Game, UI U  Expert Cindy

Yang

 "it can be a little slow for younger audiences 
and it can be a little fast for older audiences 
because their motive is to play together. So that 
helps.
Game, UI U  Expert Cindy

Yang
 "one of the other considerations is pace of 
play.
Game, UI U  Expert Cindy

Yang

 "from today's workshop, we do two group 
comparison. ne group was doing a pu zzle, so it's 
kind of a slow-paced game, and the other was 
kind of solving puzzles... what surprised me is the 
seniors prefer the fast pace better than the slow 
pace.
Harvey, from the Game Expert Interview

Yang

 "the asymmetry can also create different 
pacing, so it can feel faster paced for younger 
audiences that prefer that type of gameplay, but 
then could feel slower for folks that maybe... for a 
senior.
Game, UI U  Expert Cindy

Yang

 "that's the way a lot of intergenerational 
analog games work, like people adjust the rules 
of, like you're playing monopoly with a large family 
and you just change the rules as you go until it's 
fun.
Game, UI U  Expert Cindy

Yang

Cluster   → 
 "maybe even measure in a sense like what 
happens, like how people that are familiar with 
technology and use smartphone versus others 
that do not have access, because this might be 
different.
Psychology Expert Rotem

Yang

 "there's definitely some friction between 
what each particular audience would want.
Game, UI U  Expert Cindy

Yang

 "somebody who maybe played a lot of games 
in like the s might have that kind of like 
internalized like adventure game kind of 
perspective on it where you would solve puzzles... 
collecting as many things as possible and 
experimenting with weird combinations.
Game, UI U  Expert Cindy

Yang

 "it infuses the e xpectations of like how you 
solve problems and like what kinds of things that 
you should do.
Game, UI U  Expert Cindy

Yang

 "same objective event, different individual 
differences.
Psychology Expert Rotem

Yang

“ Long Term Care 人
, 人

自己人

人 ”

Harvey

“
人”

Harvey

 "there's actually a concept called technology 
anxiety.
Psychology Expert Rotem

Yang

 "ne of the challenges is not only, not like 
necessarily a lack of literacies, but just different 
literacies.
Game, UI U  Expert Cindy

Yang

 "somebody who's a kid or even a teenager 
would be more familiar with other sorts of games. 
Like they might be more familiar with like a 
Minecraft or Roblox.
Game, UI U  Expert Cindy

Yang

 "there's a hidden vocabulary that you 
understand with games based on the games that 
were the ones that you were most attached to 
playing.
Game, UI U  Expert Cindy

Yang

“
人 ”

Harvey
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,
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Harvey

“
”

Harvey

 "I want to emphasi ze the word meaningful.
Psychology Expert Rotem

Yang

 "I don't know that there's anything so intrinsic 
in a game that would appeal to both groups that 
would bring them back together without 

.
Game, UI U  Expert Cindy

Yang

 "mostly when people come together for 
intergenerational play, at least they want to play 
together. So I wouldn't be too scared of trying 
new things.
Game, UI U  Expert Cindy

Yang

 "if someone perceives something as 
meaningful, then there is a higher chance for them 
to participate if it meets like their own goals.
Psychology Expert Rotem

Yang

 "if they can understand why is it useful, what 
they can benefit out of like this use, so it can really 
help.
Psychology Expert Rotem

Yang

 "the motivation for participation among 
younger adults is frequently driven by external 
obligation. Like I have this scholarship I have to 
do, I have this amount of hours.
Psychology Expert Rotem

Yang

 "the type of video games they played would 
have just tremendously, a tremendous amount of 
like different... just the interfaces and the types of 
gameplay and the expectations surrounding 
games were quite different.
Game, UI U  Expert Cindy

Yang

 "younger kids also have a completely different 
kind of like interaction paradigm with the games 
that they often play.
Game, UI U  Expert Cindy

Yang

 " A lot of older people, and by older I mean even 
people who are maybe like not just baby boomers 
but even like Gen  people would have even the 
fast-paced games were slower, like by today's 
standards.
Game, UI U  Expert Cindy

Yang

 "even the ones that are supposed to be fast 
are very slow by today's standards.
Game, UI U  Expert Cindy

Yang

 "older adults with higher digital literacy and 
access to devices like smartphones or computers, 
they report greater social connectedness and 
lower risk of social isolation.
Psychology Expert Rotem

Yang

 "those with lower digital literacy and or 
technology anxiety are likely to experience more 
loneliness and social isolation.
Psychology Expert Rotem

Yang

 "for some of them, they even think it ruins like 
society or connectedness.
Psychology Expert Rotem

Yang

 "if you're playing a game that just is super 
different from the kind of game that you used to 
play, then there's like the added layer of anxiety in 
lots of cases, particularly I feel for older gamers.
Game, UI U  Expert Cindy

Yang

 "nobody wants to feel, particularly if you used 
to play a lot of games, nobody wants to feel like 
they don't know anything. But it sometimes 
happens because the style of game is just really 
different.
Game, UI U  Expert Cindy

Yang
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 "a lot of it I feel like doesn't really address 
why different generations would play together.
Game, UI U  Expert Cindy

Yang

 "particularly immersive technologies are 
something that have so many constraints for 
elderly people that I can't see that being 
something that's helpful or useful.
Game, UI U  Expert Cindy

Yang

 "people's reactions as they're playing I think 
would be super valuable. Like if they look 
miserable.
Game, UI U  Expert Cindy

Yang

Cluster   → 人
 "she tried to learn how to use the computer . 
She could not understand like how the mouse is 
related to what happens on the screen... then my 
other grandma who was like  years older than 
her, she just taught herself. Like one day in ... 
I get a friend request from my grandma.
Psychology Expert Rotem, personal anecdote

Yang

 "there's different cultural e xpectations 
behind those groups and there's different gender 
expectations and there's different generational 
dynamics going on. And it's really worth being 
specific.
Game, UI U  Expert Cindy

Yang

 "It was easy for them to underestimate how 
good kids were at games.
Game, UI U  Expert Cindy

Yang

 "kids aren't dumb and they don't just like any 
sort of game, they like specific games.
Game, UI U  Expert Cindy

Yang

 "it was easy for them to underestimate how 
good older people could be as well, just as long as 
they had enough time to feel comfortable with the 
game.
Game, UI U  Expert Cindy

Yang

 "They were often maybe less familiar with 
things, but it's not that they were bad at the 
games, they were actually quite good as well.
Game, UI U  Expert Cindy

Yang

 "some of the cliches of like elderly people 
might not be that accurate with them. It's a feisty 
demographic.
Game, UI U  Expert Cindy

Yang

 " Baby boomers... they feel like they're cool.
Game, UI U  Expert Cindy

Yang

 "each one of the groups may come with 
stereotypes about the other age group.
Psychology Expert Rotem

Yang

“ 人人
difficulties, 人

experience,
”

Harvey

 "you do have an older demographic that 
loves to teach younger people.
Game, UI U  Expert Cindy

Yang

 "it's really easy to fall into cliches of what 
teenagers like and want and what elderly people 
like and want.
Game, UI U  Expert Cindy

Yang

 "younger adults may worry about being seen 
as inexperienced. While the older adults may 
come and worry about being perceived as less 
competent and not relevant.
Psychology Expert Rotem

Yang

 "having both I think would be perfect 
because then you get a range of seeing what 
people actually say, but then also being able to 
read what they were experiencing when they 
actually played.
Game, UI U  Expert Cindy

Yang

 "particularly with Gen  people sometimes, 
sometimes it's hard to tell from looking at them 
how they really feel about something. And so it's 
also nice to ask.
Game, UI U  Expert Cindy

Yang

 "maybe they look like they're not having a 
really great time, but then you talk to them 
afterwards and they're just like, you know what? 
This was the best thing I did all week.
Game, UI U  Expert Cindy

Yang

Cluster  Technology can amplify connectionCluster     → 
 ", 
because you were talking about both. It's not the 
same thing.
Psychology Expert Rotem

Yang

 "it's not only the objective number of 
relationships you have, it's also your subjective 
experience. How do you experience these 
relationships and what's the meaning you're 
giving to them?
Psychology Expert Rotem

Yang

 "it really comes back to how do I interpret the 
reality
Psychology Expert Rotem

Yang

 " Loneliness itself is a complex phenomenon... 
It's related to both our interpersonal social 
relationships, but also to social structures and to 
specific life events we had and to an individual's 
social environment.
Psychology Expert Rotem

Yang

 "this includes increased risk for depression, for 
anxiety, for cardiovascular disease, functional 
decline and eventually mortality. And like the 
literature talks about effect sizes comparable to 
established risk factors such as smoking and 
obesity.
Psychology Expert Rotem

Yang

 "when the gap is very big between what I 
experience and what I get from the outside, then 
the problem starts.
Psychology Expert Rotem

Yang

 "I come and I e xpect like this is going to be a 
new chapter in my life and I'm being rejected 
again. That could really trigger loneliness.
Psychology Expert Rotem

Yang

 "someone can have a lot of people in his life or 
family around. They can even live with their family, 
but they can still feel lonely.
Psychology Expert Rotem

Yang
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Harvey

 "most strongly shaped by the perceived 
quality of relationships... how I perceive my 
relationship, but how much I'm biased.
Psychology Expert Rotem

Yang

 "Social isolation is more of an objective 
measure
Psychology Expert Rotem

Yang

 "it can be an opportunity to meet people like 
me and to have some sort of experiences I cannot 
have when I'm living with them, or whether I feel 
they're rejecting me and kind of throwing me out 
of the house. So the way I will frame it to myself 
will have to do a lot with whether I'll feel lonely or 
not, even though the reality or the objective act 
may be the same.
Psychology Expert Rotem

Yang

 "It doesn't matter if I can go to a group if I feel 
bad about myself, and vice versa. It doesn't matter 
if I have so many nice understandings about 
myself, but still, in the real world, there's no way 
for me to form new connections.
Psychology Expert Rotem

Yang

“ 人人自己
, 
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Harvey

 "some people have like biased cognitions 
about how much they're loved, how much they're 
wanted, how much they're valued.
Psychology Expert Rotem

Yang

 "a human being has an inner world and an 
outer world, and it's always about the dynamics 
and balance between these two.
Psychology Expert Rotem

Yang

 "Someone can just like live with their wife and 
see his kid once a week, but the relationship is 
strong and they spend a lot of time together and 
they will not feel lonely.
Psychology Expert Rotem

Yang

 "they magnify the instances that strengthen 
their self schema about the negative self schema.
Psychology Expert Rotem

Yang

 "for younger adults, the reasons for 
loneliness are different... they leave their houses, 
like they go to university and then they kind of 
have to adjust to a new environment.
Psychology Expert Rotem

Yang

 "if I have a lot of e xpectations because I had 
tons of friends back home and then I go to 
university and I found it's not that easy for me to 
find friends, it can be really hard.
Psychology Expert Rotem

Yang

“ 人
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Harvey

 "people who live with their family . It can go 
either way and then it really depends on the 
quality of relationship you have with your family.
Psychology Expert Rotem

Yang

 "their e xisting social network is disrupted. 
They have to like refind their friends.
Psychology Expert Rotem

Yang

 "the sometimes the unmet e xpectations that 
can trigger loneliness, especially if I had previous 
experiences of rejection.
Psychology Expert Rotem

Yang

 "if they get access, like imagine if you're an 
older person and you can use your cell phone to 
have some sort of video calls, for example. It can 
be with your friends, it can be with your 
grandchildren. It can be even with people like your 
friends from a different country. Then of course it 
helps you with potential sense of loneliness.
Psychology Expert Rotem

Yang

 "it's better to live with someone . It doesn't 
promise or kind of guarantee we're not going to 
feel lonely, but it lowers the risk.
Psychology Expert Rotem

Yang

 "people who live alone are more vulnerable, 
like they're more at risk to feel lonely.
Psychology Expert Rotem

Yang

“
”

Harvey

 "finding ways where they can play out that 
role still, even though they're elderly now, is 
probably good.
Game, UI U  Expert Cindy

Yang

 "walkthroughs are probably pretty where I 
would go so that there's a chance for everybody 
to essentially practice what the gameplay is going 
to be like before they have to play the gameplay.
Game, UI U  Expert Cindy

Yang

 "kay, we're gonna go through the game 
slowly... Let's play a practice round.
Cindy, quoting partner's grandma

Yang

 "if you could try for , that's not a bad 
amount, but that does seem like a lot. You got to 

, I feel like it would be enough to feel like you 
got a range of opinions and information.
Game, UI U  Expert Cindy

Yang

 "below , it's starting to be this, like, okay, 
you maybe need more people.
Game, UI U  Expert Cindy

Yang

Cluster   → 
 "it also sort of sets the social stage for the 
onboarding.
Game, UI U  Expert Cindy

Yang

“ 人
navigatenavigate instruction,
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Harvey

 "the intervention offers like a supportive 
environment and they foster autonomy, autonomy 
is also a thing that is really important for older 
people.
Psychology Expert Rotem

Yang

 "whether or not it's like themes or gameplay 
where there is a kind of knowledge sharing, I feel 
like it's kind of addictive because there's always 
more that you can kind of share with somebody 
else who you're playing with.
Game, UI U  Expert Cindy

Yang

 "allow participants to engage at their own 
pace and they're not judgmental, like they're not 
feeling like, oh, you're stupid, why can't you get 
how to move your player from here to here.
Psychology Expert Rotem

Yang

 "for whatever reason, grandmas are super 
competitive... they get really serious about 
winning sometimes.
Game, UI U  Expert Cindy

Yang

 "a lot of older people in particular got really 
interested in physical games... the Wii came out 
and it was just like all elderly people playing like 
imaginary bowling... but then that kind of 
transitioned out or phased out.
Game, UI U  Expert Cindy

Yang

 "we do kind of just assume that they would 
get this sort of motivations like they could see 
that it's helpful because it's so powerful. But 
maybe we might take everything as granted.
Yang, from the Psychology Expert Interview

Yang
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Harvey

“ 人人 ”

Harvey

 "these are stuff that are really, really new for 
them. It's not something they grew up with. It's 
something that most of their life they could do just 
fine without.
Psychology Expert Rotem

Yang

 "when people come to play together, even if 
the roles are separated afterwards, sometimes it's 
like they're coming to play together. It's nice to 
establish in the beginning.
Game, UI U  Expert Cindy

Yang

 "it's really helpful with multi -generational 
play, if there is a tutorial to not separate out the 
two tutorials, like to have the tutorial play 
together.
Game, UI U  Expert Cindy

Yang

 "shared e xperience may sometimes help to 
reduce the anxiety and then of course the fact 
that you also have shared goals and this is 
something collaborative may help.
Psychology Expert Rotem

Yang

“,  
personal experience”

Harvey

 "being able to kind of determine progress and 
success might be really useful for older 
audiences, particularly if they're less familiar with 
either digital games or those certain types of 
games.
Game, UI U  Expert Cindy

Yang
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 trust 

Harvey

 "a ready question in their mind would be just 
like, how am I progressing towards my goal? Am I 
succeeding?
Game, UI U  Expert Cindy

Yang

 "from the perspective of younger audiences, 
that kind of feedback is so conventional that if it 
wasn't there, I think that they would feel like 
something was missing.
Game, UI U  Expert Cindy

Yang

 "for some players, depending on who the 
player is, some players that reward system is also 
just an important part of playing games for them.
Game, UI U  Expert Cindy

Yang

 "a lot of time the literature of loneliness, they 
do one or the other, like they'll do the 
psychological intervention or they'll do the social 
intervention.
Psychology Expert Rotem

Yang

 "people who perceive themselves as 
unlovable, unwanted... they will take a lot of 
objective experiences and look at them through 
this lens.
Psychology Expert Rotem

Yang

“social event, 人
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Harvey

 "if the play is the point, then you want to 
make sure that everybody feels like it's 
comfortable and it's fair.
Game, UI U  Expert Cindy

Yang

 "when I design an intervention, I aim to 
address both like social and cognitive aspect of 
loneliness.
Psychology Expert Rotem

Yang

 "I will work, I'll intervene on the individual 
level on the inner world, but I will also want to give 
them opportunities to take what they're going 
through and kind of make it work in the real 
world.
Psychology Expert Rotem

Yang

 "have them have social e xposures that will 
allow them to create and to connect to new 
people.
Psychology Expert Rotem

Yang

 "it may create an xiety for both groups.
Psychology Expert Rotem

Yang

Sub-theme: Positive structured contact reduces intergroup anxiety

 "reduction of this intergroup an xiety... 
through positive contact, but also sometimes we 
do perspective taking like role plays where they're 
being asked to imagine how is it to be the other 
person.
Psychology Expert Rotem

Yang

Cluster  Trust Must Be Designed, Not Assumed The a mily iden ce 
Trap)

 "reported benefits commonly include 
reinforced family bonds, reciprocal learning, 
better understanding between generations, and 
reduced social anxiety.

e La Hera et al., 

Yang

 Four categories: "reinforcing family bond, 
enhancing reciprocal learning, increasing 
understanding of the other generation, and 
reducing social anxiety.

e La Hera et al., 

Yang

 "many studies assume familiar relationship 
types, such as grandparent-grandchild pairs... and 
older adults are frequently positioned as an 
'advisor' during play.

hang  aufman, 

Yang

 "These assumptions ... rely on existing trust, 
shared history, or family obligation. That makes it 
harder to generalize findings to non-kin settings 
where those social foundations are not 
guaranteed.

hang  aufman, 

Yang

 " A large portion of the work within this field 
discusses family contexts... so many design 
assumptions quietly lean on kin-based trust, 
obligation, and familiar ways of talking to each 
other.
Loos et al., 

Yang

 "reported outcomes are often framed around 
family-oriented concepts, such as strengthening 
family bonds or supporting learning within 
existing relationships.

e La Hera et al., 

Yang

 "In community -based programs, participants 
may begin with little shared experience, and 
interaction cannot rely on family obligations or 
long-term relational ties.
MRP  Literature Review

Yang

 "'time apart' functions as a pressure -
reduction mechanism rather than simply a 
scheduling preference" in non-kin settings.

Loos et al., 

Yang

Cluster  Bro kering Labor Transferable but motionally Costly

 "cultural brokering as youth in immigrant 
families interpreting cultural norms for others, a 
context-dependent interpersonal process.
Subramoney et al., 

Yang

 "language brokering ... involves interpreting 
language to facilitate communication across 
everyday institutions... and it is described as 
demanding and emotionally intensive for young 
brokers.
Subramoney et al., 

Yang

 "online search and brokering ( SB ... youth 
search online for information for their immigrant 
families... includes language translation and 
cultural explanation.
Le et al., 

Yang

 "language and cultural barriers help e xplain 
why this information-seeking burden often falls on 
children in immigrant and refugee families.
Le et al., 

Yang

 "children or grandchildren often introduce 
these platforms and provide technical and 
emotional support that shapes technology 
uptake.

hu et al., 

Yang

 "the underlying interaction pattern, one 
person translating, interpreting, and packaging 
information for another, can also appear in non-
kin pairings.
MRP  Literature Review

Yang

Cluster  The Steps People Must Clear Before They en S tart Playing

 "ne major issue is the literacy gap, which 
shows up as uneven online skills even when both 
players have access to devices and the internet.
Hargittai, 

Yang

 "Internet skills are negatively associated with 
age.
Hargittai, 

Yang

 "igital ine quality research links unequal 
access to unequal participation in society, and it 
treats self-confidence as one factor that can 
shape how people move through stages of access 
and use.
Van ijk, 

Yang

 "even among people who are already online, 
unequal outcomes persist because users differ in 
the online skills needed to find information 
effectively, a 'second-level digital divide'.
Hargittai, 

Yang

 "access unfolds as a process that begins with 
motivation and attitudes, continues through 
material access and skills, and only then becomes 
sustained usage.
Van ijk, 

Yang

 "the digital divide is not merely a technical 
access issue but a socially situated and culturally 
mediated phenomenon.

hu et al., 

Yang

 "an xiety and technophobia as continuing 
obstacles.
Van ijk, 

Yang

 "fear of scams and mistrust that can lead 
seniors to avoid certain digital services.

hu et al., 

Yang

Cluster  ha t Matters Is ee ling Connected, Not How Much o u Play

 " Loneliness is typically framed as perceived 
social isolation rather than objective aloneness, 
and it is linked to health and mental-health risks.
Hawkley  Cacioppo, 

Yang

 "the relevant target is not 'more activity' 
alone, but changes in felt connection and related 
mood states.
MRP  Literature Review

Yang

 "participants assigned to play Wii with a 
partner for  weeks reported lower loneliness 
and a pattern of greater positive mood than a 
watch-TV-with-a-partner control.

ahlbaugh et al., 

Yang

 "cooperative or social play is often positioned 
as supporting improved social interaction and 
participation.
Gutirre z-Pre z et al., 

Yang

 "the evidence base remains incipient and 
calls for stronger controlled and qualitative 
studies.
Gutirre z-Pre z et al., 

Yang

 "loneliness as a significant predictor of 
subthreshold depression, with multiple-player 
mode linked to lower loneliness than single-player 
mode.
Li et al., 

Yang

 "perceived loneliness, short -term mood, and 
perceived social support" are outcomes "feasible 
to operationalize within the scope of this MRP.
MRP  Literature Review

Yang

Cluster  ho Actually Has Power

 "co -design has also been framed as a practice 
that seeks to reconfigure power relations by 
treating stakeholders as partners rather than 
'users'.
Pirinen, 

Yang

 "co -design is often framed as a political and 
practical response that aims for more equal 
partnerships by changing power relations in the 
design process.
Pirinen, 

Yang

 "relatively little co -design work has involved 
multiple generations participating together.
Liaqat et al., 

Yang

 "participatory activities in immigrant family 
technology research often rely primarily on input 
from grandchildren, with older adults positioned 
at later stages such as use, testing, or evaluation 
rather than participating in shared ideation.
Liaqat et al., 

Yang

Cluster  Asymmetry Is a Design Leer , Not a law

 Player -centric factors: "the nature of old-
young interactions, motivations to play, and 
differences in abilities, such as asymmetrical roles 
where younger players demonstrate technical 
skills while older players adopt supportive or 
advisory positions.

e La Hera et al., 

Yang

 "This distinction helps clarify why 
intergenerational play can succeed or fail for 
reasons that are not only about 'the people' or 'the 
game' alone, but about their fit.

e La Hera et al., 

Yang

 "younger participants may offer technical 
support while older adults contribute life 
experience and content knowledge.
Loos et al., 

Yang

 "interaction can be designed around 
asymmetrical roles where the younger player 
takes on high-dexterity tasks... while the older 
player adopts a supportive role, such as clearing 
obstacles or solving puzzles via a simpler  
interface.

e La Hera et al., 

Yang

 "the digital divide can function as an 
interactional resource, for example, children may 
exploit it to control game activities.
Aarsand, 

Yang

 "'e xplainability' as a design requirement: 
games should externalize rules, reduce hidden 
system states, and legitimize clarification talk as 
part of play.
MRP  Literature Review

Yang

Cluster  Three Mismatches That Make a ch Other orse

 "language and cultural barriers can critically 
threaten grandparent-grandchild relationships.
Liaqat et al., 

Yang

 "negative age stereotypes and weak mutual 
understanding can inhibit engagement across age 
groups.
Loos et al., 

Yang

 " Usability issues refer to interface-level 
frictions that redirect participants' attention away 
from each other toward the device itself.

hang  aufman, 

Yang

 "if a participant struggles with a confusing 
menu (a usability issue), it may be misread by 
researchers as a lack of interest in communicating 
with their partner... thereby skewing the 
evaluation.

hang  aufman, 

Yang

 "many e xisting technologies and design 
approaches were not developed for the lived 
realities of immigrant older adults and younger 
family members.
Liaqat et al., 

Yang

 "' Lived realities' refers to a practical language 
mismatch across three layers: the language 
shared within the pair, the interface language, and 
the language required for navigating Canadian 
institutions.
Liaqat et al., 

Yang

 "an older adult may communicate 
comfortably in Cantonese while the student is 
Mandarin-English bilingual, and the game 
interface remains English-only, creating a triple 
translation burden.
Liaqat et al., 

Yang

 "language barriers such as English -only 
government platforms and English-dominant 
interfaces constrain independent navigation.

hu et al., 

Yang

Cluster  a mes as a Safe Space to ai l, but Two enera tions an t 
Different Things

 "Intergenerational play can serve different 
purposes, including fun (leisure), learning-
oriented seriousness, and what some authors call 
'serious fun'.
Loos et al., 

Yang

 "'gaming effects' : a term referring to the 
cognitive, emotional, and social impacts elicited 
by gameplay.
Granic et al., 

Yang

 "the act of playing itself can generate positive 
psychological resources, such as improved mood, 
and emotional resilience.
Granic et al., 

Yang

 "Self - etermination Theory (ST treats 
autonomy, competence, and relatedness as basic 
psychological needs.
Ryan  eci, 

Yang

 "perceived in -game autonomy and 
competence are associated with greater 
enjoyment... and pre-to-post shifts in mood and 
state self-esteem.
Ryan et al., 

Yang

 "in multiplayer settings, the satisfaction of 
autonomy, competence, and relatedness is 
related to both game enjoyment and intentions for 
future play.
Ryan et al., 

Yang

 "aging is associated with stronger motivation 
to derive emotional meaning and weaker 
motivation to expand horizons, implying that older 
adults may value play that is affectively 
meaningful.
Carstensen et al. (SST

Yang

 "good video games embed powerful learning 
principles, including a 'psychosocial moratorium' 
where real-world consequences are lowered.
Gee, 

Yang

Cluster  e Chat Is Not ust an App, It Is Part of How People Lie

 "intergenerational play cannot be assumed to 
function uniformly across contexts, and cultural 
and linguistic adaptation should be treated as 
core design considerations.
Liaqat et al., 

Yang

 "design activities can surface interaction 
patterns that support cultural exchange, for 
example through storytelling and value-based 
conversation.
Liaqat et al., 

Yang

 "intergenerational design is sensitive to 
cultural norms and communication styles. Models 
and tools developed from one context may need 
adaptation when applied to other communities.
Liaqat et al., 

Yang

 "WeChat and video chat are described as 
crucial bridges for maintaining family ties and 
emotional connection.

hu et al., 

Yang

 "Chinese -language internet-based media can 
construct a virtual Chinese cultural environment 
and a Chinese-language context online.
Li, 

Yang

 "this online environment may function as a 
buffer during cultural shock and support faster 
adaptation, yet it may not encourage integration.
Li, 

Yang

 "platforms can ac quire infrastructural 
properties such as ubiquity and criticality of use, 
becoming deeply integrated into everyday social 
life.
Plantin  e Seta, 

Yang

 "WeChat's Chinese -language interface and 
everyday features... preserving familiar cultural 
practices across distance for Chinese senior 
immigrants.

hu et al., 

Yang

Cluster  Bein g Together Is Not no ugh, o u Need to Structure How

 " Rather than treating intergenerational play as 
simple co-presence or shared entertainment, this 
body of work frames it as a socially meaningful 
activity whose effects depend on how interaction 
is structured within the game context.

e La Hera et al., 

Yang

 "one set of mechanics can shape both 
enjoyment and the social experience of playing 
together.
Loos et al., 

Yang

 "co -design is described as involving users 
from the very beginning to the end of the process, 
and it is often presented as an iterative cycle that 
runs from analysis to evaluation.
Loos et al., 

Yang

 Game -centric factors: "goal-related and 
space-related forms of interaction... whether play 
is structured around shared collaborative 
objectives or cooperative competition, and 
whether interaction relies on co-located or 
mediated communication channels.

e La Hera et al., 

Yang

 "co -design of intergenerational digital games 
as an iterative cycle that includes analysis, design, 
development, and evaluation, with evaluation 
occurring throughout.
Loos et al., 

Yang

 "'distributed collaboration,' where participants 
spend time together to build shared 
understanding, while also having time apart so 
each group can contribute in a lower-pressure 
way.
Loos et al., 

Yang

More than a Trust Gap: Asking for Connection Is Culturally ff -Limits Feedback Loop: Mismatches on't Add Up, They Multiply

luster 
Trust Must Be esigned, Not Assumed 
(The Family Evidence Trap)

Cluster 
 → 

 → 

 → 
“”

Layers of Life Transitions  The Trigger for 
Loneliness Is Not Merely 'Growing ld'

"" → 

Technology can amplify connection

Migrant status + language = double 
isolation

Brokering Labor: Transferable but 
Emotionally Costly

Tech anxiety is a genuine barrier
(We cannot assume that "good tools = they 
will use them)

Three Mismatches That Make Each ther 
Worse

The Steps People Must Clear Before They 
Even Start Playing

WeChat Is Not ust an App, It Is Part of 
How People Live

The Invisible Support Problem  How to Help Without Making People 
Feel Helped

Games as Legitimate Parallel Motivation  Connection Is a Byproduct, 
Not a Goal

luster 
 → 人

 → 

The fear of being treated like a chil
(dignity and autonomy are the non-
negociatable)

Teach them to be self-reliant, not to do 
things for them → "Teach a man to fish"

The designer is part of the system

 → 

Asymmetry Is a esign Lever, Not a Flaw

luster 
   → 

 → ""
""

luster 
Games as a Safe Space to Fail, but Two 
Generations Want ifferent Things

luster 
What is said  true feelings  Assess 
behaviour, not just words

What Matters Is Feeling Connected, Not 
How Much You Play

I found the garden-style 
game harder to engage 
with because I could not 
clearly tell what the goal 
was

S

Harvey

The cooperation felt 
smooth when my partner 
explained things clearly 
and we both knew what 
we were doing

S

Harvey

Goal and rule clarity

I preferred the puzzle-
style activity because it 
gave me a clearer sense 
of success and 
accomplishment

S

Harvey

I need to know what I am 
supposed to make or 
finish, otherwise I lose 
interest. Goal and rule 
clarit

S

Harvey

If the rules and final goal 
are not clear, it is harder 
for me to stay engaged in 
the game. Goal and rule 
clarit

S

Harvey

If the game has several 
steps, I need to 
understand the order 
clearly before I can guide 
someone else through it

Y

Harvey

Partner cooperation and role division

It helped when we 
discussed clues together 
instead of one person 
doing everything alone

S

Harvey

Some games feel 
awkward for two people if 
one person mainly 
operates and the other 
mostly watches.

S

Harvey

I can guide an older 
partner, but the game 
should also provide 
support so that I do not 
always become the 
instructor

Y

Harvey

I think the game works 
better when both people 
can talk, cooperate, and 
move toward the same 
goal together

Y

Harvey

The first round was mostly 
for learning the rules, and 
the second round felt 
much smoother once I 
understood the process

S

Harvey

I would like games more if 
they connected to familiar 
Chinese cultural 
background, such as 
mahjong or things I 
already know

S

Harvey

nboarding and familiarity

Practice matters because I 
need time to get used to 
the game before I can 
really enjoy it

S

Harvey

My first attempt does not 
show my real ability 
because I am still trying to 
understand how the game 
works.

S

Harvey

The more I play, the easier 
and more enjoyable the 
game becomes

S

Harvey

I think older players would 
benefit from clearer hints 
on the screen, especially 
for actions like rotating or 
moving things

Y

Harvey

Cultural familiarity

I would like games more if 
they connected to familiar 
Chinese cultural 
background, such as 
mahjong or things I 
already know

S

Harvey

I naturally compare digital 
games with familiar offline 
activities like mahjong, 
poker, or chatting

S

Harvey

Time pressure and pacing

I liked the timed challenge 
because it felt exciting 
and made me want to try 
again if I failed.

S

Harvey

I found the countdown 
stressful, and I do not 
think that kind of pressure 
always suits older players

S

Harvey

I still want some challenge 
in the game, because if it 
is too easy or too slow, it 
becomes less interesting

S

Harvey

I do not want to feel 
rushed when I play. Lower 
pressure pacing feels 
more suitable for me

S

Harvey

I think countdown 
pressure can make 
cooperation harder 
because people may miss 
information when they 
rush

Y

Harvey

Intergenerational value and willingness to return

I found the activity fun, 
fresh, and good for my 
mood, and I would like to 
join again.

S

Harvey

Playing with young people 
felt lively and enjoyable, 
and that was part of what 
made the activity valuable 
to me

S

Harvey

I would join again because 
the activity created 
participation, 
accomplishment, and a 
different kind of 
interaction across ages.

Y

Harvey

I have not played with 
young people for a long 
time, so this activity felt 
meaningful to me

S

Harvey

I would participate again if 
there were more activities 
like this.

S

Harvey


