
Toxic Productivity in Young Adults 
Theme: Life In Lockdown 

What if we are in a lockdown situation for more than a year?

Date and Place: 31st May 2020, India



Team

Name : Chahat Premprakashi
User Experience Design

Name : Sindhura Padakandla
Graphic Design

Somesh Nanda
Our mentor

Name : Raageshwari       
Kandaswamy
Graphic Design

Name : Srushti Atre
Product Design

Name : Shreya Dhar
Graphic DesignProfile 

Photo



Lockdown Scenario

TOXIC PRODUCTIVITY AND SENSE OF INSECURITY

How might Raghav, a college going student manage his time 
well at home without feeling insecure or inferior to peers.

Raghav, a third year college student is worried about managing his time 
well at home. Initially, he decided to spend his time well and take a 
break from all the college work but suddenly he’s feeling a sense of 
insecurity.

Not being able to see his peers, he’s worried he’s not using his time 
properly and his procrastinating a lot to get work done. He feels like 
he’s running a constant race against time and should spend his time 
smartly during the lockdown, so that he is not left behind from his 
peers. 

The constant need to be productive is stressing him out and he is 
unable to achieve anything professionally.



 

 

User Research (Sample Size - 54)

Almost 70% users 
prefer to work/study 

at the workplace

04 The environment 
of workplace is 
motivating itself. 

05 It’s a more driven 
and balanced 
environment.

01 Having like-minded 
people around 
helps work better

06 There are no 
distractions and we 
can focus better

02 Level of interaction 
is more with peers 
which triggers 
faster results.

07 Laziness and 
procrastination isn't 
an option

03 It's difficult to see 
your bed and work 
from home. 

WHY CHOOSE 
WORKPLACE OVER 
HOME?

users work best in driven 
environments or with 

deadlines

47%

users believe that 
competitive environments 
drive them to work better

63%

users are enrolling for 
online courses just because 
they’re scared of not using 
their time or of being left 

behind professionally

30%

Users either don’t feel 
motivated to work or are 

unsure

62%



Problem Identified

WHY IS IT AN URGENT PROBLEM?

PROBLEM STATEMENT                                                          
Toxic productivity and sense of insecurity experienced by 
adolescents and young adults caused due to the hypothetical 
extension of the lockdown in India.

VISION STATEMENT
How can we help young adults work efficiently and productively in 
a non competitive, optimistic, and stress-free environment.

About 60% users interviewed said they were negatively affected 
by toxic productivity. This sense of insecurity if left unattended 
could lead to mental health issues like stress, anxiety and 
sometimes even depression. This population today will soon be 
responsible for contributing economically to the country 
tomorrow. Thus, in order for us to deliver support to these young 
people to come out of mental pressure, we urgently need to 
emphasize on the problem and deliver an efficient solution.



Why did we choose 
the target audience in 
the age group 18-25? 
This age group is a crucial period to develop knowledge and learn 
skills and manage emotions. Toxic productivity and sense of 
insecurity during the lockdown is observed in adolescents and 
young adults. These ages will soon be responsible to contribute 
productively and innovatively to the economy. Providing a 
encouraging platform for the target audience to feel motivated 
and utilize this time to nurture into wellbeing will further enhance 
their future capabilities. 



Target User Persona - Raghav Raman

PROFILE

Age : 19                                                                                   
Job Title : Student, Unemployed
Gender : Male
Family Setting : Single; Young Adult . Lives in a nuclear 
family, with his younger sibling and parents. 

DEMOGRAPHICS

Income : N/A (unemployed)
Education: Pursuing an Undergraduate Degree 
(3rd year)

FEELINGS

Values & Goals: To spend time productively and 
improve his work profile. To make the best out of this 
lockdown time
Worries: Lack of a driving force to help bring out his 
creativity. Unable to find the engagement, zest and 
excitement provided in his university. Worried about 
employability prospects in the changing economic 
landscape.                                                                  
Influences: Social Media, Peers, Faculty, Professionals



Target User Persona - Ananya Desai

PROFILE

Age : 23                                                                                   
Job Title : Student, Freelancer
Gender : Female
Family Setting : Single; Young Adult . Lives in a nuclear 
family, with her and parents. 

DEMOGRAPHICS

Income : Earns from Freelancing jobs (Rs. 8000-10000)
Education: Pursuing an Post Graduate Degree

FEELINGS

Values & Goals: To finish her freelancing projects within 
the deadlines given to her. To manage college work 
with extra work. To get little bit time for herself too.
Worries: She spends a lot of time in front of her laptop. 
She's concerned that this might be her last chance to 
actually take a break in life but her constant need for 
achieving productivity will damage her mentally.                                                                  
Influences: Friends who are employed and earning 
well, Social Media, Peers, Faculty, Professionals



Explorations

SOLUTION IDEAS

1. Social media campaign

A campaign “No judgments, no advices” 
encourages people to take up activities without 
getting influenced from the addictive algorithms 
of social media apps.

A YouTube channel promoting ”Don’t Should,Try 
Could” works on the motto to not force our brains 
to work but take it easy on ourselves and 
promotes positivity during the lockdown.

The campaign “Lick your paw” helps people post 
about their smallest life achievements with the 
world and reward themselves for it.



SOLUTION IDEAS

2. A physical game

It is a game where the user solves the puzzle by setting 
his/her routine. This provides a learning experience of how 
unhealthy productivity can be harmful and helps users 
understand the need for a balanced life.This helps users to 
manage their time flexibly by setting realistic deadlines and 
encourages “No pain, more gain”. It recommends users to 
spend quality time equally on work and leisure.

This solution was not taken forward considering the 
difficulty in deploying a physical model during these times, 
when people are only shopping for essential needs.  
Additionally, the scare of having anything tactile delivered 
during the pandemic could reduce the effectiveness of our 
product.

Hence a digital solution was considered, that could help 
better to reach out to a larger portion of our target audience 
and provide maximum support to them.



Solution

HOW DOES OUR SOLUTION 
ADDRESS THE IDENTIFIED 
PROBLEM? 

Some of the major reasons of our identified problem 
range from the negative influence of social media 
which promotes excessive hours of working to the 
constant reminders by your kith and kin who further 
distance you from the idea of healthy productivity.

We introduce Bagua, a gamified version of productivity 
and task management app that helps people to feel 
productive even in the easiest work that they do while 
finding the essential balance in their life.



Assess, Improve and 
Enrich your life





Solution
Flowchart

The given activity diagram 
shows the basic flow of how 
the app will function

 



Bagua’s algorithm
Bagua is a gamified version of a productivity and task management application.This would help people avoid unhealthy buildup in their 
physical, mental and emotional bodies because of unnatural habits and toxic productivity that has resulted because of the lockdown .

You start this journey with your productivity buddy who ensures you stay productive, healthy and happy.  

There are several tasks assigned to experience leisure. Each of these activities improve your physical, mental and emotional health,   
improving your lifestyle and circumstances.

At the beginning set by the user of the preferable duration by the user (Daily, biweekly, weekly, monthly), tell your virtual buddy all that 
you have to do. It'll either automatically arrange it, prepare a schedule and present it to you or you can do it yourself based on your 
convenience.

Points are added for every task that is ticked off by the user like a to do list which gives a cumulative total score by the end of the week.

A personalised diary entry/or a letter to themselves can help the user vent out their feelings and aspirations that they would like to fulfill 
by the end of the scheduled duration which could help people uplift themselves without someone else nagging them

The appearance of the buddy fluctuates based on the performance of the person where it changes the opacity of the character’s forms 
from very dull to overwhelmingly bright in a way depicting the stress levels of the person which either encourages them to do better for 
harmony or gives them advice to not work themselves out.

Having a buddy reassures the user of guaranteed company along this journey of self-introspection which includes either talking about 
your vulnerabilities to it or seeking  professional help if stuck in a deteriorating mental health situation.
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User Experience

HOW DOES THE UX OF OUR SOLUTION 
LOOK LIKE?

1. Conveyance of infographics to present the 

idea in an easily perceivable way to the 
audience.

2. Simplistic action icons for a clear and 
consistent design.

3. Fresh color palette to convey a subtle and 
serene vibe suited to the liking of our target 
audience.

4. Visual hierarchy in icons and words to draw 
attention of the user towards the key elements.

5. Use of simple language to improve the 
personal touch and experience of the user. 

6. Use of quirky characters and elements for 
enhanced attention and a more novel 
experience.

The user adds in 
activities that s/he 

wishes to accomplish 
and clicks the 

automatic timetable 
call to action to 

generate a timetable.

The character 
(buddy) loses out on 
the colour if the day 
spent by the user is 
not well balanced. It 
then alerts the user 
for future course of 
action for a more 

balanced life.

Based on how the user 
balances his/her time 
he/she earns certain 
points. These points 
are converted into 

donations for charity 
based on funding from 

sponsors and 
advertisements.

The user can also 
choose to write a letter 

to himself/herself 
mentioning what 
he/she wishes to 

achieve. The letter 
opens only after the 

duration is over and the 
user can see how well 

he has managed 
his/her time

Important Screens



Process
DOUBLE-DIAMOND DESIGN PROCESS
By Design Council

The two diamonds represent a process of 
divergent and convergent thinking.

Discover. Understanding of the problem 
by  spending time with people who are 
affected by the issues.

Define. Definition of the challenge

Develop. Discussion of solutions to the 
clearly defined problem and studying 
inspiration

Deliver. Testing out solutions at 
small-scale, and study and work on 
outcomes

What is the problem?
Is it really a problem?
How do users define it?

Why does the problem exist?
What is the root cause of the 
problem?
What are we trying to solve?

Does this solve the problem?
Can we approach it differently?

What is the ideal solution?
Do users believe this solution 
can help solve the problem?
How can we improve?
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Impact
IMPACT OF OUR SOLUTION

The principle impact of the app is to remove the 
environmental frustrations as well as the stigma behind 
productivity being a certain rigid way. It also redefines 
the term productivity in a broader and positive sense, 
unlike competitor apps that cause irritability which leads 
to app fatigue 

Benefits the mental health of people who are 
constantly pressured by the overwhelming amount of 
work to the people who are underwhelmed due to lack 
of motivation.

It creates a global impact by donating the money 
earned through points to support the needy during this 
time along with a badge to honour the noble service.

All in all it attempts to make the youth aware and 
positively productive, reducing the impact of the mental 
strain caused by the lockdown.



Execution & Viability
HOW CAN OUR SOLUTION BE 
IMPLEMENTED AND SUCCESSFUL?

1. Despite the lockdown, an app like Bagua can be 
developed digitally from home by designers and 
developers collaboratively. 

2. It can be supported by sponsors who would like 
to donate to charity through collaborations.

3. Advertisement campaigns (which could include 
social media marketing, a website and an 
introductory promo video) could boost up the 
users within our target audience.

4. The success can be guaranteed by the 
attractiveness and comprehensive goodness of 
the site.

5. The number of installations and the dynamics of 
the app, positive feedback and reviews from the 
user would uplift the fame of the Bagua.



STAGE 2

Submission | Final
Now that you have completed the all sections in the deck. Please 
send an email out to ensure that your submission is on time. 

 
IMPORTANT FINAL SUBMISSION INSTRUCTIONS: 
Please ensure that you submit the following:

● Presentation Deck - Review your deck for completion 
and submit

● Video - Create a 3 min video (DO NOT EXCEED 3 mins) for the 
jury to evaluate and for the public voting. Imagine watching 
your video without any context. It should tell everything about 
the project, highlighting the problem, solution, and impact. 
Structure your video based on the evaluation criteria here

● Submission form - Complete a final submission form and 
embed a video link and the presentation link here

https://www.umo.design/explore/


Thank you!
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