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1. PROBLEM
What  we  know about  the  con tex t .  What  p rob lem a re  we  answer ing?  What ' s  a t  s take?
What  needs?  What  cons t ra in t s?  Why  i s  th i s  p rob lem impor tan t?

In  regards  of  the mass ive steps  in  technology ,  the v i r tual  revolut ion ,  the
commodif icat ion of  the soc iety  and other  dynamics  that  reshape our  human
interact ions ,  we decided to  explore  the issues  around lonel iness  in  our
contemporary  soc iet ies .  Paradoxical ly ,  a l though means of  communicat ion have
never  been th is  d iverse  and ef f ic ient ,  v i r tual  interact ions  cannot  take over  real
human exchanges .
 
The French Nat ional  Stat is t ics  agency publ ished th is  year  i ts  latest  report  on
human isolat ion and lonel iness ,  and the f indings  are  both part icular ly  surpr is ing
and alarmant .  Indeed,  we might  feel  that  technology ,  mobi le  phones ,  internet  and
socia l  medias  made our  wor ld  more “connected”  than ever  before ,  but  we would be
wrong to  th ink so .
 
The study f rom the nat ional  s tat is t ics  agency ,  INSEE shows that  having f requent
socia l  re lat ions  is  associated with  better  l iv ing condit ions ,  increased secur i ty  in
case of  d i f f icul t ies ,  and global ly ,  better  wel l -being and heal th .
 
The study shows that  lonel iness  af fects  d i f ferent  types  of  generat ions  and not  the
elder ly  as  we might  th ink .    In  fact ,  in  2015,  3% of  the populat ion above 16 years
were isolated f rom thei r  fami ly  or  non-famil iar  surroundings ,  in  the sense that
they dot  not  having any phys ical  meet ing or  d is tant  contact  anymore every  month
outs ide thei r  household .  
 
Soc ia l  lonel iness  i s  part icular ly  associated with  economic  vulnerabi l i ty ,  degraded
health  and last  but  not  least  a  lower  level  of  wel l -being .  In  addi t ion to  that ,  in
case of  d i f f icul ty ,  i solated people  have 30% less  chances  to  get  help  compared to
non- isolated people .  
 
I solated people  are  logical ly  less  engaged in  sport ive  act iv i t ies  or  soc ia l  ones
such as  volunteer ing .  In  addi t ion to  that ,  they tend to  communicate  less  v ia  soc ia l
networks  when there  are  they are  equipped with  internet .  F inal ly ,  they tend to
feel  less  heal thy .  Thei r  lack  of  soc ia l  l inks  impacts  thei r  wel l -being even more
rather  than thei r  “mater ia l i s t ic  s i tuat ion” .
 
Whi le  urban areas  are  more and more crowded and gather  a  lot  of  the economical ,
bus iness-re lated as  wel l  as  soc ia l  act iv i t ies ,  rural  areas  tend to  be more and more
deserted .  Indeed,  the rural  populat ion in  France f rom 2006 to  2018 decreased
from 22,6% to  20%.
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Even decentralization dynamics that try to integrate medium-sized cities appear to be leaving the rural
areas left appart. Worse, there are many evidence of increasing isolation of the rural areas; many jobs or
activities are disappearing from them. Cities are much more dynamic than villages due to their
concentration of the cultural life, activities and infrastructure.
 

20%
of the population in France

lives in rural areas

Cohesion comes f rom the Lat in  word “cohaerere”  ( to  s t ick ,  to  be t ied together” )
and refers  to  the sense community  and the sol idar i ty  that  could exist  in  a  soc iety .
According to  Tönnies  (1887)  and Durkheim (1897) ,  a  cohes ive soc iety  can be
def ined as  being :  “character ized by  res i l ient  soc ia l  re lat ions ,  a  pos i t ive  emot ional
connectedness  between i ts  members  and the community  and a  pronounced focus
on the common good”  (Bertelsmann Foundat ion ,  2013:  12) ” .  Soc ia l  cohes ion ,  or  in
other  words ,  the tendency of  indiv iduals  to  connect  with  others  and part ic ipate  in
c iv ic ,  soc ia l  and pol i t ica l  act iv i ty ,  i s  a  c ruc ia l  component  for  economic
performance and has  d i rect  repercuss ions  on the qual i ty  of  inst i tut ions ,  and thus
economic  growth .  More important ly ,  be ing part  of  a  soc iety  has  pos i t ive  impacts
on indiv idual  wel l -being .  Indeed,  i t  has  be proved that  there  is  a  pos i t ive
relat ionship  between overal l  soc ia l  cohes ion and wel l -being .  (Delhey ,  J . ,  &
Dragolov ,  2016) .  There  is  a  growing bel ief  that  soc ia l  cohes ion is  decreas ing in
Western developed countr ies ,  and even more in  rural  areas .
 
Therefore ,  we are  fac ing two problems that  are  connected to  one another .  F i rs t ,
the marginal izat ion of  the rural  areas  because of  a  lack  of  inf rast ructure  and
act iv i t ies  as  wel l  as  the increas ing feel ing of  lonel iness  that  af fects  the d i f ferent
types  of  generat ions  l iv ing in    the rural  areas .  So how could we assess  lonel iness
in  rural  areas ,  knowing that  rural  areas  lack  of  inf rast ructure  to  enforce
cohesiveness  between the generat ions  ?  More especia l ly ,  the ra is ing quest ion thus
are  how can we create  and provide enterta inment  that  could answer  the problem
of  evaporat ing real  soc ia l  interact ions ;  how can we make rural  populat ions  soc ia l ly
act ive  in  real  l i fe ,  by  developing real  connect ions  and soc ia l  cohes iveness  instead
of  v i r tual  communicat ion;  how can we integrate  people  that  are  s t ructural ly
isolated around cross-generat ion act iv i t ies?



 
The idea that  we came up with ,  knowing the constra int  previously  exposed,  i s  that
the answer  would be at  the core  of  the rural  populat ion ,  the answer  is  to  foster
communicat ion with in  the exist ing rural  community  thanks  to  a  mix of  phys ical ,
cul tural ,  problem-solv ing as  wel l  as  technological- immers ive  act iv i t ies .  This  i ssue
matters  to  us  because we want  areas  that  are  s t ructural ly  more isolated not  to  be ,
in  addi t ion ,  cut  f rom socia l  interact ion ,  especia l ly  with in  the community .  We th ink
that  we can f ight  the lonel iness  of  populat ions  in  rural  areas  by  f i rs t  developing
real  soc ia l ly-cul tural  interact ions  among them.The problémat ique that  came out
f rom our  ref lexion is
 
 

" H o w  c a n  w e  a s s e s s  t h e  l o n e l i n e s s  o f  r u r a l
p o p u l a t i o n s ,  k n o w i n g  t h a t  r u r a l  a r e a s  l a c k

i n f r a s t r u c t u r e  t o  e n f o r c e  c o h e s i v e n e s s  a m o n g  a l l
t h e  g e n e r a t i o n s  o f  o n e  r u r a l  c o m m u n i t y ? "
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2. PROPOSED CONCEPT
Name ,  de ta i l ed  desc r ip t ion ,  Scope  Which  o the r  so lu t ions  do  ex i s t ?  Why  i s  your
so lu t ion  e f f ec t i ve?  Or ig ina l ?  Feas ib le?  POC and  tes t s

We want  to  f ind a  solut ion to  soc ia l  inc lus iveness  of  rural  populat ion ,  by
elaborat ing a  concept  that  wi l l  increase thei r  own cohesiveness .  In  order  to  do so ,
we thought  of  provid ing enterta inment  through act iv i t ies ,  to  keep i t  fun and
making i t  at t ract ive .  These act iv i t ies  would requi re  the part ic ipat ion of  everyone,
every  generat ion ,  because they have d i f ferent  sk i l l s  that  would be requi red to
complete  the tasks ,  so  that  no part  of  the community  would be lef t  apart  ( for
instance ,  some tasks  would requi re  the agi l i ty  of  teenagers ,  others  would requi re
the knowledge of  e lders ) .
 
The act iv i t ies  wi l l  range f rom phys ical  act iv i t ies  in  teams to  develop soc ia l
cohesiveness  to  problem-solv ing act iv i t ies  based on cul tural  knowledge and
ref lexion .  Indeed,  we bel ieve that  with  th is  mix of  act iv i t ies  we can target
proper ly  the d i f ferent  generat ions  l iv ing in  the rural  areas ,  f rom chi ldren ,  parents ,
s ingle  people  to  e lders .
 
In  addi t ion ,  in  order  to  enforce cohesiveness  and create  a  real  feel ing of
belongingness ,  the idea is  to  make compete two di f ferent  v i l lages ,  so  that  each
community  share  the object ive  of  winning .  The use of  new technologies  such as
AR,  VR. . .  i s  a  great  tool  to  s imultaneously  connect  two v i l lages .  Moreover ,
br inging these new technologies  to  rural  areas  has  the purpose to  include these
isolated places  in  the d ig i ta l  and v i r tual  revolut ion ,  making these populat ions
f r iendl ier  with  these technologies .
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Eventual ly ,  in  order  to  provide th is  serv ice ,  we thought  of  a  mobi le  ent i ty .
Therefore ,  two buses/t rucks  that  would t ravel  f rom vi l lages  to  others  seems l ike
an appropr iate  way to  reach out  to  the v i l lages  (as  i t  i s  inspi red by  c i rcus ,  fa i rs . . . ) .
The bus  would help us  reach out  to  these places ,  and would conta in  a l l  mater ia ls
and technology requi red to  do the games .  Thanks  to  th is  mobi le  ent i ty ,  the rural
populat ion wi l l  have the opportuni ty  to  d iscover  and part ic ipate  to  new act iv i t ies
without  moving .
 
 

W e  h a v e  d e c i d e d  t o  n a m e  t h i s  p r o j e c t
“ A c t i ’ v i l l a g e ” ,  t o  l a y  e m p h a s i s  o n  “ a c t i v i t y ”  s i n c e

w e  a r e  b r i n g i n g  e n t e r t a i n m e n t  t o  t h e  v i l l a g e ,  a n d
a l s o  o n  “ a c t i v e ”  a s  t h i s  i s  a  p a r t i c i p a t o r y  p r o c e s s

t h a t  b r i n g s  p e o p l e  t o g e t h e r .

Our solut ion seems ef fect ive  as  i t  wi l l  br ing a  f resh ,  new in i t iat ive  to  isolated
areas  and our  game requi res  the part ic ipat ion of  a l l  the d i f ferent  types  of  people
to achieve the tasks ,  therefore  col laborat ion is  a  necessary  component ,  and
hopeful ly  outcome of  the act iv i ty .  I t  i s  or ig inal  as  no other  in i t iat ive  looks  s imi lar
to  ours .  There  are  some attempts  to  br ing cul ture  or  enterta inment  to  i solated
areas  (such as  the mobi le  museum) ,  but  our  main focus  real ly  i s  to  gather  an
ent i re  v i l lage ,  make them have fun together  with  our  game,  so  that  they wi l l  have
a much st ronger  cohesiveness .  Eventual ly ,  i t  i s  logist ical ly  qui te  s imple so i t
seems total ly  feas ible  (an important  in i t ia l  investment  is  requi red to  acqui re  the
mater ia ls :  two t rucks ,  VR and AR technology devices  for  the games and to  connect
the two v i l lages ,  and an event  tent ) .



3. EXPECTED POSITIVE
    IMPACTS
(Quant i ta t i ve  &/or  Qua l i ta t i ve )  sus ta inab i l i t y  o f  the  so lu t ion

 
 
 
 
 
 
 
 
 
 
 
 
 
 
There  is  a lso  an educat ional/cul tural  impact  to  our  pro ject .  Indeed,  as  expla ined
before ,  the game would requi re  the part ic ipat ion of  every  generat ion ,  u l t imately
creat ing a  dynamic  of  shared knowledge (e lders  would t ransmit  thei r  general
knowledge to  teenagers ;  teenagers  would share  thei r  technological  knowledge
with e lders  for  instance) ,  that  could a lso  help  reduce exist ing knowledge/cul tural
inequal i t ies .  We bel ieve that  “Act i ’v i l lage”  wi l l  s t imulate  intel lectual  cur ios i ty  at
any age .  F inal ly ,  s ince we wi l l  re ly  heavi ly  on new technologies ,  the game could
also be seen as  a  sort  of  VR and AR t ra in ing ,  g iv ing rural  populat ions  a  d i rect
access  to  use and exper ience them.
 
By br inging people  together  and enhancing cohesiveness  we wish to  create
communit ies  where people  want  to  l ive  and to  s tay .  The d i f ferent  act iv i t ies  wi l l
potent ia l ly  to  enhance the ta lent  of  the rural  populat ion and help them to
succeed .  Furthermore ,  our  solut ion may leverage assets  to  develop a  s t rong
business  c l imate in  the rural  areas  thanks  to  network ing for  example .
 
The solut ion is  susta inable  because the dynamics  dr iv ing act iv i t ies  out  of  the
vi l lages  are  s t i l l  v iv id ,  meaning that  the communit ies  wi l l  keep on being
disconnected f rom socia l  l i fe ,  mainta in ing the need to  bui ld  a  s t rong community
and feel ing of  belongingness .  When i t  comes to  the content  of  the act iv i t ies ,  we
could create  d i f ferent  vers ions  of  the game in  order  to  keep on sparkle  interest .
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The major  pos i t i ve  impact  that  we  want  to
reach  i s  to  inc rease  soc ia l  cohes ion  among the
v i l lage ’ s  communi ty ,  there fore  reduc ing  the
fee l ing  o f  lone l iness  by  deve lop ing  new in-
rea l - l i fe  in te rac t ions .  By  reduc ing  lone l iness ,
we  wi l l  then  inc rease  the  wel l -be ing  o f  the
rura l  popula t ion  which  wi l l  to  mere ly  bet te r
l i v ing  s tandards  and  hea l th  outcomes .  We a l so
see  our  p ro jec t  as  be ing  a  way  to  b r ing  more
act iv i ty  and  l i fe  fo r  everyone  in  the
communi ty ,  and  do ing  so  by  p rov id ing
enter ta inment  and  fun .



4. MAJOR RISKS AND ACTIONS  
    TO REDUCE THEM

Since we provide a  mobi le  serv ice ,  the temporary  and hence per ishable  nature  of  a
movable  ent i ty  may fa i l  to  create  a  long-term impact  or  be sure  that  the game has
been ef fect ive  on increas ing cohesiveness ,  we might  then have to  th ink of  some
kind of  fo l low-up.  The f i rs t  s tep could be survey ,  ask ing each part ic ipant  to
evaluate  Act i ’v i l lage and how they feel  about  the outcomes .
 
Another  r i sk  would be that  there  is  not  enough awareness  for  our  serv ice  and/or  a
lack  of  mot ivat ion f rom communit ies  to  take part  in  the game,  indiv iduals  that
have no interest  at  a l l  in  new technologies  (a l though we want  to  sparkle  the
interest ) ,  or  even proponents  that  would be ref ractory  to  have external  int rus ion
into the community .  Work ing a long with  the local  representants  seems l ike  a  way
to make sure  there  is  a  s t rong,  beforehand,  connect ion with  the community  and i t
i s  a lso  a  way for  our  team to meet  the expectat ions  of  the community .  We should
also make sure  to  respect  the local  envi ronment  and the v i l lage so that  v i l lagers
wouldn ’ t  feel  l ike  being bothered by  our  act iv i ty ,  and for  us  to  make the best
poss ible  impact .
 
I t  wi l l  a lso  be d i f f icul t  to  target  and engage people  who are  the lonel iest .  They
would not  feel  integrated at  f i rs t  and therefore  would not  be impl icated in  the
process .  They could a lso  be too shy to  take part  in  such a  soc ia l  gather ing and too
scared to  t ry  something new.  This  i s  our  ro le  to  communicate  c lear ly  that  we want
to  create  a  fun and safe  place for  everyone to  part ic ipate .  To reduce the r isk  of
not  being able  to  target  the people  that  are  the most  l ikely  to  benef i t  f rom
Act i ’v i l lage ,  having the help of  the local  counci ls  or  v i l lage associat ions  for
instance would be n ice ,  as  they of ten know al l  the members  of  the community .
 
There  are  a lso  more tangible  and logist ic  r i sks  such as  any power  shortage ,  or  a
technology defaul t  r i sk  that  would completely  make our  act iv i t ies  imposs ible .  In
addi t ion ,  we wi l l  need agreement  of  local  author i t ies  (pol ice )  for  our  event  to
happen in  the publ ic  space .  Eventual ly ,  s ince we are  a  movable  serv ice  and we
would use 2  t rucks ,  there  is  an undeniable  ecological  negat ive  impact  that  cannot
be avoided .
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5. DEPLOYMENT STRATEGY
    AND MAJOR MILESTONES
How cou ld  your  so lu t ion  be  imp lemented?  Wi th  what  ma jo r  s teps?

Since we wi l l  promote ourselves  as  being a  movable  game,  the f i rs t  s tep is  to
create  content ,  meaning that  we have to  create  the d i f ferent  games that  would be
used in  VR and AR.  Some of  the tasks  would requi re  more intel lectual  games ,
other  would be more about  general  knowledge,  some would requi re  phys ical  sk i l l s
and abi l i t ies .
 
Acqui r ing a l l  the necessary  mater ia l  i s  an essent ia l  s tep in  the process ,  as  we re ly
most ly  on our  two t rucks  and on the VR and AR technologies .  In  addi t ion ,  we
would a lso  need an event  tent  to  create  a  more proper  space to  use the
technology to  do the game and complete  the tasks .
 
The communicat ion is  a lso  a  cruc ia l  s tep in  the process  as  we need to  be known
and recognized by  the v i l lages .  We wi l l  need to  network  with  the local
communit ies  to  mot ivate  them to take part  in  the act iv i ty .  A  s t rong market ing
campaign seems necessary  to  create  a  s t rong brand image and brand awareness ,
and therefore  pos i t ion ourselves  as  p ioneers  in  th is  market .
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Eventual ly ,  in  case of  success  af ter  the implementat ion ( f i rs t  2  years ) ,  we could
create  a  k ind of  “nat ional  compet i t ion” ,  where each winner  of  a  “ f ight”  would
compete with  another  winner ,  unt i l  there  is  only  one v i l lage lef t  ( that  would be
the ul t imate winner ) .
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6. RETURN ON INVESTMENT
    ANALYSIS
Gross  es t imated  cos t s  and  bene f i t s    ( i nves tment  and  run )

The in i t ia l  investment  would be the most  important  part  of  the costs ,  as  we need
to acqui re  two t rucks  and embel l ish  them;  VR and AR technologies  for  both t rucks ,
and event  tents .  There  is  a lso  the cost  of  c reat ing the “v ideo games”  that  wi l l  be
used along with  the VR and AR technologies .  We also need to  run a  websi te  for
market ing and booking inqui r ies .
 
Numer ical ly  speaking ,  the two,  embel l i shed,  t rucks  would cost  300,000€ each .
Creat ing the v ideo games would cost  200,000€,  the technological  tools  (VR /  AR
masks ,  TV screens ,  tablets )  would cost  100,000€.  We also est imated the d iverse
furni tures  to  cost  us  10 ,000€.  Consider ing these f ixed costs ,  the in i t ia l  investment
would be around 1 ,000,000€.
 
There  wi l l  a lso  be var iable  costs ,  such as  tol l  gates  fees ,  gasol ine or  insurance for
the mater ia ls ,  as  wel l  as  labour  force  salar ies .  We wi l l  a lso  have to  invest  great ly
in  market ing in  order  to  gain  recognit ion in  i solated areas  which could be a
chal lenge .
 
Our  benef i ts  would most ly  come f rom part ic ipat ion fees  of  p layers .  We ins is t  on
making them af fordable ,  so  that  pr ice  is  not  a  factor  opt ing-out  any part ic ipant .
Therefore ,  we est imated that  the pr ice  should be 10€ per  part ic ipant .
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 7. ORGANIZATION
Who cou ld  be  pa r tne r s ,  sponsor s  o f  the  p ro jec t ?

As expla ined before ,  the partners  we need are  essent ia l ly  the local  counci ls  (Maire
du v i l lage) ,  v i l lage associat ions ,  or  even schools ,  as  they would act  as
intermediar ies  between us  and the populat ion before  our  ar r ival .  Thei r  ro le  would
also be to  mot ivate  v i l lagers  to  part ic ipate ,  and advert ise  us  to  segments  that  are
harder  to  get  to  through common channels .
 
Regarding sponsors ,  we could hope for  the help of  the Consei ls  Départementaux
or  even Consei ls  Régionaux,  to  promote our  serv ice  or  f inancia l ly  help  us  -  as  we
are provid ing both enterta inment  and a  soc ia l ly  responsible  serv ice  to
communit ies  that  are  under  they governance but  that  are  most  l ikely  to  be lef t
appart .


