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As a student sits at his 
desk in the new library, there will be a new device 
next to him. There will be a small LCD screen and a U-Card scanner which 
can register who is working at that desk and what their subject discipline is. 

Scientific Research has shown that it is optimal to have a break for at least 52 minutes when 
working (1). At this time, a simple, unobtrusive text message will be displayed that lets them know 
about an interdisciplinary game that they can choose to get involved with the press of a button.

This suggestion will be made by a discrete, low profile LCD display on each desk, accompanied by 
two buttons – ACCEPT or DECLINE.

If they are focussed on their work, the screen changing will not be noticeable, and so will not 
interrupt their flow. 

The question on the screen will read, for 
example:

DO YOU WANT TO PLAY A QUICK GAME OF 
FOOTBALL?

Other possible activities could include, 
Dodgeball, TableTennis or Pool.

If they reject, the system could suggest a 
different game when another opportunity 
arises. This time it could recommend a 
cognitive activity.

This will promote Serendipity by targeting 
a key problem that students face; they do not feel comfortable introducing 
themselves to others on their course without an open-ended opportunity for discourse. 

Providing friendly activities and a sense of team unity within disciplines will give students the tools 
they need to meet new course mates, as well as opponents from different disciplines, in a 
Non-Awkward and Easy-Going Environment. 

We hope that this will catalyse serendipity and provide the students with a network of 
acquaintances able to support them academically. 

Furthermore, the scheme will improve the Mental Welfare of students by creating budding 
friendships, and through exercise itself. Modern research has concluded that anxiety and clinical 
depression can be treated by physical and cognitive exercise. As such, we hope that this will keep 
Bristol students Fit, Happy and Focused!

SERENDIPITOUS BREAK ACTIVITIES

Physical 
Activity

There will also be a range of cognitive activities such as Quizzes, Speed 
Chess and Connect4.

If the student accepts the offer, they will be informed of the location and 
time of the activity (usually occurring within the next 5 minutes). 

The system will aim to make teams of people who are on the same course, 
and they will compete against a team from a different discipline. e.g.

MATHS vs PHILOSOPHY

All games will aim to be approximately 17 minutes long, as research found 
that to be the ideal length of time for a break before returning to work (1).

Points will be awarded to the winning disciplinary team, adding 
competition and camaraderie to the library spaces! The score will be 
totted-up on a leaderboard for all to see.

Cognitive 
Activity

Reference: (1) Seiter C. (2014). The science of taking breaks at work: How to be more productive by changing the way you think about downtime.


