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What is Mental Fithess?

e A state of psychosocial well-being
(having a positive sense of how we feel, think, and act)

e [mproves ability to enjoy life
e Contributes to innate ability to be self-determined

e Mental health as important as Physical health and needs to be
valued and taken care of equally



Choosing Kids as Audience

e Introduce healthy mental fitness habits

e Take the knowledge with them when growing older
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Appealing to them
with phone and themes

e Mobile app engaging and teaching healthy mental fitness habits
e Portable nature of the mobile phone devices

e Enable them to access the game easily and encourage interaction



Appealing to them
with phone and themes

e Children enjoy bright and unique themes
e “Monsters”

e ‘Teach’ their monster and .|
simultaneously learning )




e Game encourages creativity by

Character creation screen House customization options
e The game will be interactive

e Value the child’s participation and prompt their creativity.



Features

(Stats of the game)

e |[nvolves looking after a virtual reality character

e Encourage the maintenance of health habits

(If the stats of the monster drop too low,
moster’s appearance and movement will change)




e The monster sleeps at a certain time
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e A penalty to the sleeping stat and the mental health stat
(if the monster is woken up too early)



e The same goes if the monster does not get feed or
if the child does not take care of the monster’s hygiene




o If these three stats are not looked after,
it will have an effect on the mental health bars.




e The only way to take care of the health bar is
to take care of the stats or to interact with a friend

e Represent mental fitness

e How it is important to implement healthy habits into your life

e Take care of your mental health




e The screen will darken when the mental health bar is too low

It will stay like this until the child takes care of the monster



Footsteps Currency

e Unlockable items can be purchased with the currency “Footsteps”

e Child earns “footsteps” when walking and playing the game outside
(the number of steps by the travel distance)

e Encourage the children to be ourdoor .
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Communication with monster

e Gameplay feature involves communicating with the monster
(tapping on them and initiating conversation)




Communication with monster

e The monster will ask about the child’s day

How are you today?

e Encourage the child to think about their life
and reflect on their habits Happy

Sad

Grumpy

Tired Jl




Thank You
For Listening !




