[Practical game for mental health]

1. Introduction
Of the many themes and ideas tackled in different games, mental health has stood out as a topic
that, when handled right, offers a chance for empathy, understanding, and discussion some might
argue is only possible through the medium of gaming.

It is a way to record one’s thoughts and reflect on them. It can sometimes be difficult to talk
about mental health issues with adults with bad eating habits (or children). One useful solution to
get around this is to participate in activities related to mental health awareness, so they can learn
in a more interactive way.

2. Target Group
- Adults with bad eating habits who have passed or are going through a trauma;
- Adults with children by giving to them a bad example of nutrition and behaviour;
- Trainer (who will facilitate the game).

3. Key Words
- Interactive game;
- Practical game;
- Useful activity;
- Fill the void;

- Mental health;
- Motivation;
- Involvement;
- Confidence;
- Group working.

4. Purpose of the game
- To involve adults (target group) into an interactive and practical game in order to achieve the
positive influence of mental health and to be prepared to fight against trauma and void through
additional tools.
Moreover, this practical game will offer the opportunity to have an exchange of knowledge and
to interact with other participants (adults).

5. Indoor or Outdoor Game?

- Indoor (but also outdoor, it depends on the weather).

6. Specific reason why this game has been developed
This game has been developed with the following specific reason:
- To raise awareness regarding the high power of a mental health by choosing and engaging in a
pleasant

and

funny

game

and

also

to emphasize to adults with negative eating habits that they could be involved in a different type
of practical activity which can be considered as an useful source of inspiration for them.

7. Materials
- Printed image;
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You have to analyzed the spatial relationships
between the objects that you see.
4th step:

Each participant has to describe own
feeling.

You have to describe the environment from the The role of this practical game is to
picture. Then write down a sentence about your involve the adults into an interactive
feeling and present to other participants.

game and to let them to overcome their
stress through friendly activities which
also involve group working.

5th step:
Each

participant

has

to

draw

the

own

interpretation (or they can imagine being inside
the environment) based on the full image.

9. Results of the game
- Increase awareness regarding the role of an interactive game;
- Overcome the state of sadness through positive thoughts;
- Increase the level of confidence and motivation;
- Overcome the stress;
- Encourage working group;
- Increase the level of interactivity.
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10. Queries & Consideration
Fortunately, there are all various ways to learn about mental health issues. It is an important
subject, however, as an increase in societal mental health awareness can have positive outcomes.
Additional resources can help the adults with health problems to increase the own level of
motivation and confidence and to have a positive thinking.

11. Conclusions
Through interactive games (not only video games) the adults with health problems have the
opportunity to ‘’forget’’ for a few moments about the stress.

It is safe to conclude that based on different practical and useful games the adults with bad eating
habits will be able to:
- Develop new basic skills regarding the communication;
- Improve competencies in changing the experience;
- Increase the level of confidence;
- Become active people;
- See the life with ‘’positive eyes’’.
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