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Why Mental health? 

“The World Health Organisation predicts that by 2030 depression 
is going to be the number one cause of global disability. We not 
only wanted to create a tool that enabled people to take control 
of their mental wellbeing, but to also try and tackle the stigma 
associated with the topic.”

—NICKI SPRINZ, USTWO
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How to change the relationship between

TECHNOLOGY

OURSELVES

PEOPLE

COMMUNICATION OURSELVES

Who are you?
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Introverts

Extroverts

Ambiverts

Who are you?
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Jenny Chen

“I usually want to do something 
when I feel nervous or sad, at least 
some small things, like play with my 
pen, keeping talking, texting. I mean 
anything that could distract my 
attention.”

20 years old / ArtCenter college of 
design student

“Yea, like most of people, I am not 
too quiet or too outgoing. I feel 
nervous sometimes, you know, we 
have to live under pressure in this 
school.”

Manato Ushiyama

27 years old / ArtCenter college of 
design student

“I am an in introvert for sure. At 
least I think I am. See, sometimes 
you don’t know who you are and 
how you feel. Some people, like you 
think I am an extrovert, but I am an 
introvert. So, it is very hard to just 
tell people how do you feel.”

“But it’s usually to tell people how 
you are not feeling.”

Sean Peterson

27 years old / ArtCenter college of 
design student

“I am 100% extrovert. Yea, there is 
no doubt. I can deal with a lot ner-
ous, I mean I usually just don’t think 
too much. But in some particular 
case, like if I meet my ex-girlfriend, 
I am usually easy to be mad. I want 
to something that could make me 
calm down. ”

Interview



7

The Real Deal

About 15 million American adults 
have social anxiety disorder.

36 percent of people with social anxiety disorder report symp-
toms for 10 or more years before seeking help.
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How do we feel logically?
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STRENGTH

TIME

EXPRESSION

What’s your mood?

How strong is your feeling?

What’s your mood?
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The “Hello” app is an exprienc to 
calm people with social anxiety. It’s 
an app to in crease self-awareness, 
improve emotional wellbeing, and 
promote healthy social intenactions.

MISSION STATEMEMT
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To create an interesting communica-
tion therapy too to help social anxi-
ety people develop healthier thinking 
habits, improve emotional health.

PRODUCT VISION
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Christine Berkley

“I think I am an normal person. But 
sometimes, I still feel I have trouble 
about communicating to others, 
that makes me feel nervous.”

Christine, 32 years old, is working 
for a big corporation. She has a lot 
friends. But she usually gets nervous 
when she has a public speech or 
talk to the leaders in her company. 
She can balance her working life 
and personal life well.
She likes outdoor sports and going 
through social media.

Persona

Lei Wong

“I am not that outgoing. I usually 
feel anxiety when I stay at a public 
space like classroom or mall. I don’t 
have close friend in real world. My 
best friend is my phone.”

Lei, 28 years old, is studying 
computer science in university. He 
doesn’t like to talk to people. He 
has hard time to find a partner and 
speak to the public. He usually feel 
super nervous at the night before 
a presentation or a other social 
event. That makds him couldn’t 
sleep well.

Jane Lee

“My friends called my social but-
terfly. But sometimes I get too 
much to communicate to others, 
like I couldn’t fall asleep before 
a presentation because I am too 
excited.”

Jane, 22 years old, is working for 
a small company as a sales person. 
She really likes talking to people, 
but sometimes she becomes too 
excited that be hard to control 
her own words and body language. 
She feels bad about it and want to 
change it. 
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SOLUTION
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Uerflow v.1

MOOD TRACK
How do you feel?
What’s the matter?

GAME PLAYING

MOOD ANALYSIS
(weekly/monthly)

Positive
(level)

From slow
to quick

From 
quick to 
slow

Finish story;
Collect the lights;
Listen to the calm music;
Move finger gently
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Uerflow v.2

MOOD ANALYSIS
(weekly/monthly)

Based on the user 
moments to describe 
the speed of game.

Finish story;
Collect the lights;
Listen to the calm music;
Move finger gently

USER DECISION

The length of game

The power of pushing

GAME PLAYING

LISTEN TO MUSIC

Adjust 
the Reuslts

Mood Track
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How to be touched?
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process
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Graphic GuideLine

A STORY OF FINDINF COURAGE.

MARK

ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghi jk lmnopqrstuvwxyz
1234567890

ROUNDED ELEGANCE

TAG LINES

COLLECT THE LIGHTS.

CALM YOURSELF DOWN.

ELEMENTS

TYPOGRAPHY

BRANDO TEXT
ABCDEFGHIJKLMNOPQRSTUVWXYZ
abcdefghi jk lmnopqrstuvwxyz
1234567890

TYPOGRAPHY

C=5% M=3% Y=29% K=2%
R=235 G=230 B=187

C=14% M=25% 
Y=100% K=0%
R=224 G=185 B=36

C=35% M=55% 
Y=78% K=18%
R=149 G=107 B=68

C=74% M=6% 
Y=37% K=0%
R=36 G=176 B=173

C=99% M=82% 
Y=45% K=45%
R=12 G=42 B=45

Based on the colors of ocean, sky and universe

CHARACTER DESIGN

IDENTITY INTEGRATION

The “Hello” app is an experience to calm people with 
Social Anxiety.
It increase self-awareness, improves emotional wellbeing, 
and promote healthy social interactions.

MISSION STATEMENT

MISSION STATEMENT

Sponsored by

CHARACTER DESIGN

Antonio, a little traveller, lives in a 
fantasy world. He always collects 
lights for being a brave person.
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Final design (part)

Loading page Instruction login page
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Pressure testing Headphone Game map
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In game Mood analysis summary
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setting page setting page


