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Introduction
● Previous mental health apps had issues surrounding validity and 

patient confidentiality, making it especially difficult dealing with such a 
broad and unfamiliar topic.

● We approached the app as a method to cope with mental health 
issues and as a resource for getting proper help, especially in times 
of a crisis. 

● We’ve created an app that helps Chapman students connect with one 
another and help others find ways to deal with their mental health 
issues with specific modules.

Conclusion & Future Directions
We conducted a survey to determine the most common 
mental health struggles among Chapman University 
Students, and during these four semesters we found the 
following solutions to each struggle in the form of modules 
for our Mental Health App.  

○ Social Anxiety 
■ Meditation and Chatting Modules1,4

○ Depression 
■ Words of Affirmation and Games Modules2,3

We believe that our Modules have a high probability of 
allowing Chapman University to have a safe space in 
terms of mental health and to create less of a stigma 
around it. This app could allow for a healthy community to 
be created and for a conversation to be started.

We hope to continue to develop our app by creating a 
professional relationship with Chapman University to get 
our app into the hands of the students. We also want to 
work with Chapman University professionals to develop 
this app technically so that the app can be fully created. 
With the help of these professionals we hope to have a 
fully functional app in terms of having an app that can 
interact with other users as well as having the system to 
make this a Chapman University only login application. 
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Figure 2
Our team created a miro mind map in order to map out all of our visions for 
the app.  We mapped out each app page in blue with each of the options 
on each page in green and all of the notes in yellow. 

Our Grand Challenge
Mental health issues in college students have drastically increased since the beginning of Covid-19, with social distancing 
regulations limiting treatment options5.  We have created a mental health app to help college students manage their mental health.

Figure 3
Figma mockup was used to plan out the specific design of the app. Simple interactions 
were also included, and the Figma was used as the template for the final app. 

Figure 1
Results from a survey that we created and sent out to the Chapman 
community. We surveyed 101 Chapman students to best cater to the 
needs of the Chapman community.  The survey helped us determine 
which mental health issues to target.

Figure 4
Picture of our code for the profile set up and how it translates into the application on 
an iphone. Here, the code for inputting a user password is enlarged.

Figma and Application Results
We decided to create an App that includes words of affirmation, meditation, chatting, and 
games as we found studies that supported these improving mental health.1,2,3,4  We also 
wanted to make the app customizable for each user so that the could feel as though the app 
was catered directly towards them. We added a resources page as well so that if the user felt 
like they needed any form of additional help with their mental health, they would be able to 
find it.

Survey and Mindmap Results
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