HOW TO GET AWAY FROM MENTAL DISORDER
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GAMIFYING CBT: USING GAME TEUH AND NEURAL NETWORKS

10 TACKLE MENIAL HEALIH BARRIERS

Access to mental health resources remalns a <¢hallenge for many

this 1ssue, a . B

individuals, due to various karriers., [o address

treatment of mental 1llness whilch c¢an ke transiormed by gamlfiyvingdEs / |
Cognitive Behavioural Therapy (CBT) using neural networks and game \ J /
technologles. .
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The gamified CBT method can make therapy sesslons more pleasurable and gratifying by 1ncluding

game features like 1ncentlves, accomplishments, and feedback.




IMIHDE TO EE UNIQUE......

ACCESSIBILITY:

The gamified CBT sclution 1s avallakle to anykody with an

internet connection and can ke accessed from any location,

making 1t more avallakle to those whoe might not ke akle to

attend conventicnal face-to-face therapy sesslons.

FERSUNALLIZATIUN;

Using machine learning technigques, the therapeutl¢ experience
may be tailored to each user s needs and development in order

to hoost motlvation and engagement,
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The gamified CBI solution ¢an offer 1ndividualised, dynamlc

feadback that is tailored to each user s needs and progress.

This 1nformation ¢an he used to help users track thelr progress

and Keep them motlvated to stick with the therapy.
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