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The need:
• 50% of mental health disorders in the UK start by the age of 14 and affect 1 

in 4 people at some point in their lives. 

• 7 out of 10 children with an anxiety disorder in the UK did not have access 
treatment, before COVID-19. 

• Children and young people who experience mental health problems are at a 
greater risk of suicide, substance misuse, early pregnancy and committing 
criminal offences. They are also more likely to have poor attendance and 
educational achievement

• By teaching young people the skills to combat anxiety and regulate their 
emotions, you can build resilience and increase their well-being which 
protects against the development of mental health problems.



Why a video game?

• 97% of young people under 15 have smartphones and 80% of them
reportedly playing some form of digital game.

• Skill development is already a central part of video games making them
good training vehicles.

• Video games are “sticky” and encourage regular play.

• Traditional calming and coping mechanisms like yoga and mindfulness do
not necessarily work or appeal to young people and access to talking
therapies is limited.





BfB Labs’ first title is Champions of the Shengha, a fantasy 
card battling game played with the BfB Sensor – a wearable 
monitor that measures users’ emotional state by tracking 
their heart rate variability (HRV). The game challenges you 
to defeat your opponents with a combination of strategy 
and self control on the way to becoming the ultimate 
Shengha warrior.



•3 in 4 reported getting better at staying calm and focused 
within the game

•100% of parents were happy for their child to play a game 
like this and 88% would actively encourage it

•1 in 4 players reported they had already started applying 
these techniques outside of the game by the end of the 
trial



• In stressful situations such as seeing a spider for a participant with a fear of 
them, or having forgotten homework for a class

• When feeling under pressure, for example taking a penalty shot in a football 
or netball match, or in a maths test

• When being provoked, when in an argument with siblings or being wound up 
by classmates.

• To deal with physical pain. For example, one participant used it when hit by a 
ball

• In sports when out of breath

• When playing other video games, either to maintain focus in a game, or to to 
calm themselves down when becoming frustrated, for example when dieing 
multiple times in a shooting game.



“When we came into the video game playing, usually after lesson or 
break time, then like we’re usually like a bit fidgety then and then the 
breathing helps you calm down”

“Some games can just be where you tap on something and maybe you 
could lose, or tap it wrong and you could win; but [in this game] you’ve 
got to use your mental strategies to work some things out.”

- Year 8 participants



Use by the school:

•Partner in the development, testing and pilots

•Part of year 8 SOW in Personal Development 
(PSHE) 

•Targeted intervention in Personalised Learning

•Signposting students and parents



‘Lumi Nova’

Supporting 
transition 
year 6 to year 7



• Anxiety levels have more than doubled in young people following lockdown.

• Lumi Nova focuses on exposure therapy, a key component of cognitive 
behavioural therapy (CBT), which has been shown to be an effective way of 
treating anxiety, depression and other mental health conditions. A child will 
be challenged with their exposures, which are specific to them, periodically 
throughout the game. 

• It is accessible through NHS children and young people’s mental health 
services, schools, and local authorities.

• Complements therapies and bridges the gap while waiting to see someone. 



The game focuses on 16 common fears 
reported by young anxiety sufferers including:

• Staying at home without a parent or carer

• Making mistakes in school work or during 
tests

• Speaking in front of a group

• Spending time in the dark

• Spending time near insects or spiders

• Making new friends

• Going to parties or social gatherings

• Going to school

• Eating or drinking in front of other people

• Vomit

• Needles, injections, doctors or dentists



•Piloted with 5 year 6s anxious about transition.

•4 of the 5 stated that they were no longer nervous 
about secondary school.

Next steps:

• Signposting other students and parents

• Targeted intervention with year 6 students

Use by the school:



How other schools can get involved:
Purchase annual licenses for the game, each license can be used 
consecutively for unlimited pupils in a year. 

Each license for unlimited users is available at £220 +VAT for 1 year and 
includes:

• Training for staff

• Access to progress data. School staff can monitor progress via the VitaMind
Hub, a secure online portal for professionals to manage users and track 
detailed in-intervention progress analytics in real-time.

• Tech support and troubleshooting

• Free upgrades

web link: https://www.bfb-labs.com/luminova

Schools can email hello@bfb-labs.com if interested.
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