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A game inspired by Mario Kart
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where players can compete with

.

friends for the first place in
go-kart races while using various
power—-up 1tems.

A way to reinforce key messages about kidney health from NKF Feasibj_lity Ex1st1ng Solutions
TODENTIEY outreach programmes for Secondary to University students in e —
order to reduce incidence of chronic kidney failure Resource Availability
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Must-Haves Good-to-Haves experience
« 1 have game development
Manpower : 5 :
experience using Unity
Singapore ranks 2" in the world for diabetes- Contains more than 2 key * 2 have experience with .
‘R induced kidney failure Contains 2 key messages from , digital art Healthy Kidney
, = messages from NKF’s outreach |
l ]L-v NKF’s outreach activities i
activities .
Stakeholders Market Size
‘ -alls SINEAPOre ranks P Singapore ranks Feat to test pl ’ Ed t L
e Gthin thawodd far R Sl e eature to test player’s ucate on preventive « NKF Industry Mentor .
incidence (new Kl prevalence (existing knowledge before and after measures for other kidney- . Students at various Market Segment Size
=) ikl \\ ) 4 cases) of kidney playing the game related illnesses -
failure? failure’ educational levels Total Market USD 15 billion
o Secondary Potential (2024)
~ Playable on web browser : :
_ More levels/storylines o JC/Polytechnic/ITE
‘ 5 & and mobile . . Total Addressable 360 000 students
There are currently more than 9,000 dialysis e ,ﬁ s Unlver51ty Market i 5
e e " f e i
f/" ' Playable without internet Multiplayer ;Ili':‘.fZ,'"';"2‘"7'7“2’3',';21’ e e A et Estimated Share of 50,900 target
c s t pu :ZN 1i ;c;x n/pulse/educat ional ~-ganes-market-size-share- Addressable Market Students
A"p S /wew moe _gov.sg/-/nedia/files/about-us/education-statistics-

Source: The National Kidney Foundation digest-2023 pd
hLtps://www._nkfs org/wp-content/uploads /2021 /12/NKF-Annual-Report-
2020-2021 .pdf
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CONCEPT GENERATION & SELECTION CHOSEN IDEA: RENAL RACING

Reasons:

Concepts Must-Haves Good-to-Haves Feasibility Stakeholder Total

o Appeals to a wider age range of audience

Arcade

e Fun, action-packed and engaging
_____ 2

Multiplayer +
2 8 D

Story-Driven

RPG : 2 \
Instant gratification from winning “;°
=
Renal Racing ——_——
A
-; -y Kidney Clash

’ Adventures in 3 3 3 - e
Renaland

K-ldney 4 2 4 3 12

Kick Your 3 A 5 - o
Kidneys!
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GAMeEPLAY & LEARNING PROGRESSION & ReEUARDS PROTOTYPE

Each round of the game includes 3 laps After every game, the number of correctly-

and players answer 3 questions about answered questions will be converted into

IMPLEMENT kidney health in each lap. Questions are experience points (XP), allowing a player to
in a multiple-choice format, with 3 level up. After advancing past certain
choices for the players to choose from. levels, the player will be able to unlock

? Upon driving through an answer option, cosmetics for their in-game character. This
| players will obtain a speed modifier: incentivises the player to keep replaying the
HCCDUNT CREHTIDN Multiple-choice game to unlock more collectibles.
Questions =

Players must create an R | Raci
account and log in to L / \
. 7 o

play. This ensures game Correct Wrong é&fe.

' 3
continuity and allows for :; ’_H
the tracking of their ““""‘ %
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Speed boost! Speed debuff

learning progress.
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TESTING METHODOLOGH AND RESUL TS Limitations Success

Fulfilled most of

the needs criteria

Usability Testing Functional Testing Currently only

12 questions

CONCLUSION

Easy account Difficult to Aligns with Needs Positive feedback

Reward Happy
creation control Criteria from stakeholders :
Cha],],enges system client
Caters to a wide Easy to navigate Tracks progress Enhances NKF’s key i Atsaratton o S—— ST
age range through the game of knowledge health messages different parts Unity and Cs iy




