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[image: ]TITLE- “VIBEFIT”- A SOCIAL FITNESS APP“Unlock crazy AR filters, complete challenges, and make fitness actually lit”

Stop grinding alone. Start creating with your crew! 
Earn your vibe 


Forget the Hate. Find your Vibe
By: Begum Akhtar
                               Identify the Problem/ Issue 
Obesity is a current public health crisis. Globally, the health issue has significantly risen specially for children and adolescents. Almost one in ten children worldwide are overweight according to (Feenie, 2025). This isn’t just about physical health, the stigma around obesity often leads to depression and social isolation, which creates a huge barrier to getting healthy and can be even more damaging. 


Key Features: 
Squads and Challenges 
Users from squads with friends. They complete weekly challenges (e.g. “Collectively log 5.000 dance minutes”) to unlock exclusive rewards. 
Content- First Tracking: 
The core activity is creating a short shareable video of your workout using the apps built in music library and AR filters. 
Unlockable- “Vibes” 
Rewards are digital goods: AR Filters (e.g. a “Zen Master” filter for yoga), video templates, and badges that make your profile look cool. 
Vibe Zones: A map showing popular, trendy spots in the city to be active. Checking in at a Vibe Zone gives you Squad bonus points. 



[image: ][image: ]Innovation 
A social fitness app that makes being active feel like a trending social media challenge, not a workout. Fitness apps can be beneficial when setting goals, track progress and stay motivated (Riseapps, 2021). 
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Target Audience: 
Teenagers and young Adults (ages 12- 25) who are motivated by social connection, creativity, and digital trends. 
The Supporters: 
Friends, siblings, and influencers of the primary audience who encourage participation. 
Influencer Audience: 
Popular fitness and lifestyle TikTokers/YouTubers who promote body positivity and fun workouts. 
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“Tired of Judgment? So are we” 
VibeFit is your judgement free zone, connect with your squad!
“Your Mental Health is part of the Journey”
“Scan to Squad Up. Download Vibe Fit”
TikTok & Instagram 
Collabs with relatable influencers to launch new 
        “VibeFit” 
# MoveForYourMind Fitness is about how you feel, not how you look!
“Your Worth is not measured on a scale” 

“Move for your mind. Boost your mood. Not just your muscles”. 



The VibeFit Pitch: A New Way to Get Healthy, Together 

Hello everyone. I am here to talk about a big problem with how we approach health today, especially for young people. We all know that obesity is a major issue, which is caused due to many issues like poor diet, consuming excess calories, and lack of physical activities (NHS, 2023). But we are missing the main point. The real problem is not just the body; it is the mind. For many young people, trying to get healthy is made worse by feeling ashamed, lonely, and judged. This shame often leads to sadness and makes it even harder to start (Nancholas, 2024). This is why it is important to manage and prevent obesity from early life to adulthood, through physical activity and diet (WHO, 2024). 
Today, I want to show you a new solution. A fresh start. This isn’t another diet app or a program that makes people feel bad. This is a movement. This is VibeFit. 


The Problem: Why What We’re Doing is not Working 
The way we talk to young people about fitness is not working. Gyms can be intimidating. Fitness apps often focus only on weight, which makes people feel insecure. Young people are not lazy; they are just not inspired by the old ways. They are afraid of being laughed at or not being good enough (UCL, 2025). 
This fear is the real enemy. It makes people feel depressed and alone, which makes it easier to do nothing. We tell them to “exercise more”, but the world we offer them is full of judgment. We are using the wrong tools for job. 
Our research shows that that young people want three things: to connect with friends, to be creative, and to be part of a community (DiGeronimo, 2019). They love apps like TikTok where they can express themselves (Kostova, 2021). So, our solution is simple: we must bring health to their world, in a language they love. 


The Solution: VibeFit- Fitness That Feels Like Fun 
VibeFit is not a fitness app. It is a social app where being active is the way to have fun. We built it on three simple ideas: Friends, Creativity, and Feeling Good. 

1. Your Squad, Your Support: VibeFit is all about doing things together, Users create “Squads” with their friends. Health becomes a team game, not a solo chore. Squads work together on weekly “Vibe Challenges,” like all walking a total of 50,000 steps. This turns pressure into support and competition into friendship. 

2. Create, Don’t Just Exercise: Young people love to make videos. So, at the heart of VibeFit is making short, fun videos of your activities. The cool part? You earn awesome Augmented Reality (AR) filters and effects for your videos. Finish a dance challenge, unlock a cool laser filter. Complete a yoga session, get a peaceful background. Getting active becomes a way to make amazing content with your friends. The reward is a new filter for your videos, not just a number on a scale.

3. Focus on your Feelings: We fight shame by removing it from the app. There is no tracking of weight or calories. Instead, after an activity, we ask a simple question: 
“How do you feel?”  You can tap an emoji – 
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Relaxed 
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This teaches the most important lesson: moving your body should make you feel good on the inside. It creates a positive cycle where feeling better mentally makes you want to keep going (Mental Health Foundation, 2025).   

The Plan: How We will Make it Happen 
Our plan is clear and practical, designed for real success. 
Phase 1: The Test Run: We have almost finished building the first version of the app. Next, we will invite a small group of 500 young people to try it out. Their feedback will help us make sure the app is fun, easy to use, and truly works for them. 
Phase 2: The big launch: We will release VibeFit to everyone, for free, on the App Store and Google Play. We will support this with a cool poster campaign in schools and communities, and by working with popular social media creators. Our launch will not feel like an ad: it will feel like an invitation to join something new and exciting. 
Phase 3: Keeping it Fresh: After launch, we will keep the app exiting by adding new filters and challenges every month. This ensures VibeFit is not a one- time thing, but a growing community that changes with its users. 

Why This Matters and What We Need 
We are building more than an app: we are building a new path to health for a digital generation. Our goals are clear: we want 10,000 people to download VibeFit in the first six months, and we want to see many of them actively playing in squads. Most importantly, we want to change the conversation around health to be more positive and kinder, which we will track through our hashtag #MoveForYourMind. 
We have the blueprint, the early product, and the passion. Now, we are looking for partners who believe in a future where health is happy, social, and for everyone. With your support, we can grow VibeFit and help break the cycle of shame and inactivity for good. 
We have a chance to change the story. Imagine a teenager not dreading a workout, but texting their friends, “The new skateboarding filter is out! Let’s go make a video and unlock it” 
Supporting VibeFit is not just investing in an app. It is investing in the happiness and health of a generation. It is believing in a future where everyone has a friend to move with, a reason to play, and a place they belong (Laird, Fawkner and Niven, 2018).   
Thank you. 
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