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Authors & contributions
Rachel Richards  ̶  Integrated food elements, the Eatwell Guide, created questions, designed the shared PowerPoint, and incorporated the dice and questions on the laptop.
Rhianna Poole  ̶  Added questions and developed the fitness wheel.
Lindsay Davies  ̶  Created questions and built the foundation of the game
The instructions were an actual group effort, with us all contributing.
Childhood obesity is a growing concern in the UK, with rising rates linked to long-term health risks, including diabetes and heart disease. To address this issue, our team, Rachel Richards, Rhianna Poole, and I collaborated using design thinking principles to create an interactive educational game that teaches children about the importance of nutrition while encouraging physical activity. 
Design thinking is a human-centred, iterative problem-solving approach that prioritises empathy, creativity, and experimentation to develop innovative and practical solutions. This makes it particularly valuable for creating user-focused interventions like our educational tool. By applying this method, we ensured that our intervention was effective, engaging, and tailored to the needs of its users.
We followed the five key stages of design thinking: emphasising, defining, ideating, prototyping, and testing, to develop a user-centred and impactful educational game. Rachel integrated food elements, the Eatwell Guide, Rhianna added the fitness wheel, and I constructed the game's foundation. We collaborated regularly, resolving disagreements to ensure all contributions were reflected in the final design.
The testing phase played a crucial role in analysing results, refining the design, and improving its effectiveness based on user feedback. The final product is a flexible, engaging, and accessible tool for instilling lifelong healthy habits in children.
While I prepared my PowerPoint slides separately, we used a shared PowerPoint during the presentation to ensure cohesion in delivering our project.
Please find the link to the PowerPoint slides below.
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