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Abstract

This project involves building a simple mental health app that tracks the mental health of its users and tries to help them get
through their condition by suggesting tasks and keeping a record of their progress in flutter we might learn new things about
accessibility design practices and fine-tuning the app for the audience in question and will have fun building the app by the end
of this project you'll have a beautiful and fast app that is fun to use and also serves your goal and maintain our mental health.
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1. OBJECTIVE

The project focuses on building a mental stability tracer. You will try to get an idea of the mental health of your user find out if
the and suggest some tasks that make them feel better and play some games. A user answers a set of questions by the app and
based on the answers that they provide the theme, you will suggest tasks to them and maintain a record of their mental state for
displaying on a splashboard.

2.INTRODUCTION

Mental health is a most important part of of a human - being. Due to the pandemic world’s large population now working from
home and staying away from loved ones, the mental health situation has worsened. As such, it becomes important to track and
treat the problems before they get too serious. We try to achieve this using our App. Keeping in mind that users might be
suffering from mental illness and don't want to engage much with an app, we have to design the app in a friendly and welcoming
way. By the end of this project, the world has a beautiful and fast app that is fun to use and also serves your goal.

3.CLASSIFICATIONS

They are classified into three segments:

1) Setting up the Ul with the custom tab bar, full screen questions, and other screens.
2) Adding login and user profile features.

3) Using Firebase Storage to track user information and the state.

Each of these segment have multiple tasks and are covered in detail.

4 HIGH-LEVEL APPROACH

»  Build the Ul, with the custom tab bar and the Tasks, splashboard, and Community Screens.

« Add the questions screen and figure out full screen mode. Add double tap to exit from the full screen.
«  Write a simple code to display tasks based on user answers.

»  Set up Firebase for authentication and storage.

« Add Google sign-in characteristic

5.APPLICATION

»  This application will be built into a completely developed healthcare app with proper research and a few updates.

« Building your screens:

«  We will design the basic structure of the app first. We have used our creativity to build an intuitive app and design the
elements in such a way that they are enchanting to people of all backgrounds. Make sure the flow of the work is easy to
understand and follow. The design will be in a simpler way to achieve the goals.
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6.REQUIREMENTS

«  Study and choose good designs.

*  We have designed our app more user-friendly.

» Analyse your choice of widgets to use

»  Fanatic ones are appealing but keep utility in mind

«  Create a Flutter project and start designing your screen

SET OF
QUESTIONS
TO ANSWER

DEPRESSED,

TASK (GAMES,
SONGS,BOOKS,
QUOTES)

FIGURE -1: WORK FLOW OF THE PROCESS

Wirite in your age in years: (eg, 73)

Please circle your gender: MALE FEMALE OTHER
Do you currently own any type of phone? YES NO
Is your phone a smartphone? (eg, {Phone, Android) YES NO
If yes to the above, what is the name of your smartphone (eg, g Galaxy)

Do you use your phone for text messaging? YES NO
Do you download apps onto your phone? YES NO
Have you ever downloaded an app for your mental health? YES NO
Do you currently / now use any apps for your mental health? YES NO

How comfortable or uncomfortable would you feel about a mental health app gathering or sending the
following data from your smartphone in the context of your care? Place an "X’ in each row.

Very | ALitde | Neutral | Somewhat | Very |
Uncomfortable | Uncomfortable Comfortable | Comfortable

Appointment Reminders

Medication Reminders

Symptom Surveys

Your Location (phane GPS sensor)
Your social information (call and text logs
without any phone numbers or content of
messages -eg, how many people you called
and for how long)

Coaching for Healthy Living (g, exercise,
sleep, diet)

Mindfulness or Therapy Exercises |
(Communicating with My Clinician About ]
My Mental Health

FIGURE -2: SURVEY OF THE SYSTEM
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FIGURE -3: LITERATURE SURVEY
TABLE 1: DATA FROM SURVEY
Age group Smartphone ownership. n (%) Downloaded apps. n (%) Downloaded mental health  Currently using 2 mental
apps, n (%) health app. n (%)
<25 years (n=13) 5(100) 5(100) 4(80) 3 (60)
26-35 years (n=30) 34 (100) 33(97) 15 (44) 3(9)
36-45 years (n=11) 27(96) 27(96) 8(29) 2(7n
46-55 years (n=13) 25 (27) 24 (89) 6(22) 2(7)

=56 years (n=5) 11 (19) 10 (52) 2(11) 1(5)

ntly using a mental

health app, n (%)

Downloaded mental health

apps, n (%)

Downloaded apps, n (%)Smartphone ownership, n (%)Age group
3 (60)4 (80)5 (100)5 (100)<25 years (n=13)

3 (9)15 (44)33 (97)34 (100)26-35 years (n=30)

2 (7)8(29)27 (96)27 (96)36-45 years (n=11)

2 (7)6 (22)24 (89)25 (27)46-55 years (n=13)

1(5)2 (11)10 (52)11 (19

7. PROPOSED SYSTEM
LOG ON

The login screen is the entry portal of the app. It’s the early thing that the users see when they download an app and is a key part
of the app. Login page must be easy to fill or use by the user.

REQUIREMENTS
*  We need the username and password textbox.
» It must have login and register and forget password features.
+  We must provide the users with login through phone number and email id.
*  We should have a Google sign-in, Facebook sign-in features
» It should be encrypted end to end.
+  We can use firebase for authentication service.

+ It should be more attractive.
»  We can use pastel colours and beautiful fonts that attracts people.
» It should be animated in a classic way.

SPLASHBOARD SCREENS
The App splashboard is the homepage of the app which is redirect the users to the wanted source. It also provides new theme and
font according to the user. The splashboard is also used to show the users current activities i.e. Sharing their thoughts etc.

To access the Dashboard, go to the App and login it will redirect you to the panel and click on the name of the source you want
to use. This will load the source you want to use.
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COMMUNITY TO CONNECT THE PEOPLE

In this app, we have had special features such that the people who have joined our mental health app society can share their
thoughts and opinions through posts, and other people in the community can see those posts and comment in that post and a
number of people like those post will maintain streak and get rewards for the streaks after a certain time.

Often a push notification will pop up in the screen with some positive thoughts which will make the users happy.

PROGRESS PAGE

The progress page compiles the daily task scores. This page analyse the task performance by the user. It shows stability of the
user from using this app. It makes the user to track their mental health and perform better.

SET OF QUESTIONS TO ANSWER

The target of the task is to make an app-friendly to the audience. In addition, the mechanism adopted for asking questions need
to be the effect. That way, we get the required information is to minimize the trouble to the end-user.Just double-tap to disappear
the screen on it. Once the user is completed the task, the user can exit from the screen using just a double-tap. It is easy. An
important thing to note while using the variables and building the screens is to be power your app.

REQUIREMENTS

« To avoid any distraction creates a full-screen experience for Ul questions. This is done to make the user focus on the
questions on the screen.

+  How to get answers in a fun way from the user using which widgets.

«  The questions tab should only appear once a day.

»  The task to be done is displayed as cards in the tasks section.

«  Once the user completes them they are removed by implementing the gesture control.

»  Use appropriate local variables to change the card's visibility and for storing the answers to the questions. The variable
will be connected with cloud storage later.

FIGURE -5: LIST OF EMOTIONS

»  Use bright colours for questions screen

« Toavoid typing answers use a widget like sliders

»  Show questions once a day.

+  Use animation between different questions to add flavour to the app.

8. TASK PAGE

ALGORITHM

Once all the questions are answered, we will need to determine whether the person needs help or not. If a person needs
some help, we can suggest some task for them to feel better. We can achieve this algorithm as large as we can. If the person is
happy, we can suggest some songs. If the person is calm, we can suggest some songs and books. If the person is confused, we
can suggest some games, songs, and books. If the person is depressed, we can suggest some games, songs, and books. If the
person is bored, we can suggest some games. If the person is tired, we can suggest songs.

REQUIREMENTS
«  We can find different ways in which we can predict an outcome from a set of questions and the user's answer.
+  Implement the methods and add the logic.

OUTCOME
We should have an algorithm that chooses to show the task depending on the answer provided by users.
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9.CONCLUSION

This app is easy to use has good human interaction and makes the user feel better. A common technique used to deal with this
concern is relaxation. This app is used to improve self-management. Protecting mental health also improves physical health.
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