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Abstract 
 
Project DiaBEATES is a Resource Package that enables schooling students  to have a 

headstart in learning about Diabetes so that they will start inculcating healthy living in 

their daily lives from a young and tender age. This Resource Package consists of 

posters and a board game. The content of the posters include a variety of information 

about Diabetes, ranging from explaining the 2 types of Diabetes to how to prevent 

getting Diabetes. The Board Game is an interactive 4 Player 3D game. This Board 

Game is different in a sense that it is 3D instead of the regular 2D board game. The 

Board Game consists of different layers in the shape of a pyramid. This is to greatly 

emphasise healthy eating by making it into a  pyramid as it will remind the people of the 

Food Pyramid. Along the way to the top of the pyramid, there will be Chance Cards 

which will ask the players on the Topic of Diabetes. Questions range from  “What to eat 

less of?” to Other fun facts to learn. 

 

1 Introduction 

 

1.1 Rationale 

We want the younger people to inculcate healthy living from a younger age to reduce 

the risks for Diabetes. This is because of the rising of Diabetes as a health problem in 

Singapore. We want to trace back to the source of the problem which is lack of 

awareness from a young age. So, we want our resources to be simple to understand 

and the board game to be interactive to have a more fun way of learning about 

Diabetes. 

 

1.2 Objectives 

The objective of Project: DiaBEATes are 

● To inculcate the idea of healthy living the young people’s daily lives 

● To reduce the numbers of Diabetic people in the future 
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1.3 Target Audience 

The target audience are Sec 1s and Sec 2s (Ages 13 -14) 

1.4 Resources 

The resources created for this project is a 3D Board Game and Posters about Diabetes. 

 

2 Review 

 

1. National Day Rally 2017: Prime Minister Mr Lee Hsien Loong quotes “ And 

unfortunately, here compared to other developed countries, Singapore is almost 

World Champion, just behind the US, overall one in nine Singaporeans h ave 

diabetes.”(1) 

2. Facts from the World Health Organisation:  

1.The number of people with diabetes has risen from 108 million in 1980 to 422 million 
in 2014. (2) 

2.The global prevalence of diabetes among adults over 18 years of age has risen 4.7% 
in 1980 to 8.5% in 2014 (2) 

3 Methodology 

3.1 Needs Analysis 

A needs   analysis was conducted to ascertain the relevance for such a project. We have 

done up a survey on Google Forms to help to collate all the data together with the help 

from a teacher. The survey was conducted on 60 Primary 3 and 4 students. Majority of 

the students viewed Diabetes as a major health issue and that resources on 

understanding it would be helpful. 

 

3.2 Survey Results 
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3.3 Development of Resources 

We researched on Diabetes on professional websites(3)(4) to get information and data 

on Diabetes. We also got informations from online Youtube Videos too.(5)Then, we 

went ahead and started to design on the Board Game and the posters based on the 

information we obtained. We designed the posters based on the data to spread correct 

information about Diabetes. The game is played by moving the tokens around the 

pyramid and clearing 1 level brings you up to the next and the goal is to make it to the 

top of the pyramid. Along the way up, the board game will have “Chance Cards” which 

also had questions regarding Diabetes. On top of that, the Board Game was 

color-coded appropriately (e.g brown for carbohydrates, green for fruits and 

vegetables). The board game is 3D-Printed whereas the posters created both by 

drawing and by online poster making softwares. 

 

This is our board game: 
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3.4 Pilot Test 

A pilot test was conducted on 50 students, ages 9(P3) and 10(P4). The students were 

first shown a video on Diabetes to start off the topic. Then, they were shown the 

posters our project group did on Diabetes. The students were able to tell what the 

posters were trying to say. A total of 5 posters were presented to the students, all of 

which they were able to receive the message the poster was trying to convey. Next, we 

picked out the P3s and they were asked to play the board game, 4 Players at a time. 

The players had a blast playing the board game, the spectators of the game also 

enjoyed the thrill of the players landing on certain tiles (e.g question card tiles). Overall, 

the posters were able to convey their individual messages and the board game was 

very enjoyed by the students. We were able to confirm that the board game is 

attractive and interactive. However, some of the students were unable to understand 

the topic and so we changed to an older audience which are Sec 1 and 2. 

 

4 Outcome & Discussion 
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During the pilot test, it was very evident that the primary 3 and 4 students were very 

enthusiastic in their participation. Whenever we asked them a question, most of the 

audience would eagerly raise their hands to answer it. Besides this, our board game 

about diabetes got the interest of the primary 3 students. During the game, they would 

laugh and play enthusiastically. So, we could tell that the Board Games was suitable for 

children of their age and they could answer the questions that were on the “Chance 

Cards”. Also, most of the kids were able to tell what the message the posters were 

trying to convey. But, some of the students were unable to answer some of the harder 

questions and some didn’t even understand the topic at all. So, we changed our target 

audience to Sec 1 and 2.  

However, the board game is slightly bulky and some work can be done to improve on 

the portability of it. 

5 Conclusion 

Project DiaBEATes was quite a challenge to take on as it required hours of data 

collecting so that our resources could provide accurate information for those who 

learnt from our resources. Sometimes, when reading the information of the websites(3), 

we would come across scientific terms or words that are unknown to us. This made us 

research harder as we didn’t want others to suffer in the same way. We hoped that 

through our resource package that they could understand it easier and faster. The 

entire journey was a daunting one, but a fruitful one as well. Not only have we learnt 

more about Diabetes, we were able to convert that knowledge into resources for other 

people to learn it easier. Driven by this motivation, we were able to complete our 

resources and the project. 
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