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ABSTRACT
Project Cyber Wellness is a resource package which aims to educate teenagers
between the ages of 13 to 16 more on cyber wellness and cyber etiquette. This would
teach more people to mind their manners online and cause less cyber wellness related
disciplinary cases from happening in schools. Our resource package includes a social
media page, an interactive online game and a video, all of which teach people more
about cyber wellness and its implications in a more relatable way. Our resources would
be backed by the school’s official cyber wellness page made by Mr Tan Chee Wee, who
has expressed interest in having our resources being posted up there. With students
being more tech-savvy nowadays, our resources would be more suitable for our target
audience. It caters to their preferences, helping us to reach out to a wider audience
among students between 13 to 16.
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INTRODUCTION

1.1 Rationale
Cyber wellness has many different aspects which all play a crucial role in the safe use
of online platforms. As students within our target age group use online platforms rather
frequently, we felt that it would be important for them to have knowledge on cyber
wellness so that they are not only able to protect themselves online, but also know how
to behave online. Thus, we decided to make a resource package to educate students
aged 13 to 16 more on cyber wellness.

1.2

Objectives

The objective of Project Cyber Wellness was to:
● Help improve knowledge of cyber wellness among teenagers between the ages
of 13 and 16.
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1.3

Target Audience

Our target audience was teenagers between the ages of 13 and 16.

1.4

Resources

The resources created for this project were the online informative Instagram page, the
online escape room game and the video.

Our Instagram Page

Our online escape room

Our video on cyber wellness
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Review

There was no official website for cyber wellness in our school at the moment and the
one that was being made by Mr Tan which, although has an extensive amount of
research, may not be very appealing to the audience as they may find reading up
simply information boring. Information could be carried out in a more fun and interesting
way. This would be more engaging for teenagers because we used ways that were
more fun for them and catered to their interests.
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Methodology

3.1

Needs Analysis

A needs analysis was conducted to ascertain the relevance of this project. Firstly, a
short survey was created to get opinions and experiences on the topic of cyber wellness
from students who fall between our target age group. We received a total of 50
responses, from which we can infer that our resources are valuable to our target
audience and can be used by them for their intended purpose.
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Responses from Interview with Mr Tan

3.2

Development of Resources

We questioned our project mentor and some other students from our target audience on
what we should do for our project. We then used their advice and used the most popular
ones as our resources. Namely, the video, instagram page and the game on scratch.
We then got a second opinion from Mr Tan about using these for our resources and he
agreed that it was a generally good idea.

3.3

Pilot Testing

After in-depth analysis into our resources, our respondents gave us some useful
feedback. Many gave our resources a lot of praise. “Useful resources that gave me
insight to things about cyberspace that I never knew.” Over a 100 students views of our
project were taken into account along with another meeting with Mr Tan about his views
on our resources.
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Feedback on our escape room
We changed our game according to the responses we received so that it can better suit
our audience’s preferences. Some of the changes made include increasing the game’s
difficulty and adding more questions.

Feedback on our package
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Generally, the feedback was very positive with people thinking our resources were good
in the sense that they were useful and appealing. Many felt that the project was
innovative and an interesting way of bringing across information. Hence, we can see
that the majority enjoyed using our package and found it to be of good use.
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Outcome and discussion

Even though the reviews were generally good, we still decided that we had to back the
entire project with something else to give it more substance. Therefore, we came to a
conclusion to request for our resources to be added to Mr Tan Chee Wee’s website,
which was still in the making. In the end, we met up with Mr Tan and he was glad to add
our game to his page. Mr Tan’s website aimed to educate and raise awareness about
cyber wellness among Hwa Chong students. His website had the same aim as our
project. It allowed us to spread our resources to even more people because it would be
shared with the Hwa Chong students. Our project is limited by our reach and quality as
if given more time to publicise and work on our resources, more people could perhaps
had viewed our resources and more feedback could have been collected. More
resources could be made to further our project. For example, the topic of scams could
have been touched on a bit more. In addition, the game could have been made much
more fun and interesting if we had the time and expertise for us to be able to make use
of other platforms, such as, java script since scratch had a lot of limitations.
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Conclusion

Overall, project cyber wellness was both a very challenging project to undertake as it
required us to cover all aspects of cyber wellness in our resources. The coding of the
game required relentless work from all the group members and many meetings to
arrange our plans and how we should carry it out. We also had to put up many regular
posts on cyber wellness and cyber etiquette. In order to form questions on our game
and make educational posts on our instagram page, it required in-depth research on the
topics we planned to cover. We also had to post our surveys on various platforms to
request for respondents (from Hwa Chong Institution) for our surveys and to play our
game. This took a lot of time and effort as we had wanted to get a larger number of
people’s opinions to produce more accurate results. Despite the hardships, the process
of doing the project was both memorable and fruitful. It allowed us as a group to get to
know each other better and be closer. Even though we felt down at times and felt like
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giving up, we persevered, motivating each other through the tough times, enabling our
project to be completed successfully. It will always be a constant effort to educate
students on the importance of cyber wellness and we are proud that we have
contributed to this effort.
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