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Empowering children’s 
mental health and well-being

(5-9 years old)

Empowering young people’s 
mental and sexual health 

(10-18 years old)



The development of Love Land based on the LEAN Startup concept



Switzerland  

Poland 

Indonesia  South Africa  

Love Land - the Board Game  



*MVP: Minimal Viable Product

*

Feedback loop of the LEAN Startup concept



IDEA Idea based on experience 

Global

SDG’s

Evidence

From board game

to mobile app



BUILD
MVP

Playable MVP built on Powerpoint 

Shape the key assumptions about the product 

Figure out how to test them the cheapest and fastest way 



CODE

Coding one Island only for initial testing 



MEASURE

Initiator    

Game design leader  

Initial measuring with potential users   



DATA

“More fun 
needed!”

“More 
jumping, 
fighting and 
risk!”

“Killable
enemy is
missing!”

“Learning is 
too much!”

“Environment 
must look more
adventurous!»

“Character
looks very 
young!”

Receive data / direct feedback from test players

Convert into
Game Design Document



Main learning milestones of round 1 

KEEP LISTENING TO YOUNG PEOPLE AND INVOLVE THEM INTO FURTHER    
DEVELOPMENT OF THE APP  -   THEY ARE YOUR END COSTUMERS! 

LEARN (this is not an eye test ;-) )



ROUND NUMBER OF ISLANDS DEVELOPMENT TEAM TEST PERSON COSTS

1
2 x 100 % Salaries

2 x Travel costs (SA 
- ZIM)

PEOPLE, COSTS AND TIME ROUND 1                      

3 MONTHS



IDEA

More islands

Enemy

Logbook for knowledge storage

More adventure

Inclusion of ideas based on learning round 1



BUILD
MVP

building 3 islands with new ideas 



CODE
Adventurous environment 

Advanced kinetic gameplay  

Improved characters 

Log book to store knowledge

Enemy



JUNGLE LADY

CAVEMAN

3 Islands with one game level 



MEASURE

Testing with young soccer players in Cape Town 



DATA “Reading is 
boring!”

“Add even more 
fun and we learn 
better!”

“More learning 
content please.”“Less learning 

content please.”

Feedback in 1:1 interviews 



LEARN

Main learning from testing and interviews

• They do not like to read! 
(They just click the text away)

• Adding more fun during playing 
leads to more learning motivation

• More content versus less content 
needs to be balanced out



ROUND NUMBER OF ISLANDS DEVELOPMENT TEAM TEST PERSON COSTS

1
2 x 100 % Salaries
2 x Travel costs 

(SA - ZIM)

PEOPLE, COSTS AND TIME ROUND 2                      

3 MONTHS

ROUND NUMBER OF ISLANDS DEVELOPMENT TEAM TEST PERSON COSTS

2 3 x 100 % Salaries

8 MONTHS



FURTHER KEY COMPONENTS FOR 
COST-EFFECTIVE DEVELOPMENT



Avoid fancy Game Design Agencies! Look for a small and committed  Agency 

Visit exhibitions from 
graduates 
and look for young
talents

They often have no capacity and 
interest in a small non-for profit 
project



Don’t let an agency exclude you 
from the working progress 

Insist on a collaboration! 

Be actively involved into the 
development process and save cost 
and time (and nerve)!

They might be experts for game 
design, but not for your topic 
which leads to unnecessary cost 
loops



Avoid paid evaluation services Network with local Universities 

Get valuable results in a defined 
timeframe

It’s often an expensive and 
bureaucratic process 



CURRENT STATE OF LOVE LAND



After round x we have reached and established:



Island world with 9 topic islands 

+ Reward island

+ Extra challenge island



Audio recorded text in 3 languages  

Many of the audio voice 
actors chose to 
volunteer services to 
support the project Love 
Land. 

SA ComedianSA Comedian and Artist SA Radio Moderator SA DJ



Website with extended learning content



Evaluated Train-the-Trainer program

Pilot was evaluated 
by Honor students of the UCT, Cape Town



BUSINESS MODEL 
NOW AND FUTURE



FINANCED BY 
FOUNDATIONS AND DONORS

HANDOVER TO
LARGE ORGANISATION

FINANCED BY 
ADDS AND PRODUCT PLACEMENTS

NOW MID-TERM FUTURE LONG-TERM FUTURE



CALL FOR ACTION



Download the app www.loveland.game www.taboobreaker.org

PLAY LEARN CONTACT

http://www.loveland.game
http://www.taboobreaker.org



