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20% OF ADOLESCENTS MAY EXPERIENCE A MENTAL HEALTH
PROBLEM IN ANY GIVEN YEAR. 50% OF MENTAL HEALTH
PROBLEMS ARE ESTABLISHED BY AGE 14 AND 75% BY AGE 24
- WWW.MENTALHEALTH.ORG.UK

The Problem
Across the world, people suffer from poor mental health, young people in particular. The is in
part due to the unequal balance of negativity to positivity. This unequal balance fuelled by
systems such as social media, the constant negativity of news media and hustle culture causes
leads us to focus on the negativity and never leave enough time for positivity. The younger
generation is constantly being told that they are the future and told it is in our hands. How can
we build a brighter future when our minds are full of negative and dark thoughts, fuelled by
negativity from social media, societal issues, school, and family life? Sometimes it can feel like
the sun is going down and will never get back up again. Being in this state of mind prevents
young people from working to the best of their own abilities. Without an increase in positivity,
young people will struggle to be the best versions of themselves. This will impede our progress in
creating the brightest potential future.
Yet this lack of positivity is not the only reason for the deterioration of global mental health.
There is also a lack of education surrounding mental health issues. Many people have tricked
themselves into believing that mental health problems are not important, because they are not
as easily diagnoseable or as visible as a physical wound would be. Since we cannot see these
problems, does not mean they do not exist or are not serious. It is this attitude that is increasing
the levels of poor mental health. Young people need to be enlightened on the signs, symptoms,
and coping strategies when it comes to poor mental health, in order to successfully navigate
these issues when they are in life.

The Solution
To ensure a brighter future, we need to take the time to nurture
the brighter minds of tomorrow. "Brighter Minds" is a social
enterprise that provides an app that does exactly that. The
Brighter Minds app will strive to improve mental health in young
people especially second level and third level education by
offering a range of features promoting positivity. They need to
be exposed to much more positivity which can be done through
positive news media and quotes. They need a boost in selfesteem and self-confidence which can be solved with positive
affirmations and reflections. They also need to be more
informed on the ways to navigate through mental health issues.
This can be achieved by the provided educational content and
recommended mental health support services. All these features
are available in the Brighter Minds application.

COMPANY

DESCRIPTION

Company and Product

Brighter Minds is a social enterprise that is focused on creating a positive
community change and is determined to improve the mental health of young
people in post-primary and third-level education.
The business was established in 2021 in my home of Dublin, Ireland with the
intent of making a positive social change. It is a sole proprietorship owned by
Rachel Odunuga, a secondary school student from Dublin.
I decided to create this app to increase the amount of positivity we experience
in our community as it is lacking. The world we live in is beautiful, diverse, and
has great potential, yet every day more and more critical issues arise. Young
people need to be capable of navigating these issues with a healthy mindset to
find the best solutions and ensure a brighter tomorrow. We are inheriting many
problems from our parents and previous generations. We must solve the climate
crisis to prevent the extinction of humanity. Also, due to the covid-19 pandemic
and global recession, we will be entering one of the most competitive job
markets in history. We need to be in the best position possible to bypass these
issues. To achieve this, they need a tool to combat the overwhelming negativity
that we are constantly experiencing. Brighter Minds will be that tool.

Our Mission
Mission Statement

TO ENCOURAGE
POSITIVITY IN THE
MINDS OF THE FUTURE,
ENSURING THAT AT
EVERY DAWN,
YOUTHFUL MINDS
SHINE AS BRIGHT AS
THE RISING SUN.

Future Goals

Improve young people’s collective mental health by
increasing the amount of positivity that they are exposed to,
to combat the overwhelming negativity that we experience
daily. I want to introduce an app to provide the relevant and
necessary information that young people require to
recognize, understand, and navigate mental health issues
that may arise in their day to day lives and provide a service
to enable them to navigate these issues with a clear and
positive mind, allowing them to reach their full potential.
Additionally, I intend to provide information surrounding the
separate ways that men and women struggle with mental
health issues and the specific existing structures and
systems that contribute to the contrasting ways that both
sexes experience poor mental health. In this way, we aid the
third sustainable development goal, "Good Health and Wellbeing" and the fifth sustainable development goal, “Gender
Equality.”

In the future, I hope to be the leading virtual playground in which the users can
not only convert their negative thoughts to positive ones but also collaborate
and share their own anonymous, positive, and feel-good media that lifts the
mood of the collective community. I will pursue to create a community that will
come to support and rely on one another in brightening each other’s minds
resulting in creating a brighter future. Increasing the positivity of currents and
future generations.

ABOUT THE

TEAM

Hi, my name is Rachel Odunuga. I am the
mind behind Brighter Minds. As this
business is a sole proprietorship, I am the
only member of my team. I manage all
pursuits regarding Brighter Minds and its
creation. I am the founder, app
developer, researcher, designer, business
manager, and any other relevant titles
you'd liked to add!
I have been a member of the Wellbeing
committee at my school and have
personally seen how powerful fighting
negativity with positivity can be. Namely,
when attending a Cycle Against Suicide
event in 2020, I saw how students from
all around the country gathered to
promote positive mental health in such a
fun way. I sought to recapture this in my
app.
I am thankful to have had the guidance
of my mentor, Stephen Hammel
throughout this process.
I am taking Computer Science as a
Leaving Certificate subject. Through this,
I have beginner experience with coding
languages and have been able to
develop my computational skills. This
helped me greatly when developing the
Brighter Minds app.

PRODUCT

DESCRIPTION
Components and Features
Brighter Minds is an android application created using MIT App Inventor
open-source software. It was created to improve mental health and it
nurtures positivity to combat the unequal negativity. This will be
accomplished through a range of different features:
The users will read positive quotes and affirmations to make the users
smile, boost their self-esteem and ease their mood.
Positive news stories and articles will be provided to counteract the
effects of the relentless negative news that the media bombards us
with.
There will be a reflection feature for them to work out any negative
thoughts and emotions they may be experiencing. In expressing them,
they will learn to let it go.
I will provide information exploring the specific existing structures and
systems that contribute to the contrasting ways that both sexes
experience poor mental health.
Educate the users on necessary mental health education that they will
require to be able to not only recognize them but also navigate the
mental health issues they may encounter or experience.
They will also be a reward system to encourage more engagement, goal
setting, and retention.

Future Updates
The main features of the app are fully developed. I
intend to release the app on the market as soon as
possible. In the future, I hope to extend its features
and add:
A sharing feature to allow the users to post and
share positive media and create a community of
people supporting each other in positive ways.
An email newsletter feature with day-to-day tips,
lifestyle choices, and recommendations of positive
music, movies, tv shows, and YouTube channels.
A version of the app that is available for ios
devices to reach more users.

MARKET

ANALYSIS
Target Market
Brighter Minds will be mainly marketed to all young people in post-primary and third-level
education, with smartphone access, starting in the island of Ireland but eventually hope to expand
to anyone young person with access to the global network. The focus is on this demographic
because they are the future leaders of tomorrow. They will need to be in their best state of mind to
fix the many issues in our world today and any others that may arise. The early adopters will most
likely be individuals seeking self-improvement regarding personal positivity levels and mental
health. Currently, the total market size is approx. 700,000.

Consumer Research
Adolescents on Social
Media

2/3
had higher levels of
depression and
anxiety

I was able to gain a great understanding of my target market from
The World Survey 2 conducted by UCD School of Psychology and
Jigsaw. It is Ireland’s largest and most comprehensive study of young
people’s mental health and wellbeing. 10,459 adolescents from 83
second-level schools were randomly selected from the Department of
Education and Skills database. 8,290 young adults from Irish
universities and Institutes of Technology, and who were employed
were also selected.
96% of adolescents had a social media profile. About two-thirds spent
more than two hours online every day. Those who spent less than two
hours online reported having lower levels of depression and anxiety.
This reinforces the fact that social media is a cause of poor mental
health. On social media, we observe the highlights reels of strangers
that we believe be their lives all the time. This causes negative
emotions towards our own lives. It also causes low self-esteem and
problems with body image. The fact that adolescents require a boost
in self-confidence is proven.

Levels of Depression among Adolescents

Levels of Depression among Young People

It is clear from these metrics that many young Irish people and adolescents suffer from
poor mental health and illness and it is in imperative that they are able to navigate with
success through these issues in order to have success in future.

Top stressors among Young People

Top stressors among Adolescents

This representation of the top causes of stress among young people and adolescents shows
that the top causes all have the common theme of the future and achievements. The
Brighter Minds app helps to boost self-confidence in yourself to aid you in achieving your
goals and would therefore help reduce this stress. The results from this subject
demonstrates that my app would be a good fit for the target demographic I would promote
it to.

Competitor Analysis & Advantages
Brighter Minds is both a service and virtual playground that promotes positivity to help combat
negativity. Yet, there are currently a few other apps on Google Play and AppStore that also strive to
enable self-improvement. We agree on what we are trying to create; an app that attempts to
improve mental health and or improve the user's general mood. Although, if these apps were
achieving that goal, then surely the problem wouldn’t exist anymore. So, through a competitor
analysis of the various app, I have created an app that sets me apart from the rest of the
competition.
My advantage over the competition is stemming from the fact that this app was made by a young
person making the app for young people. I understand the issue I’m trying to solve much better than
any adult would. Being so connected to the issue, I have an invaluable passion for this challenge.
Another advantage in other apps that other self-improvement apps only emphasize one singular
feature, leaving the user needing to download multiple apps to fulfill their mental health needs.
Brighter Minds combines many features into one app to be a hub for positive mental health.
The feature of the app that gives it a competitive edge is the digital reward system included. This
system is an incentive to encourage the user to continue engaging with the application. Every time
the user finishes an activity such as completing a reflection, reading a quote/ affirmation, reading
an article, or engaging in mental health education. This should help retention. Another edge would
also be that the app is simultaneously educating while actively improving mental health through
positivity. This dual approach engagement is absent in the competition.

MARKETING

PLAN

Marketing Strategy

Branding

Shortly, Brighter Minds will be officially launched on the play
store. Later, after that, we hope to release a free IOS version
of the app on the Apple app store.

The name of the app, ‘Brighter
Minds’, is a message to the
users, reminding them that they
are taking a step to brighten
their minds, filling it with
positivity to replace the
negative and dark thoughts. In
brightening their minds, they
are also ensuring a brighter
tomorrow for current and
future generations.

My marketing strategy to promote the Brighter Minds
application is to reach out to Irish mental health organizations
such as Jigsaw, Spun Out, and Pieta House and hope to
promote the app through them to the many adolescents that
seek guidance and advice from these respective
organizations.
Yet our marketing strategy will be mostly based on digital
marketing through social channels and networks such
Instagram, Twitter, and Facebook, where there is an excess of
toxic negativity and where negativity is frequently triggered.
They attract a large number of potential customers from the
target demographic. People will be more likely to grasp the
solution while they are still drowning in their ocean of
negative thoughts. On these channels, we would have profiles
that would release announcements, share promotional media
and provide links to interesting mental health articles. These
sites are very comfortable in terms of advertisement
opportunities and services.
We would also use other digital marketing such as Google Ad
Works and YouTube Ads to promote the app and reach the
target demographic.

The logo (as seen) is containing
the sun, with a brain encased in
a light bulb above. This sun
symbolizes the brightness of
the mind, while the light bulb
above the brain symbolizes the
creation of new creative and
innovative ideas that young
people are capable of when
they are in a clear and positive
mindset.

FINANCIAL PLAN

& PROJECTIONS
Business Model
Brighter Minds will be free to download on Google Play Store and eventually the app store.
The application will use a freemium business model. The app will consist of a combination of
free and premium features. With the free plan, you still get all the most important features
but the positive news and articles will be limited. In this version, there will in-app ads
(another source of revenue). The cost of the premium version will be €3/Month or €30/Year,
I believe that price is fair as at end of this certain demographic will be quite young. With the
premium plan, there will be no ads. The user will also have access to positive articles written
by Brighter Minds and newsletters with day-to-day tips, lifestyle choices, and
recommendations of positive music, movies, tv shows, and YouTube channels. The user will
get a chance to utilize a 30-day free premium trial.
Start-up Capital:
Brighter Minds has an initial capital of €500 from personal savings and investments. Expect
to receive substantial funds from a crowdfunding campaign on Indiegogo or Kickstarter.
Revenue:
The calculation of income from paying clients was done by making estimates – in the first
year we aim to grow from 0 clients (at the beginning of the year) to 35000* (at the end of
the year), so we calculated revenue at = an average of 1750** customers x €30 x 12 months =
€52,500
*5% of the current total market size
**Research shows that 5% of users opt for premium when using a freemium product.
Operating Costs:
Fixed costs for renting, utilities, etc. were budgeted for the first 12 months at about
€200/month. In the following years, the costs will increase, with the development of the
company and the hopeful addition of staff.

