
"Panic Attack": Revolutionizing Mental and Emotional Health Education 
through Gameplay 

Introduction: In a world where mental health education is more crucial than ever, "Panic 
Attack" emerges as a groundbreaking game designed to teach students about emotional 
health in an engaging, interactive environment. Inspired by the popular dynamics of 
"Among Us," this game transforms players into Emotional Monsters, navigating through 
familiar environments like schools and malls, to complete challenges related to mental 
wellness. 

The World of Emotional Monsters: "Panic Attack" introduces players to a vibrant, 
animated world where they don't play as youth but as adorable, fuzzy Emotional Monsters. 
Each monster represents different facets of emotional health, with unique colors and 
characteristics. Set against the backdrop of everyday settings—home, school, malls, 
theaters—these environments become stages for learning and exploration. 

The Gameplay: In a thrilling twist, one player assumes the role of a white monster, whose 
goal is to "eat" the other players, adding an element of suspense and excitement 
reminiscent of traditional tag games. However, "Panic Attack" is more than just a game of 
chase; it's an educational journey. Players must navigate through these environments, 
completing mental health challenges designed to teach coping mechanisms, emotional 
intelligence, and self-care strategies. 

Educational Challenges: Designed with the help of three mental health specialists, the 
challenges within "Panic Attack" are carefully crafted to engage players in scenarios that 
mirror real-life emotional health situations. These tasks encourage players to learn and 
practice techniques for managing stress, anxiety, and other emotional states. For example, 
a challenge might involve navigating a maze that represents the complexity of emotions, 
with clues and tools along the way to help manage feelings of overwhelm. 

Learning Through Play: "Panic Attack" exemplifies the concept of learning through play. By 
engaging in fun, game-like activities, students can learn vital emotional health skills 
without the pressure of traditional educational settings. This approach allows for a more 
profound understanding and retention of mental health concepts, fostering a generation 
that is better equipped to handle emotional challenges. 

Introducing Youth to Wellness Health: Beyond teaching specific skills, "Panic Attack" 
serves as an introduction to the world of wellness health. It opens the door for 
conversations about mental health, reducing stigma, and encouraging openness about 
emotional well-being. The game's innovative design makes it a valuable tool for parents, 
educators, and mental health professionals to connect with youth on important topics. 



"Panic Attack" is more than just a game; it's a pioneering approach to emotional health 
education. By transforming players into Emotional Monsters navigating everyday 
challenges, it teaches vital mental health skills in a context that resonates with young 
people. As players learn to manage their emotional monsters, they also learn to manage 
their mental health, making "Panic Attack" a significant step forward in the quest for 
comprehensive wellness education. 

 


