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Michelle Chen, Game and Web Developer
Michelle Chen is programmer with more than 8 years experience in game development. She makes game and other things under 
the name purplelilgirl. She has a degree in BS Computer Science from De La Salle University-Manila. She is Toptal STEM for 
Women scholar, who graduated with Distinction with from MSc in Video Game Enterprise and Production at Birmingham City 
University. She is also a BAFTA Crew Games Member, STEM Ambassador and Women in Games Ambassador.
  

Michelle Co, Illustrator, Social Media Manager and Psychology Consultant
Michelle Co is a BS Psychology graduate from the Ateneo de Manila University and has a special interest on the intricacies of 
happiness and the resilience of the mind. Currently she is studying Graphic Arts and illustration at the University of the Arts 
London. She owns WilQuote Publishing, which has since published books on poetry and quotations. She is the creator of Bunster 
and Hariet, a webcomic about the happenings inside a girl's mind, depicted by cute bunnies.
  

Anthea Tan, Psychology Consultant
Anthea Tan earned her Doctor of Medicine from the University of Santo Tomas and she is currently finishing her specialization in 
Internal Medicine. As a licensed physician, she does not only treat illnesses but also focus on a holistic approach on the impact of 
the disease on the family, friends, and the patient himself. She would like to educate people and create awareness to  improve the 
quality of life and well being of a person.
  

dibdib studios is a new gaming company incubated in London. “dibdib” is a Filipino word that translates to 
‘chest’, where the heart lies. The company aims to create games that spreads awareness about important 
subjects and have a positive social impact.

http://dibdibstudios.com/www.purplelilgirl.com
http://www.wilquote.com/
http://www.bunsterandhariet.com/
http://www.bunsterandhariet.com/
http://www.dibdibstudios.com
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According to the World Health 
Organization, around 450 million 
people currently suffer from mental 
illness, making it the leading cause 
of ill-health and disability worldwide. 
That’s 1 in 5 people. But more than 
half remain undiagnosed and 
untreated. Stigma and 
discrimination are the main 
reasons why people keep it to 
themselves. 
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Cast a light on mental 
illness by transforming 

real personal stories into 
video games.
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“When someone talks about a video game they use the pronoun 
‘I’. It gives you a platform to create immersion and engagement 
– a new level of empathy. I’m not sure if everyone who has played 
That Dragon, Cancer claims to have grasped what we went 
through, but they are now able to relate to it in a very personal 
way.”

- Ryan Green, developer of That Dragon, Cancer
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MuniReality will be a website where people living with mental illness 
can freely share their stories without fear of judgement. In turn, these 
stories will be transformed into video games.
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• The website will be a 

community, where people can 
upload their stories in the form 
of writings, pictures, videos and 
music.

• People can also view stories, 
games, news, as well as 
development blogs.

Mockup of MuniReality Website
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• The games will be designed to 

visually emulate the mood and 
inner struggles of the people 
sharing them.

• We want the game development to 
be a collaborative process. People 
can comment and contribute other 
elements to complete the game.

Screenshots from "Depression Simulator", a 
semi-finalist in Stylist x Diet Coke Creators Collective, 
by Michelle Chen. The game was developed through 
collaborative stories collected via HitRecord.

Sample Game:
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• The website and games are targeted to:

• People suffering from mental illness, and,
• People wanting to gain a better understanding of mental illness
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• The website will be free because we want to encourage people to 

join the community and to be able to freely talk about mental illness.

• The games will be monetized through the “pay-what-you-want” 
model so that it can be freely shared and be accessible to everyone. 


