
Play a game. Understand the patterns



6 in 10 
children lack consistent insight into how they're doing
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Problem

Mental health support 

of children today is fragmented, 
delayed, and reliant on single-
timepoint snapshots

Parent's issues:

Noticing

1 2 3
Navigating Supporting

Challenges 

Fragmented pathways between 
parents, schools, and clinicians

Long waits before parents get 
clarity about their child's patterns

Limited continuous, 
objective insight between 
professional visits
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Customer Journey

Want to understand the child

See behavioral patterns each day

Adjust routines and approach

Notice progress over weeks
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Proof of problem

Interviewed Focus Groups 
& Engagement

300 

parents

400+ potential 
customers

3 letters 

of intent

Focus groups: 200 children

Hours played: 

more than 400

85% of parents happy 
with the results received

Kids love the game

Engagement 

& Reach

Wellbeing signals 
tracked: 8

Validated 

methodology 

Multi-game pipeline 
in development
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Life Stage & Validation

Technological 
validation 

Performance metrics

Trained on 300+ children of 
gameplay data with validated 
methodology 

Stability testing 

Validated via 400+ hours of active 
gameplay.

Product readiness 

MVP launched.

Market validation 

& Stakeholder proof

Professional endorsement

Engaged 400+ potential 
customers 

3 letters of intent from non-
medical B2B partners

Ongoing research with Leiden 
University

Direct engagement 

300+ children engaged 
400+ potential clients interviewed

"Earlyvangelists" 

& Growth potential

Organic demand

200+ on waitlist (0 marketing 
expense).

150+ downloads, 10+ purchases (after 
3 weeks with 0 marketing expense)

User satisfaction

85% of parents reported they were 
"happy with the results received" 
during research.
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Competition

Parents want continuous insight 
into how their child is doing - and 
the shelf is empty

20
Stats

38

Educational progress only 

(Khan Academy Kids, school reports)

Screenshots and milestones 

(Sago Mini Parents, social apps)

Continuous behavioural insights 

(no current product)

71

Brain training ("am I 
improving?") - not 
behavioural observation

Daily highlights ("look what 
they made today!") - not 
behavioural observation

Curriculum tracking 
("what has my child 
learned?") - not 
behavioural observation

Behavioural observation 
("how is my child doing?") 
- patterns over time
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Competition / Current state of Tech 

❌

❌

Adult brain-training - children under 
13 can't use it

Built for the player, not the parent

❌

❌

Screenshots and milestones - no 
behavioural signal

Captures what the child did, not what 
their play reveals

❌

❌

Tracks what the child learned, not how 
they're doing

"47 of 120 letters done" - tells parent 
nothing about focus or struggle

Behavioural signals from 
real gameplay - every 
session yields insight

Insights that grow with 
your child - patterns 
over weeks, not one-off 
snapshots

More games coming, all 
feeding the same parent 
view
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Solution

At home

No clinic 
visits 
required

Anywhere

Fits family 


schedule

Short sessions

2–5 minutes


per play

Daily insights

Track 

patterns 

over time

Available now

No waitlist
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Solution

Guest mode

Insights Analytics Games

Games

Game 5
2:16 Home

 12/10/25 
09:30 AM

 11/10/25 
09:30 AM

 10/10/25 
09:00 AM

 9/10/25 
10:30 AM

 8/10/25 
05:30 PM

Game 4
3:12 Kindergarten

Game 3
1:08

Game 2
4:30

Game 1
2:16 Health professional

300 sec

 sec

🎯
 esonse ee
Lev stays focused for about 
3 minutes at a time  
average for his age.

+12% this week

⚡
Eatic ate
Tends to react quickly  
slightly above typical range.

+12% this week

🌀
Attentional Efficiency
Energy levels are stable and 
consistent.

+210% this week

Lev nee vi  
5

Typical behaviour 
Your child’s attention and energy 
observations are consistent with 
the typical day-to-day variation 
seen among peers of a similar age

Total time

pti mal ocus Window

9 games
24 min active Play Time

Best performance time of a day
Morning 05:00  11:59AM

Challenging time
Evening 18:00  22:00

We require 5 games to rule out 
one-time flukes and ensure this 
insight reflects your child's true 
daily patterns. 

Start time 12/10/2025 Wed 09:30 am

Active time

Duration

🎯


Morning
5:00  :5

2:16

3 m 47 s

Erratic Rate

⚡

Response Speed

Day
2 :00  :5

Attentional Efficiency🌀
+210% this week

Your session Normative

+12% this week
v ening
: 00  22 :00

+12% last month

High

Typical

Low

Non-Medical se of Data: All information , including 
biometric and behavioral data, is processed exclusively 
to provide wellbeing insights, personalization, and 
general lifestyle recommendations. Such data is not 
processed for diagnosis, monitoring, prevention, 
treatment, or alleviation of any disease or medical 
condition, and therefore does not fall under the E 
Medical Device Regulation MDR 2017/745 . Game is 
unavailable from 10 PM to 5 AM to prevent false patterns 
from appearing in the profile.

Score:

Insights Analytics Games
29 29 6

Daily Check-In History

Help us understand the context of this Game0

13 20

What were they doing right before playing?

Physical Play

The Mastermind
Strategic Hom

ewor
k

Othe
r

High Effectiveness

+Careful Control

+

Screen Time

Select environmentSlow/Average Speed

Location (where they played)

Select location

Quiet
Calm Area

Your child plays like a strategist. 
They are highly effective because 
they are methodical and 
thoughtful. Their slower, deliberate 
speed is a sign of their patience: 
they are "looking before they leap" 
to make sure they get the right 
target and avoid errors.

Busy
Loud Area© GameAnalyze 2025
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0

Deeper  Insight

Time 
Relat
ive 
to 
Meds 
(If 
Meds 
= 
Tak
en)

N/A

Comment

 Add any helpful context




This player shows strong self-
control. If they also have a high 
pause count, it's a clear sign of a 
"Self-Regulator": they are actively 
pausing to think, plan their next 
move, and manage the game's 
complexity.

How motivated was Lev to play?
Possible activities 

Save Session Context

Wanted to playCook or bake together. 
Following a multi-step 
recipe rewards their 
methodical, step-by-step 
thinking.
Supports: Attentional Efficiency

Didn’t want to play

How results are calculated
Play strategy games like 
Connect Four, Checkers, or 
simple card games that 
require planning.
Supports: Attentional Efficiency

About Raw Data 
Think of this page as the "building blocks" of your child's profile.

Observation Only

These are the raw numbers collected directly from the game sensor.

Ask them to explain their 
strategy for a game or task. 

No "Good" or "Bad"

On their own, these numbers don't tell the whole story. A high number here 
could mean "Fast" or "Impulsive" - it depends on the context.

Supports: Attentional Efficienc

The Real Result

We combine all these data points to calculate the Profile and Insights you see 
on the main dashboard, recommendations and analytics tabs.

Let them plan a small part 
of the day, like "What three 
things should we do on 
Saturday morning?"
Supports: Attentional Efficiency

Game data

Duration 3 m 12 s

4Rounds

Bubbles data 

Total bubbles
r o ile Status

453
High accuracy

53Special bonus
Ho to oo st it

Start time 12/01/2024, 
Thursday 9:30 am

Negative bonus

Booster 1

Simply have your child play a few 
sessions this week to refill the bar and 
keep their profile at Full Strength.

34

5

A out accuracy
5Booster 2

Booster 3 5

Regular
N arro o cus  play pattern 

etecte

19
5

We track activity across three screen zones: Left, Middle, and Right. That allows 
us to measure your child’s visual scanning skills.

lay  style sho s a istinct pattern  high 
eecti veness at tapping u les ithin a 
primary area o o cus

Rea  Help ul ipsL M R
Screen zone L Screen zone M Screen zone R

Left screen side Middle screen side Right screen side

The Goal 
To see if your child notices bubbles happening everywhere, or only in one 
specific spot.

What it tells us

A balanced player sees the whole screen. A player who only taps in the Middle 
might have "tunnel vision", focusing deeply on one spot but missing the wider 
picture. This helps us understand if they are scanning the environment or 
just staring at the action.

Duration
13:00:00

Vanish type
7 tapped  12 blew

Regular 19

Screen zone L

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone M

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone R

12 taped

0 blew

Reaction 2 s

Size bubble 30

Duration
13:00:00

Vanish type
3 tapped  5 blew

Booster 8

Screen zone L

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone M

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone R

12 taped

0 blew

Reaction 2 s

Size bubble 30

Duration
13:00:00

Vanish type
0 tapped  2 blew

Special 2

Screen zone L

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone M

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone R

12 taped

0 blew

Reaction 2 s

Size bubble 30

Duration
13:00:00

Vanish type
1 tapped  3 blew

Negative 4

Screen zone L

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone M

12 taped

0 blew

Reaction 2 s

Size bubble 30

Screen zone R

12 taped

0 blew

Reaction 2 s

Size bubble 30

29



Lasting competitive advantage

Companion app through 
the whole process

Professional 

adoption

€

At-home tracking Price

8+ wellbeing signals

Engagement
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Market opportunity

TAM 

€1,2 B/year

SAM 

€400 M/year

SOM 

€20 M/year

Sources:

1. Grand View Research, Mental Health Apps Market 2030


2. Fortune Business Insights, Mental Health Apps Market 2034

3. Salari et al. 2023, Italian Journal of Pediatrics


4. UN World Population Prospects 2024

Expansion to broader 
behavioral wellbeing (2030 
projections)  

TAM = €3,6 B/year  
SAM = €1,4 B/year  
SOM = €60 M/year
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Revenue Model 

B2C
App stores, ads campaigns, 

forums, SEO

Single session report:     €5

3 months subscription:  €66

6 months subscription:  €114 

12 months subscription: €180 

B2B2C
Employer wellbeing benefits 


and education-system 
partnerships

PFP 

(per-family pricing) 


pricing model
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Our Investment Ask

R&D

20%Milestones Enabled 


by This Round*

1

2

3

4

Rabobank Impact Fund - €25000 


Runner game launch –6 months


Non-medical B2B pilot – 15 months


Localised growth in top-converting 

markets – 20 months

Achieved

Ops

35%

From the date of funds received

€200,000

Marketing

30%

Multi-game

development

15%
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Traction & Projection

Investment round

€500K
Marketing allocation

€150K (30%) / 12 mo

Use of funds Acquisition output

Projected 

installs

Projected 

paying users

75K 1 875

100K 3 000

125K 4 375

€500K total raise
30% of round allocated to marketing Conservative

Base case€150K paid 

acquisition budget
Supports launch-phase B2C growth for the wellbeing app Upside

Current signal:

150

installs

10

purchases

0

marketing budget

Assumed paid conversion: 2.5% - 3.5%

Range is intentionally conservative vs. current warm 
organic cohort

* Churn assumptions:

	•	3-month plan: 50% at renewal

	•	6-month plan: 0% within 6 months

	•	12-month plan: 0% within 6 months

* Payer mix used in model:

	•	15% one-time report

	•	30% 3-month plan

	•	30% 6-month plan

	•	25% 12-month plan

Revenue logic

ARPPU: €121

Revenue output

 €227K

 €362K

 €529K

Pricing mix used in model


3-Month subscription 		 €66 

6-Month subscription 		 €114

12-Month subscription 		€180

One-time report              €5

Conservative

Base case

Upside
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Milestones

Period Objectives & KPIs (Value Inflections)

AI calibration on growing B2C dataset; Runner game development; methodology 
validation continued

Runner launch; non-medical B2B pilot (5 practitioner accounts); 5K MAU target

Trail game launch; B2C scaling to 20K MAU; cash flow positive

Geographic expansion (DACH or UK); research and grant partnerships; explore 
optional Phase 2 decision-support pathway from operating cash flow

Feb 2026 – July 2026

Aug 2026 – Jan 2027

Feb 2027 – July 2027

Aug 2027 – Jan 2028

Funding Focus

R&D & multi-game development

Launch & growth

Scale

Expansion
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Why Us?

Eli

Yanovski
Co-founder / CEO / COO

20+ years of experience in 
product development and 
operational strategy, with a 
background in gaming, 
edtech, and SaaS 
businesses

Dmitry 
Pavlotsky
Co-founder / CMO / PR

15+ years in growth 
marketing, customer 
acquisition, and global 
product launches. TOP-10 
UBI Global Accelerator: 
mentored 50 startups in go-
to-market and positioning

Alex

Ershov
Co-founder / CTO / FullStack

10+ years in cloud 
infrastructure, full-stack 
development, and AI/ML 
computer vision systems 
lifecycle management (Dev, 
MLOps)

Vlad

Volman
Principal AI Scientific Advisor

15+ years in AI/ML modeling 
for behavioral pattern 
analysis and predictive 
analytics

Albert 
Feigelson
Partner / Behavior Analyst

15+ years as a behavior 
analyst supporting families 
and educators. MA in 
educational psychology.
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Let’s build the future 

of childhood wellbeing together

info@gamenalyze.com

gamenalyze.com

mailto:info@gamenalyze.com
http://gamenalyze.com

