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ˈplāb(ə)l

Playbl



We address critical health outcomes in 
adolescents

Smoking/vaping

STIs, HIV/AIDS 

Opioid misuse 

Mental health 

2.3M+ U.S. adolescents 
struggle with substance 
misuse1

Note: 1,2. Child Mind Institute, Drug Free report, 3. CDC on STI, 4. CDC on smoking/vaping

5M youth have at least 
one mental health issue2

10M adolescents contract 
an STI3

34M adults smoke/vape 
daily, 90% of whom first 
tried by age 184

https://drugfree.org/wp-content/uploads/2019/02/Substance-Use-Mental-Health-in-Teens-and-Young-Adults.pdf
https://www.cdc.gov/std/life-stages-populations/adolescents-youngadults.htm
https://www.cdc.gov/chronicdisease/resources/publications/factsheets/tobacco.htm


These costly health challenges call for effective prevention

Note: 1. International Journal of Mental Health Systems, Prevention & Early Intervention report, 2. Guttmacher Institute, 3. SAMHSA.org, Healthcare Cost report

$510B 

Spent in treating 
adolescent 
substance misuse1

$6.5B 

Spent in treating 
STIs2 (sexually 
transmitted 
infections)

$33.5B 

Could be saved in 
productivity over 
lifetime through 
prevention3

450K+ 

Teens could avoid 
starting smoking/ 
vaping through 
effective prevention 
programs3

https://ijmhs.biomedcentral.com/articles/10.1186/s13033-020-00356-9
https://www.guttmacher.org/journals/psrh/2004/estimated-direct-medical-cost-sexually-transmitted-diseases-among-american
https://www.samhsa.gov/sites/default/files/cost-benefits-prevention.pdf


Playbl provides its best-in-class serious prevention and 
wellness games to 40M+ U.S. adolescents

Note: 1.. Metaari Research, Serious Gaming market; 2. Top 10 serious games of all time, LinkedIn; 3. ABC.com

Serious games
“Games that have an explicit and carefully thought-
out educational purpose and are not intended to be 
played primarily for amusement” – Clark Abt

$8.1B Serious games learning market by 20221

Organizations have increasingly 
generated success in using serious 
games in adolescent education, such as 
Microsoft Minecraft2,3

https://asi.ru/upload/upload_docs/Metaari_2017-2022_Global_Game-based_Learning_Market_Executive_Overview.pdf
https://www.linkedin.com/pulse/top-10-serious-games-all-time-juliette-denny/
https://arcbus.com/3-companies-that-have-generated-major-success-by-implementing-serious-games/


5 videogame prevention interventions, developed by the 
play2PREVENT Lab at Yale Center of Health & Learning Games

PlayForward Risk reduction, HIV prevention

SmokeSCREEN Smoking/vaping prevention

EmpowerED Mental health/wellness in schools

PlaySMART Opioid misuse prevention

All are available on Web/Apple Store (iOS)/Google Store (Android)

Health advocacy/STI/HIV testingPlayTEST!

270,000+ 

Adolescents have used the 
current games

https://www.play2prevent.org/about-us/our-center/


Playbl games engage users and deliver health outcomes

We use social and emotional 
learning and character 

education to train 
adolescents to think and 

behave with foresight

Prevention

We co-design and 
iterate with adolescents 
as key partners in the 
design and evaluation 

process

User first

With 2 large-scale trials (N=333, N=296), a large 
field study (N= 560), and 5 pilots, our games see 

significant changes in attitudes, knowledge, 
perceptions, and intentions in teens1, 2

Evidence-based

Note: 1. Fiellin et al., 2017, 2 Hieftje et al., 2019; Pentz el al., 2019

https://www.jmir.org/2017/9/e314/
https://www.tandfonline.com/doi/abs/10.1080/08897077.2019.1691128?journalCode=wsub20
https://pubmed.ncbi.nlm.nih.gov/30477819/


Adolescents, families, and teachers want to play our games

When you are playing a game you’re learning something, actually 
learning something, because you get to read it. Because…when I 
read something, I remember it. So it’s better for me to play it, read 
it, and download it in my head. (Female, 13 years old)

PlayForward really teaches you more than what an average person 
will, because most of the times, teenagers like my age, wouldn’t 
want to hear that from adults. Especially their parents. (Male, 13 
years old)

It (the games) will be sort of like a curriculum piece. because we want to 
invest (in what) we are going to use, and I think it’s worth investing in it. 
(Male, 35, After-school Curriculum Coordinator)

Adolescents love our games

Parents and educators value them too

We all need help. We all need reinforcement. So, yeah, that would 
be a tool for us, too. (Female, 43, mother)t)



Playbl offers the best evidence-based, digital prevention and 
wellness interventions for adolescent health

Evidence-based

Prevention interventionsTreatment interventions

Playbl



The time is now

Note: 1. McKinsey Insights; 2. 2020 Health Report, Rock Health, 3. Akili Interactive Shionogi Partnership, Pear Apricity Health Partnership, 
4. Digital Health Reimbursement, MedcityNews, 5. FDA Announcement, 6. Forbes, 7. Fiercehealth

• Telehealth solution adoption has risen 35% in 20201

• $14B VC funding went in telehealth in 2020 from 7.4B 
in 20197, and is expected to grow2

• Market has signaled readiness for novel videogame 
interventions: pharma partnerships3, payors open for 
discussion4, FDA approvals for digital health solutions5, 
and a shift towards value-based care

• Market recognized “health & well-being” as an 
investment category6

https://www.mckinsey.com/~/media/McKinsey/Industries/Healthcare%20Systems%20and%20Services/Our%20Insights/Telehealth%20A%20quarter%20trillion%20dollar%20post%20COVID%2019%20reality/Telehealth-A-quarter-trilliondollar-post-COVID-19-reality.pdf
https://yaleedu-my.sharepoint.com/:p:/g/personal/jun_chen_yc733_yale_edu/EZYy-4kuWdFDmUl13ws2IgMBLJH_vxkBDtF_nmO9RVbTmQ?email=lynn.sullivan%40yale.edu&e=vHDkb1
https://www.akiliinteractive.com/news-collection/akili-and-shionogi-announce-strategic-partnership-to-develop-and-commercialize-digital-therapeutics-in-key-asian-markets
https://peartherapeutics.com/pear-therapeutics-announces-collaboration-with-apricity-health-to-advance-prescription-digital-therapeutics-to-be-prescribed-in-combination-with-immuno-oncology-therapy/
https://medcitynews.com/2020/10/digital-health-reimbursement-the-transforming-landscape/
https://www.fda.gov/news-events/press-announcements/fda-permits-marketing-first-game-based-digital-therapeutic-improve-attention-function-children-adhd
https://www.forbes.com/sites/markhall/2020/12/06/three-categories-in-the-health-and-wellness-industry-that-venture-capitalists-are-betting-big-on/?sh=45a4d5a1618d
https://www.fiercehealthcare.com/tech/2020-breaks-record-digital-health-investment-9-4b-funding


Playbl’s SaaS revenue models

Note: 1. School population statistics, 2 Corporate Wellness statistics, 3. US. Demographic statistics, 4. we plan to make scholarship available to population that can’t afford

Pricing at $10 per user per game

Such as: Schools, pediatric clinics 
and hospitals, youth-focused 
organizations (e.g., Planned 
Parenthood), School-Based Health 
Centers

Youth-health Organizations: 

$377M1

Such as: Insurance payors, 
Employee Assistance Programs 
(EAP), Corporate Wellness 
Programs

Payors & Employers: $630M2

Such as: Individual adolescents 
and families

Youth & Families: $1.2B3, 4

https://www.edweek.org/leadership/education-statistics-facts-about-american-schools/2019/01
https://www.kff.org/private-insurance/issue-brief/trends-in-workplace-wellness-programs-and-evolving-federal-standards/


Delivering value to all stakeholders
Investing $10/adolescent, save $3,760/adolescent in healthcare costs1

Note: 1, 2. Cost Benefit Analysis, SAMHSA.gov

Youth-based Organizations Youth & FamiliesPayors & Employers

Our educational content and self-
directed interventions allow 
teachers to better engage with 
adolescents, saving valuable 
time, space, and resources, and 
help clinicians to improve health 
outcomes

Our prevention interventions help 
insurance payors save $74 per 
adolescent in medical cost2

We impact youth health and well-
being in an effective and 
sustained way, and help parents 
to better understand and 
communicate with their 
adolescent children

https://www.samhsa.gov/sites/default/files/cost-benefits-prevention.pdf


Our financial projections



Assumptions and sales pipeline

2021, for each of our games, we will sell to
5 high schools 
2 middle schools
Subscribers likely to purchase both 
games

2022, for each of our games, we will sell to 
20 high schools 
10 middle schools 
1 payor, 2 employers 
Subscribers likely to purchase both games

Customer 
Pipeline

Note: 1, 2. National Center for Education Statistics, 3. KFF – adolescent coverage number, payor number, 4. Small Business & Entrepreneurship council, 

Average students / high school = 7271

Average students / middle school = 5572
Assumptions Average adolescent members / payor = 4,1053

Average adolescent members / employer = 614

https://nces.ed.gov/pubs2001/overview/table05.asp
https://www.kff.org/other/state-indicator/children-0-18/?dataView=1&currentTimeframe=0&sortModel=%7B%22colId%22:%22Location%22,%22sort%22:%22asc%22%7D
https://www.valuepenguin.com/largest-health-insurance-companies
https://sbecouncil.org/about-us/facts-and-data/


The Playbl Team 

Playbl Team Board & Advisors

Lynn E. Fiellin, MD 

CEO | Founder

Founding Director of the p2P 
Lab; Yale Professor of 
Medicine, Child Study Center, 
and Public Health

Jun Chen, MBA

COO | Co-Founder

Robert Gehorsam

Advisor | Edtech and games 
entrepreneur and executive

Seth Feuerstein, MD, JD

Advisor | Board of Directors 
Talkspace, eMindful | Aetna, 
Optum/United Healthcare

Stephanie J. Hull, PhD

Advisor | President, CEO of 
Girls, Inc. 



Milestones

play2PREVENT 
Lab founded at 
Yale University

2010 2020

play2PREVENT 
Lab developed 5 

videogames

2021

Playbl incorporated

2022Q2 Q3 Q4

Seek seed 
funding to develop 

initial platform

Establish 7 
partnerships with 

schools/youth health 
providers

Apply for NIH 
SBIR/STTR

Q2 Q3 Q4

Establish 30 partnerships with 
schools/youth health 

providers, 2+ with national 
payors & employers
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Lynn.fiellin@Playbl.com
Jun.chen@Playbl.com
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