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HOW DID WE GET HERE?
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A NEW DIRECTION

« A New method

» Delivering messages for behavior
change attractive to those at
highest risk

» Window of opportunity before risk
starts

 Primary risk reduction and

prevention




GAMES: A NOVEL APPROACH TO
EDUCATION, PREVENTION, AND WELLNESS

 91% of all people on earth have a mobile phone
« 56% of people own a smart phone

« 80% of time on mobile devices is spent inside
games or apps

« 97% of all teens play videogames; >50% play daily

» Serious videogames can impact health behawors
« Asthma . —
« Diabetes
Nutrition/obesity
Physical activity
Smoking prevention
HIV/sexual risk







Yale University Office of Public Affairs

O Tale News

o sle Uneversity

HOMme

Prasident’s Welcome

NEWS CHANNELS

Arts &

Architecture

Environment
Health & Madiine
HuMmAnting &
SO00a Scaences

inmtearnstions

Science & Engneenng

Campus
MULTIMEDIA

B netcasts  Videos
m RSS Photos

FORTHE MEDIA
Find & Madical Expert

Yale Broadcast Canter

Calendar of Events
rale Bullenn

ELIne Nowsletter
Poynter Feliowshig

rale in the News

Coaotac: Pubhic Altars

Health & Megxaine | Yale gullatin

Video Game to Help Urban Teens Avoid HIV Infection Focus
of Nearly $4 Million Grant To Yale
Published: September 24, 2009

| New Haven, Conn. — Creabng a video game
to help teens avoid sex, drugs and alcohol
use—behawors that could lead to HIV
wfection-is the am of & five~year, $3.9 million
research grant to Yale from the Eunce
Kennedy Shnver Nabonal Institute of Child
Health and Human Development. The grant, to
be pad out over five years, will fund work by
Lynn Felin, M.D., assistant professor of
medione at Yale School of Medicine.

Fiellin’s study is designed to develop and test an interactive virtual reality-based
video game called *Retro-Warnors” that will teach ethnically diverse adolescents how
to make healthier choices, The research goes beyond the use of a game for education
and proposes to aeate a world in whath the game players can engage in role-playng
to leamn to avoid risky behaviors that could lead to HIV infection

The study has far-reaching implications incduding the potential for this technology to
bacome portable and global.

*The game could travel with the player— could be used at home, on a console, a ol
phone or a personal digital assistant,” said Fiellin, who 3iso points to intermational
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2P PLAY2PREVENT LAB @ v

2PREVENT

play2PREVENT.org

Develop, evaluate, & implement
videogames that impact health
behavior, social intelligence, and
education in teens and young
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http://play2prevent.org/

PROBLEMS WE ARE SOLVING

EVERY YEAR IN THE US:
2M+ ADOLESCENTS STRUGGLE WITH SUBSTANCE MISUSE

5M YOUTH HAVE AT LEAST 1 MENTAL HEALTH ISSUE
]OM ADOLESCENTS CONTRACT AN STI

SCARCITY OF SUPPORT:
1: 491 SCHOOL COUNSELOR TO STUDENT

1:1381 SCHOOL PSYCHOLOGIST TO STUDENT




THE RELATIONSHIP TO STUDENT SUCCESS

Mental health and academic success:

 Individual-Level Results:

- One meta-analysis reviewed 83 intervention studies and found:
« Psychosocial interventions resulted in significant, positive academic impact

« Another review of recent research on student mental health and academic outcomes

found:
« 91% of studies demonstrated improved academic outcomes because of psycho-social interventions
and positive effects persisted on average 150 weeks.

« School-Wide Results:
« At the school level, research supports the integration of positive behavior supports, a
form of multi-tiered systems support in strengthening school-wide proficiency in math
and reduced suspensions.

« One meta-analysis reviewed 213 studies and found:
+ Universal social and emotional-based programs had a significant, positive, school-wide impact on
standardized tests in reading and math and in overall course grades.



RISK REDUCTION/

HIV PREVENTION WELLNESS AND OPIOID STI/HIV TESTING

SMOKING & VAPING MENTAL HEALTH &  MENTALHEALTH  HEALTH ADVOCACY



BUILDING A PLATFORM
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GAMES FOR HEALTH JOURNAL: Research, Development, and Clinical Applications
Volume 1, Number 4, 2012
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A Qualitative Study to Inform the Development o

e = INVOLVE OUR TEEN PARTNERS
o o IN EVERY STEP OF THE
DEVELOPMENT PROCESS




CREATIVE METHODS

Interviews/Focus Group
Discussions

Artwork: “Party Scene” Picture
“My Life” Timeline

Poster Project: Message Framing
Photo Feedback Project
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pp Novel Methods to Collect Meaningful Data From Adolescents for the Development of Health Interventions
Kimberly Hieftje, Lindsay R. Duncan and Lynn E. Fiellin
Health Promot Pract published online 11 February 2014

ARTIST: NATE POWELL . DOI: 10.1177/1524839914521211
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DESIGN INPUT

Ep

TOO OLD

CLOTHES
TOO KID LIKE

NO TO THE
BAGGY PANTS

FAVORITE

Pass 04

Fornext pass:
- Remove Pencil
sharpener

- Separate blinds on
@ach window (that are
down)

- Mounted TV in corner
- More posters

students in view

the blackboard

Addressed in Pass 01
- See more of foreground

-Portraits of William
Shakespeare, Edgar Allen
Poe, Maya Angelou and
Jane Austen hanging over

Addressed in Pass 03
- Margaret Atwood

Addressed in Pass 02:

- Room for more close interaction

- Make it more ke the student is at
the desk (the player)

Pan 1.5 and move podium and desk

placement for teacher
- Jane Austen TBReplaced



ITERATION, ITERATION, ITERATION

Project Ivy: People Sense Minigame (prototype)
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Project lvy: People Sense Minigame (prototype)

© ® 5. GETTING HEALTHY ?‘Z’ a

PEOPLE BOMLE

Once you ore finished scrting your friends, you con
start accepting their ewites!

EACH PERSON
Use your people skils 10 find out about each person.

2 THERR F1 LeveL
Put e best pecgie closes! 10 you 10 get safe, positve
invites and ncrease your friendshp.

2. KEEP RISIER PEOPLE AWAY
Put risicy pecgie for from you 36 aveid bad indiations.
and getting strikes for foking risks.






g:' OR'EQ we all have times when we have o make hard choices. Explore these

stories and take charge of the future by changing poor decisions.
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(!) In Eim City Stories, the more you change, the better life can furn out. when you have
made a lot of changes press Fast Forward 1o see your future..




GAME EPILOGUE

THE EPILOGUE

I @ Touch each panel to learn more about your character’s life

Drag the screen to view more




RANDOMIZED CONTROLLED TRIAL

Attitudes score: change since baseline
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12 AFTER-SCHOOL, SCHOOL, SUMMER PROGRAMS

12 SESSIONS: 2 TIMES/ WEEK FOR 6 WEEKS S TS e
STANDARDIZED ASSESSMENTS: BASELINE, 6 WEEKS, 3, 6, 12, 24 MONTHS

FOCUS ON 12-MONTH OUTCOMES AROUND SEXUAL HEALTH

TIME-STAMPED DATA COLLECTED THROUGH GAME SOFTWARE KNOWN AS “EVENT LOG FILES”

vl \Video Game Intervention for Sexual Risk Reduction in Minority
= Adolescents: Randomized Controlled Trial

Lynn E Fiellin'?**, MD: Kimberly D Hieftje'**, PhD: Tyra M Pendergrass'**, MEM: Tassos C Kyriakides®’, PhD;
Lindsay R Duncan®, PhD; James D Dziura’, PhD: Benjamin G Sawyer'”; Linda Mayes™*, MD; Cindy A Crusto®*®,
B PhD: Brian WC Forsyth®*, MBChB. FRCPC: David A Fiellin'***, MD







IMPACT OVER 6 MONTHS

(N=296) (NICHD) (ALL P-VALUES < 0.05)

T.P. Boomer et al. / Journal of Adolescent Health xxx (2023) 1—8

Primary outcome: Change in HTC attitudes
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Figure 2. Changes in attitudes, intentions, knowledge, and self-efficacy by study condition.
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4 It's just one cigarette, it
. The words they use won't kill you.

really mean =
something else...

2R CELLINZITS 2l MY, PRIDE
_ _ They say how great . They call me names:
How is Jonas | it will be for me... weak, scared, mean,

trying to get me R uncool...
to smoke? X — - :

4 PLAY,IT, 0 4R MY, LOYALTY,

. They play it off like . They challenge my
" it'snobigdeal.. ~ friendship or love...

Demo Build Version: 1.1.6
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Increase in Negative Beliefs About Tobacco Products
Pre-game to Post-game

p <.0001
p <.0001

How likely do you think teens are How likely is a teen to become
influenced by seeing others use addicted to e-cigarettes?
cigarettes or e-cigarettes on social
media?

mPre-game m Post-game

Effectiveness of a web-based tobacco product
se prevention videogame intervention on young
dolescents’ beliefs and knowledge

imberly D. Hieftje, Claudia-Santi F. Fernandes, I-Hsin Lin & Lynn E. Fiellin
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100

Number of students who answered correctly

Increase in Knowledge About Tobacco Products
Pre-game to Post-game

p<.0001
p <.0001
Most e-cigarettes have nicotine, the Teens that use e-cigarettes don't usually
highly addictive drug found in cigarettes, use other tobacco products, like
in them. mPre-game m Post-game cigarettes.



O U R I M PAC T EVIDENCE-BASED RESOURCE GUIDE SERIES

Reducing Vaping
Among Youth and
Young Adults

SAMH5A

Substance Abuse and Mental Health
Services Administration

Reducing Vaping Among Youth and Young
Adults
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EMPOWERED PILOT STUDY

(N=100) (cz1)

Comparison of Outcomes by Treatment

2 2 p<.01

S 1.5

3

E 1 P=. 13

xn p=48

&0

_§ 0.5 p=.69 - M empowerED
Lé 0 = M Control

< -0.5

= : p=.74 p=.68

Cognitive Beliefs/Attitudes  Self-Efficacy Emotional Self-
Reappraisal Efficacy

A Pilot Randomized Controlled Trial to Evaluate a
Cognitive Behavioral Videogame Intervention:
empowerED

Claudia-Santi F. Fernandes @ =1, Yanhong Deng, Alvin H. Tran, Kimberly D. Hieftje, Tyra M. Pendergrass Boomer, Carolyn K. Taylor,

"Games for Health

and Lynn E. Fiellin Information

Copyright 2023, Mary Ann Liebert, Inc., publishers
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CRITICAL HEALTH CRISES IN TEENS:
SUBSTANCE MISUSE AND MENTAL HEALTH

@ Overdose mortality among adolescents by substance type Number of overall deaths by suicide among 10—24 year olds
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® |llicit fentanyls and synthetics
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We all have stories where we made wrong choices. Explore these
stories. Take charge of the mistakes and fix them.

10
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PLAYSMART
DESIGN Formative Work: Feb-Jun 2020

We conducted: Salient themes identified:

« 7 focus groups with opioid-naive
adolescents (n=37)

* 6 interviews with treatment
providers of individuals with
opioid use disorder (n=6)

« 1 focus group with prevention -
specialists (n=6)

« 5 focus groups with
implementation partners,
School-Based Health Alliance
(SBHA) adult affiliates (n=26)

« 3 focus groups with SBHA youth
(n=15)

Opioid Identification
Perceived Risk of Harm
Prescription Opioids
Mode of Learning
Opioid Accessibility

Reasons to Misuse Opioids
Mental Health
Support Systems

9 2 N O B m B N

Videogame Application



PLAYSMART
DEVELOPMENT

Storylines (Content): ‘ | stories. Take charge of the mistakes and fi Them.
Trading Wisdom
A Friend in Need
Lean on Me

Grandma’s Pills
Tough Love
A New Direction

) ° ‘ ‘]67
Mini-games (Skill Development): - 1) D/"“ SOCIALMEDIA

Risk Sense
Know Power
Social Media
Future Sense

Refusal Power

Stress Sense



PLAYSMART EFFICACY STUDY

- Setting: 10+ CT schools

« Population: 532 adolescents ages 16-19 who are
at higher risk

« Intervention: PlaySmart

« Videogame aims to prevent opioid initiation and
promote mental health in older adolescents

« Adolescents at higher risk for opioid use will be
assigned to either the PlaySmart game or

attention/time control games PLOS ONE
« Assessment measures collected at baseline, 6 e —
. H — igital health game to prevent opioi
WeekS, 3./ 6/ ]2 monthS, p”mqry Ql{tCOme i misuse and promote mental health in
percepnon Of r|Sk of h(]rm of OplOld misuse (]t 3 adolescents in school-based health settings:

Protocol for the PlaySmart game randomized

months controlled trial



SO WHAT SETS US APART?
WHAT MAKES OUR GAMES DIFFERENT?



USER-CENTRIC APPROACH AT EVERY STEP




EVIDENCE FOR THE IMPACT OF OUR GAMES

Attitudes score: change since baseline
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Tyra Pendergrass Boomer, MEM. indsay . Duncan, Ph.D.",
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Figure 2. Changes in attitudes, intentions, knowledge, and self-efficacy by study ¢

imberly D. Hieftje, Claudia-Santi F. Fernandes, I-Hsin Lin & Lynn E. Fiellin

‘ Tyale Center for Health and Learning Games, Yale School of Medicine, New Haven, CT, USA;?Department of Kinesiology and Physical




OUR IMPACT

PROTECTING
YOUTH

MENTAL HEALTH

The U.S. Surgeon General’s Advisory

« Designed to meet the National Health

A Yale doctor is using a video Education Standards

game to flght the OpIO|d Crisis ° Map to the Healthy and Balanced Living
Washington Post Curriculum Framework Standards



IMPLEMENTATION SUPPORT RESOURCES
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WHAT WE ARE HEARING

'By using PlaySmart interactive games
as part of our curriculum with my high

school health students, | have been
able to find better ways to present
opioid and drug related topics and

dangers to my students that are more

relatable to their experiences. The
games have sparked deeper
conversations and an interest in
students wanting to learn more.”
High School Educator - lllinois

“The character | chose with the little
sister and having friends who don't
make the greatest decisions, | put
myself in the character’s shoes. It
helped me figure out things about
myself. It sounds very deep, and it was
a little revelation.”

High School Student, Connecticut

“As a school social worker we're always
looking for resources to help hone in on
the skills that we're trying to teach just
kind of making it real for them because
we talk about it in an office, but they
don’t have any opportunity to practice
that or see where that decision would
take them.”

School Social Worker, New Haven, CT

“My middle school classes had the opportunity to play
smokeSCREEN while simultaneously learning about the
adolescent brain and substance use, abuse, and addiction.
Several students even asked if they could continue playing
outside of school! As a health teacher, | am always looking
for opportunities to influence behaviors that promote
health and wellbeing. This game did just that! In addition to
providing information for students to gain knowledge,
smokeSCREEN guided students to think more critically
about the real-life decisions they are already faced with or
will be in the future.”

Director, Health & Wellness, Chattanooga, TN
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