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Je laat een boom groeien met je team (5-8 jongeren):

" Compete met andere teams

PUNTEN DOOR:

" |nvullen van emotie vragenlijsten (ESM)
« Inzicht in emoties

" Dagelijkse challenges uitvoeren

v Omgaan met stress
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1. Emotie vragenlijsten (ESM)

Pick a challenge!

a BAKE A CAKE

Right now | feel With who are you? Where are WHO ARE ¥OU
you now?
relaxed DOGS QUIZZ
@® Parents Earn extra points?
Very Friends Home Do the photo check!
® Peers Aok PHOTO CHECK
® Unknown adults At school
Moderately 1 am alone ® somewhere else
Other
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2. Challenges
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Chat function
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Developmental process, acceptability, and feasibility of Grow It!

Timeframe Activity Sample Size Aim Main Outcome
([ March )| [ 1 i Paper based prototype and
o Conceptual design N=6 Create first assumptions i b’ Lade
2016 wireframes.
\ J | J J
( May || [ Pilotfor feasibilityand | i Works in small sample: copi
s L odiasrion da N=20 | Testing basic game mechanics OUES 1 SaY WD & SIS
2016 acceptability is activated in participants.
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November | | [ Selection of visual design of | [ y ( Selecti frwovisud | [ i
November election of visual design o o, electing one of two visu ]
2019 i N=107 }—p» app désigns 1 design chosen
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e X1 : = N ( A o= == N\ [ . S A
November User interface interviews = Testing the navigation of the Restructuring navigation based
e N=4 |—p
2019 (qualitative feedback) app on feedback
. J/ \ /A J/ \, J/ . J/
(" December ) N ( ) ( Testiing setions sune fi 1 A i = Adding chat functions h
February User experience test 1 and 2 N=23 | > iy - Adding 2 “tour” which
2019 )| L PAS )\ explansgame dements )
' X | \ ( A e Y o : : N
February Tormical festf Apg quility " Researchers tested the app for Solvu%g pro!alan§\\1th
N=10 2 weeks to detect remaining android notifications
2020 assessment > b Writing handbook f
L )L )L 7 L ugs ) |- Writing handbook for emrors |

(Dietvorst, Aukes, Legerstee, Vreeker, Hrehovcsik, Keijsers & Hillegers, under review)
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The Grow It! Serious Gaming App
Longitudinal Changes in Adolescent Well-being During COVID-19

e In this preregistered longitudinal study,

we evaluated the multiplayer serious
gaming app Confirmed COVID-19 infections and Lockdown Stringency

— Confirmed Cases
14000

e First lockdown (1282 adolescents (mean Lockdown -
12000 stringency o 25 50 75 100
age 16.67, SD=3.07, 67.7% girls) and Index
e Second lockdown (1871 adolescents 10000
(mean age 18.66, +3.70, 80.50% girls) 2000

6000
e Measures: demographics, affective and

cognitive well-being, depressive 4000
symptoms, anxiety, loneliness, coping,
and COVID-19 related stress.

(Dietvorst, Legerstee, Vreeker, Koval, Mens, I D -~ 1IE

Keijsers & Hillegers, in progress)
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Cognitive Well-being

Baseline E Follow-up

Affective Well-being
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Affective well-being statistically increased [cohort 1 (t (461) =-6.806, p =.000*, d =0.32) and in cohort 2 (t (732) =-6.77, p =.000*, d = 0.23)]
Cognitive well-being statistically improved [cohort 1 (t (461) =-6.12, p=.000* d=0.27) and cohort 2 (t (732) =-5.93 p =.000*, d= 0.20)].

At the individual level, 41-53% of the adolescents increased in their affective or cognitive well-being.

Sensitivity analyses were run in a regression framework to rule out confounders (e.g., COVID-19 stringency index) which yielded similar results)
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N =1195

Results, acceptability and feasibility

= Total rating of the app: 7.16 out of 10

= Rating app appearance: 7.87 out of 10

= 74.4% would recommend the app to friends

= 70.2% reported that the app stimulated them to
reflect on their feelings

= 35.1% reported that they have become more

physically active
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Future: The added value of personalized feedback “Emotion profile”

Hoge energie, negatief
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Drs. L. van Vugt
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