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Bits and Bots

Co-designing eHealth
interventions for adolescent
emotional wellbeing

Dr Karolina Stasiak
Department of Psychological Medicine
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A BETTER
START

Why focus on
online/digital
approaches?
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Reminds you of anyone?
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experience depression and anxiety




Up to 3/4

Psychological
therapies

hhhhhhhhhhh first line of treatment
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Stigma

Privacy

Sensitive topics

Don’t know where and how
Talking to a stranger

Unevenly distributed resources

The demand
outstrips supply
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Computerised CBT
seems effective
over 100 RCTs

Fig 2. Forest Plot.

Group  Study name Statistics for each study Hedges’g and 95% CI
by farget Hedges” lower  upper p-value
condition 3

g limit  limit

Anx Keller 2009 0.59 -0.07 125 0.08
Anx Khanna 2010 0.68 -0.01 1.37 0.05
Anx March 2009 0.47 -0.04 098 0.07
Anx Spence 2011 0.42 -0.07 090 0.09
Anx Storch 2011 0.96 0.23 1.69 0.01
Anx Tillfors 2011 1.41 044 239 0.00
Anx Wauthrich 2012 1.05 041 1.68 0.00
Anx Anx overall 0.68 045 092 0.00
Dep Fleming 2012 1.16 037 195 0.00
Dep Makarushka 2012 037 0.06 0.68 0.02
Dep Stasiak 2012 1.07 036 1.78 0.00
Dep Van der Zanden 2012 0.84 0.58  L.10 0.00
Dep Depr overall 0.76 041 112 0.00
Trans  Sethi 2010 1.30 028 232 0.01
Trans  Stallard 2011 0.61 -0.39 1.60 0.23
Trans Trans overall 0.94 023  1.66 0.01
Overall 0.72 054 091 0.00
125 0,00 125 250
Favours Favours
control ¢CBT

Ebert DD, Zarski AC, Christensen H, Stikkelbroek Y, Cuijpers P, et al. (2015) Internet and Computer-Based Cognitive Behavioral
Therapy for Anxiety and Depression in Youth: A Meta-Analysis of Randomized Controlled Outcome Trials. PLoS ONE 10(3):

€0119895. doi:10.1 371/journaIAppnel.)Q1 19895
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http://127.0.0.1:8081/plosone/article?id=info:doi/10.1371/journal.pone.0119895

10/5/18

Apps are not the be all....

Young people need

* Love, belonging & identity * Caring staff, positive peer
* Purpose being needed, able to contribute  relationships, inclusion
and grow. Both now & future * Learning! Leadership, contribution,
* Fun, excitement and challenge participation,
* Safety, protection from harms, internal « Safe from bullying & discrimination

and external resources when harmed
* Help when needed

Help in School and beyond

DIGITAL-TOOLS CAN BE PART OF A
SOLUTION IF THEY FIT INTO A WELL
RESOURCED HEALTH CARE SYSTEM
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Abstract

Digital self-help <luding online or ind apps) foe healsh
ssucs have boen shown 10 be agpealing. cogang. and cfficackous in randomsired contolled trials They show potcatial for
improving access to therapy and impeoving population mental bealth. However, their wse i the real world. ie. as implementod
(discemmancd) outside of research settings, may differ from that reportied in trials, and implemcstation data are sekdom reporied

Objective: This study 4 srticles uptake and or cngomg ese, fetcataon, of completion
dota (hereatier uaage data o, for beeviy, enpagemen) from implemented pose self-help (ungusded) digital interventions for
depressace, amvicey, o the enhancement of mood

Methods: We condcted s systomatic seasch of the Scopus, Embase, MEDLINE, and PuycMINFO dutabascs foe stdies eportiog
wser wptake andce usage data from fox the tocatment or

anxiety, or the eahancement of mood, from 2002 8o 2017. Additionally, we screencd the reference lists of included arsicles,
citations of these articles, and the titkes of artickes published i fmsermer Inserventions, Jourmal of Medical Insernet Research
ML), and JMIR Mensal Healoh since theie incepewn. We extracted data indicatimg the number of registrations or dowsioads
and wsage of imerventions

Revults:  Afier the removal of deplicates, 970 papers were identified, of which 10 e the sschuwn criteria, Hand scarching
identified 1 additional artick. The included anticies reponted on 7 poblicly availabic interventions. There was biske consistency
in the measercs reported The number of regnteants of dowskads cnged widely, fom % 10 over 0,000 per month. From 21

10 5% of users cgaged in 3t 3. nod the #t east once or anevument)
whereas 7424 cogagod in moderate me (completing hetwoen 40% and (0% of modular fixcd- kngth programs o ccatmuing 8o
wse apps afher 4 weeks) Ind ol modales of the & continuing
10 e apps afler six woeks or moee) varied from 0 5% w0 28 6%

Coaclusions: Available data suggest that upea ary wadely " elp

apps and peograms that have reported this, and that sage may vary from thatrepored in sl {mplementation daa shoukd be

routinely gasbered and repored 1o fsalstsie smpeoved sptake and cngagement. argusbly smong the maoe chalienges in digital
heakh

I Med dor 10.21964mir 9275

People don't
engage well
with BITS in

real life

Could

co-design
help make
BITS more

engaging?
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Planning

Rof
Ra
nel

Youth Emotional Wellbeing BIT

9§ months

1 months 3 months

Proof of concept
pilot & qualitative
interviews

MVP (3 modules,
meta-game)

In-depth school
holiday workshops

Scoping (going wide
+ going deep)

Partnering with
schools

10 weeks (5 x 2
weeks) sprints with
a software provider

Weekly/fortnightly
lunchtime
workshops

(4 focus groups, 1 hui,
1 fono, school
interview, online
survey)

Schools, youth
groups, whanau -
focus on Maori and
Pacific young people

10
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Scoping — Going wide

Straight up

problems
Skill When |
building el i

Younger Older

Young people had a reasonable wish list

Quick to
engage
Reflecting
my
identity

11
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We scoped, co-designed, sprinted and piloted

Sprints — iteration from
paper to software
15 rapid co-design

sessions in  two high
schools

7 in-depth workshops
Mostly Maori and Pacific
youth

Workshopping of visuals,
metaphors, overarching
theme + user testing

Scoping (going wide
+ going deep)

Proof of concept
pilot & qualitative
interviews

Partnering with
schools

MVP (3 modules, 10 weeks (5 x 2
weeks) sprints with
meta-game)

/ & SRR EiSUEL

Weekly/fortnightly
lunchtime
workshops

In-depth school
holiday workshops

We iterated from paper to an MVP

From paper to...

Final version

1st mock up

12
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We created a modular MVP

Family oK

Family's Family | Fambyfrendy = )

qwertyuiop

asdfghijk.l

4+ zxcvbnmaea

3

- . | Done

Relax Me — mindfulness

Remind Me - gratitude journal

Rewire Me - think-feel-do (mini-game)

We gamified and ‘storyfied’ it

THE PATH FORWARD N POSTERS HABITS
OCTOPUS ¢
HAMMERKEAD * " iom) v
SHARK / rooTED
Aot BELOW

+

LOG IN EVERYDAY FOR REWARDS

Overarching story C:hrr;ga::r;;c;n Inspirational posters Gamification
Daily instalments Encouragement Whakatauki Rewards for daily use
3 weeks of content Feedback Badges
Streaks

15
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2) Pilot with intermediate
school teens

16
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3) Pilot with high school teens

We decided to make changes for Spiral 2

* Simplify things

* More modules (but not too many)

* Improve the ‘'metagame’ -more humour, environmental storytelling’
« Keep some gamification (badges, points/$, sense of levelling up)
 Focus on psychoeducation (rather than daily habit building

» Ensure better incorporation of Whare Tapa Wha in the overall
design

« Target younger adolescents (Year 8/Year 9)
* More customisation and choice (e.g. avatar)

* Android, iOS, Chrome books, tablets

17
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Spiral 2 app (nearly ready)
Draft menu

patle, Saome

Toolbox Interpersonal F-T-D & Gratitude Activity Relaxation Problem Volcano
(Pou) Skills Cognitive Diary Scheduling (Tohora) Solving  (Black Dog)
(Kea) Distortions  (Piwaiwaka)  (Piwaiwaka) (Wheke)

(Ruru)

Wellbeing App: ‘The Quest - Te Whitianga’

< < STEPS' because some of
Select a topic Examine .
Post nasty things

back at them.
SOCIAL MEDIA

Confront them at

school the next day.
p

18
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Next steps

* "Rapid RCT” (Jan to June 2019)

« n=100 (50% Maori and Pacifica) adolescents 11-16 year old

* Help seeking or identified as needing extra support

* App vs Attention Control (control get App after 4 weeks)

» Multi-site (schools, youth one stop shops, health organisations)

« Approaching ethics for approval to do a fully ONLINE study
(including consent)

Primary RCT designed
to assess efficacy in
those with mild to
moderate symptoms
of depression or

anxiety at baseline

Parallel open
Acceptability and
Engagement trial for
those without
symptoms and those
with high scores (who
will be referred for
extra help) 4

19
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ChatBots

the new Apps

10/5/18

2nd Wellbeing BIT: ChatBot

Headstrong

Get a personal trainer for your
mind.

Available to chat 24/7 on
Facebook Messenger to help
you have better relationships
and lift your mood.

40

20
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Headstrong: A sneak peak

il = 9:41 AM 7 3100% ¢
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Would you like to save it to your
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€ tomorrow!
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early 2019 to test
‘stickiness’
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What we learned along the way

Co-design is resource & time intensive

Co-design can give you a ‘whip-lash’

Co-design may NOT give you the best answer

Young people are a discerning & media savvy audience
Make some (critical) decisions yourself

Work closely with a software developer

Hedge your bets

Prepare to fail (and if so, do it early)

Keep iterating

Keep it simple

Big thank-you to
our funders and
partners (schools,

¢ o 4 MINISTRY OF BUSINESS,
@31, INNOVATION & EMPLOYMENT

Bhigaw  HIKINA WHAKATUTUKI

community " .
organisations and X cure kids
young people)
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