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Who am I?

 Bachelor Pedagogical and Educational Sciences
« Research Master Behavioural Science

« PhD Developmental Psychopathology
« Postdoc GEMH Lab

Currently

e Assistant Professor Communication Science/HIB
« Co-Director GEMH Lab

 Chief Science Officer BIT Bridges
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Mental and Emotional Problems
in Youth
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The Benefits of Playing Video Games

Play is crucial for
development

Developmental psychologists such as
Piaget, Vygotsky, Dewey, Erikson, etc. put a
lot of emphasis on play in their theories

Through play, children (and adults) learn to:

 Regulate their emotions

* Invent and try out alternative solutions
« Deal with unavoidable failure
 Persevere in the face of failure

Granic, Lobel, Engels (2014). American Psychologist nel l”@



Games are;

Engaging
Immersive

Empowering
Social
Emotional




Scholten, H., & Granic, |. (2019). Journal of Medical Internet Research

GEMH lab framework
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"Real science studies and makes
accessible that knowledge which
people at that period of history think
Important, and real art transfers this
truth from the domain of knowledge
to the domain of feelings."

GeEMYED



GEMH Lab Mission Multdisciplinary

: . . Science-Art Balanced
Transforming how mental health interventions
are designed, delivered and experienced Evidence Based, Iterative Testing

O Stakeholder, Youth Informed

Pull (not push) model |+ S | Relevant
Autonomy & Choice | Respected
Commercial & Accessible Empowered
Peer Sharing & Social Network Inspired
Participatory
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Iterative science and design cycle
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TARGET
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USER USER INFORMED
RESEARCH DESIGN MECHANICS
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MindLight

Neurofeedback 3D video
game to prevent and treat
anxiety among children
between 8 and 12 years of
age through biofeedback

and exposure
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Mindlight: Outcomes & Transfer
Prevention context

1.0
% 0.9
=
5 0.8 RCT
2 Non-inferiority Trial
= 0.7
= :
= Screening N > 1200
S 0.6 Selected N = 174
0.5
Pre-test Post-test 3-months 6-months
follow-up follow-up

GEMHYED

Schoneveld et al., 2018; Prevention Science
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Scientific mechanisms of change

IMmpulse control training

Just-in-time intervention

Take social/peer context into account

Youths' heeds and wishes



Xp +0%  00:00.79




Post-test 3 month follow-up

Intervention
period

4 weeks

stoppen
roken
55% female :
Average
age 19
56% low
education

level

Scholten et al,, 2019; Developmental Psychopathology (‘EM”@



Numlber 90
of 80
clgarettes
per week

Cigarettes per week

Scholten et al., 2019;
Developmental Psychopathology

Pre-test

—Game

Post-test
Time

—

—Brochure

Follow-up



90
Game r —High dose of gaming sessions

group 50

70 —Low dose of gaming sessions

60

50

40

Cigarettes per week

—

30

20

10

Pre-test Post-test Follow-up
Time

Scholten et al., 2019; Developmental Psychopathology (IEM”@



SLCONM30 X

TOOLKIT FOR TRANSFORMATIVE TECH e

PLUGINS

TEMPLATES

humarn Factors

“Maturity 1s achieved when a person accepts lite as tull of fension.”
- Joshua L. Liebman

Value Balancing

Wl.at. whid r0's s do you want to instill in the project that you're
huilding and how do you balance different—sometimes contrasting—
2ale5? Reflacting on this will help make sure your project keeps going
in the direxd on you envision.

;2. To 2 used first in the Define Phase. Return to regularly
throughav the Explore Phase.

How. Consider where you and your projec fall on a continuum
between different values. Examples of value continuums include
Flexibility vs. Rigor, Competition vs. Cooperation, Generalism vs.
Specialism, and Structure vs. Chaos.

SBLOONM 3w

TOOLS

Knowledge IP

* Clarity affords focus.”
- Thomas Leonard

Science-to-Outcomes

What. The Science-to-Outcomes tool helps you clarify which scientific
mechanisms, evidence bused techniques, and design mechanics are
required fo reach your desired outcomes. Once these are defined,

the process of iteration starts, and science and design will work in parallel
towards an effective and engaging product.

When. To be used in the Define Phase.

How. Start by listing your desired outcomes (short and long term). Next,
identify which psychological mechanisms can bring about each outcome.
Last, implement engaging design principles fo embody these
mechanisms.

3LOOM3 WX

Action 3asad

" Plans are nothing; planning is everything.”
- Dwight D. Eisenhower

Interdisciplinary Planner

What. Many different professionals will be involved in your tech-for-
wellbeing project, such as designers, developers, and stakeholders.
The Interdisciplinary Planner helps keep everyone's journey and mile-
stones clear and organised.

When. To be created in the Define Phase, and updated throughout
the entire Project.

How. Start by defining important (external or internal) deadlines,

which will inform your milestones. Then consider which experfises you
will be needing in your feam, and what team members’ tasks will be.

3LOONM3wiX




Thanks for listening!

www.gemhlab.com
@GEMH_Lab
#» GEMH sessions

Short documentary GEMH Lab:
https.//www.youtube.com/watch?v=nDBrml1gCIEU

h.scholten@utwente.nl
() Hanneke Scholten
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https://www.youtube.com/watch?v=nDBrm1qClEU
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