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Danish school system
and health

Physical education scheduled

45 min of physical activity per. day mandatory

Health and sexual education

= Mandatory in curriculum (6-7 years old)
= Ad-in in other subjects (7—15 years)
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Agenda

= Background of the project
* Project aims
= Co-creation process

= Perception of the project from
non-expert view (young X _
people) NI

»= Connection to health literacy




Binge drinking among Danish adolescents

Prevalence of five or more drinks at least once in the last 30 days by gender; one drink contains approximately
2 centilitres of ethanol (percentage)

Boys (%)  Allstudents (%)  Girls (%)
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Aim
To develop a VR alcohol resistance training tool in co-production with
adolescents and other stakeholders using an empowerment-based Living Lab

approach

Development based on Living Lab methodology in co-
production with adolescents

Partners:
Social Marketing@ Griffith, Griffith University (Blurred Minds
Project)

Meersk Institute, University of Southern Denmark,
Embodied Systems for Robotics and Learning

Drug prevention practice in Danish municipalities (SSP)
A folk high school for film and game production
A boarding school with theatre line
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Living Lab
Methodology

Stage 6: Evaluation

Outcome: A list of lessons
learned will be co-created

Stage 5: Testing the VR tool

Outcome: Article/report on user experience

Stage 4: Innovation design

Outcome: A key list of issues for improvement
will be co-developed

Stage 3: Prototype design
Outcome: Prototype of the VR AOD
resistance training tool

Stage 2: Concept design

Outcome: Film script

concepts

recurring themes

Stage 1: Exploration of key

Outcome: A list of key concepts/scenes and
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VR drug resistance tool — development group

11 young
people

3 public
health
researchers

/‘ (19-22 yrs.)

AN

4 game developers
1 video production
expert

2 prevention
practitioners

%
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Behaviour change methods of Intermediate factors

Behavioural

VR FestLab (based on COM-B*) outcome
Education . -
* User information on BAC when > FSVE:((:\L/(TS(;CBGI s:r;itélllty

accepting drinks g
Training ) o | Physical capability
* Exploration of communication "I« Communication skills

options with social feedback
Modelling Social opportunity
* Rolemodels for non-drinking *  Positive attitutes regards Resist peer

A 4

alternatives to drinking
* Social support for
drunken peers

* Rolemodels for providing social
support

pressure to drink

Reflective motivation

* Negative outcome
expectations for high
alcohol intake

* Positive outcome
expectations for
alternatives to drinking

* Awareness for social
pressure

Coercion/Incentivisation

* Experiencing negative consequences
(physical and social) of accepting a
high number of drinks

* Experiencing positive consequences
(social) of choosing alternatives

* Experiencing social pressure

A 4
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*Mitchie S, van Straalen MM, West R. The behaviour change wheel: A new method for characterising and designing behaviour
change interventions. Impl Sci 2011; 6:42



Exploration: Workshops with film/game students and practitioners

Stage 1:
Exploration of

key concepts
Outcome: A list of key
concepts/scenes and
recurring themes




Concept design: Film script

Stage 2:
Concept design

Outcome: Film script

Scene 4.
LIAM

7
Liam sidder med to
piger pa hver am.

Han kaiderdig hen ti

sig.

"Er du gode'
venner med
dem?"

Liam:
Kom du ik sammen med,
Carl og Rebecea?"

Midtpunkt 1

y 6.
[ (iam) "Ja da, drik
med mig*

3."De sidder
derovre”

1 Liam: fe————————— Nejsk
“Det mé du selv om’/

\ \ 9.
) Midtpunkt 1 Man ser Liam dbne Ja
toiletderen.

DU hat ikke &
chance hos
hende.”

5,
Liam: "W
and. Tag

4
Liam; "Rebecca er
sgu et eekker”

Synes du, jeg el
laekier?"

hatever
en drink.”

10.
(Liam) "Jeg e ikke til
mend, men vil du
drkke med mig"

Oay
Liam er ikke / 2 \
esngere el akiiv | [€— ‘upy gr ot ity |

puni fra midten. Ve U6 pd tollctot”

16.
His du gir kold

=Game over

Ga vaek fra
Midipunkt 1 G4 U8

Huis man har 13.
aruket med Liam: "FuckcaP /€
Liam for
Nej
1n.
/ (Liam) "Skal vise
hvem der kan bunde
en ol huriigst?”
Forste gang
Liam sporger
s L

—

B minigame

15.
"Velkommen tibage
Skal du have noget
atdrikke?"

Hvis man har talt
med Liam for
uden at score

ham elier drikke

med ham.

“Fuck sely afl!—»

4.
Slaskamp -
Game over

INDSTILLING 3
KAT
{smiler en smule)
Tak. Kasper og Emilie prever altsi
bare at slippe af med mig, fordi de
har travlit med at snave.

INDSTILLING 4
Kat skuler ondt til dig.
"DET MA VARE NEJ" -> INDSTILLING 6
"DU BURDE SMILE MERE"™ -> INDSTILLING 5
INDSTILLING 5

KAT
Fuck af med dig!

TILBAGE TIL MIDTEN.

INDSTILLING 6
Kat smiler, nu lidt mere interesseret.
KAT
Undskyld, men jeg bliver sgu bare i
darligt humer af den lortemusik.
WHVILKEN MUSIK KAN DU LIDE?" -> INDSTILLING 7
(EN FORNERMELSE, DER FZRER TIL INDST. 1072)

INDSTILLING 7

KAT
Punk Rock.

DET ER SKIDT -> INDSTILLING 92

@VRIGE VALG -> INDSTILLING 8

INDSTILLING 8

KAT
Der er bare aldrig nogen, der gider
here det til sadan nogle fester
her.



Prototype development: Filming, editing and interactivity (Game
Engine Unity)

4\

Stage 3: Prototype design
Outcome: Prototype of the VR AOD
resistance training tool



Prototype Testing and Improvement

Stage 4:
Innovation
design

Outcome: A key list of

issues for improvement
will be co-developed




Stage 5:
Testing
the VR
tool

Outcome:
Article/report
on user
experience

Pilot-Testing

Pre-Party

Party experiences/choices

Next morning




Pilot-Testing

Guldager, J. D., Kjeer, S. L., Lyk, P., Dietrich,
T., Rundle-Thiele, S., Majgaard, G., & Stock,
C. (2020). User experiences with a virtual
alcohol prevention simulation for Danish
adolescents. International journal of

environmental research and public
health, 17(19), 6945.
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User Experiences with a Virtual Alcohol Prevention
Simulation for Danish Adolescents
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Abstrack This pilet stsdy explores 31 Danish adolescent wser experiences for he newly developed
virtual party simulation app—Virtual Reality (VR} Festlab. The main objective of this study was
to investigale usability for VR FestLab, which aims to improve aleohol nesistance skills for Danish
adolescents. A secondary objective wis to understand gameplay experiences. The study is a mixed
method study that draws on questicnnaire data {n = 31} and foous group interviews (1 = 10) of
boarding scheol students participating in the pilot study. Descriptive statistics were wsed o examine
quanfitative data, and qualitative data were analyzed thematically. Chuantitative findings indicated
that gameplay experiences of the VR simulation were positive, and all User Experience rationnaire
{UE lens wote answeted positively. The focus proup intervisws showed thal adelescents found the
simnulation to be realistic, Fedback indicated thal the group pressune experienced in the simulation
was regarded io be less than in neal life. Adolescents had varying approaches to playing the VR
simuilation, they thought the quality of the dimulation was good, and only a few users experienced
wechnical difficulties. These indtial study findings indicate that VR FestLab is a promising ool for the
prevention of aleohol tse amaong adalescents.

Keywords: students; pupils; user experiences; virtual reality; alechol prevention; drug resistance
skills; schoed

1 Intreduction

Advlescent alcohol corsumption is a major public health concern because of its short- and
lomyg-term psychological, social, and physical health consequences [1,2]. Heavy aleahol drinking during
adolesoence has been associated with cognitive deficits in learning, attention, and communication
skills, disTuptions in memory, incneased susceptibility for ancdety, and increased risks of substance
use disorders later in life [3] Further, alocohol substance use has been found to be assodated with
delinquency, unwankd pregnancy, and school failure [4]. Temporal tends indicate & decnease in
aloohol wse amang Eurepean adolescents from 1995 to 2018 [5-7] However, it is worrying that

Tt [ Emoivon Rew Pubdic Health 2000, 17, 6625 dor 10 2000 erph] T 26548 W o fumaltersh




te fra

med stotte fra

med stet
Aires of




Living Lab Stage 6: Evaluation
MEthOdOIOgy Outcome: A list of lessons

learned will be co-created

Stage 5: Testing the VR tool

Outcome: Article/report on user experience

Stage 4: Innovation design

Outcome: A key list of issues for improvement
will be co-developed

Stage 3: Prototype desig
Outcome: Prototype of the VR AOD
resistance training tool

Stage 2: Concept design

Outcome: Film script

Stage 1: Exploration of key
concepts

Qutcome: A list of key concepts/scenes and
recurring themes




QUALITATIVE STUDY

How did the young
people involved
experience the CO' = 9 focused semi-structured interviews
creation process? arous four omete and e i
= Tape-recorded, transcribed
= Analyzed with content analysis
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Results

How have your ideas been used?

How did you experience the
collaboration with researchers
and experts?

Even the silly ideas | came up with, they were also well
received...[...]...As long as you kept within the boundaries of what was

realistic, there were no wrong answers or wrong ideas. You could only
come up with good ideas. | actually think that was really nice.

| thought it was really fun to create these characters and it has
given me a new kind of self-confidence or what it is called.

| had expected that there would be more modifications than there

were. That we had to change many things and perhaps had even

misunderstood something. But it was very well received, and they
really backed up our ideas. So, | think that was amazing.

So I think that was cool, that us ordinary students who are eighteen or nineteen years old, can come
up with something, which a grown-up man can approve and think is really good. That makes you

feel kind of, put up on a pedestal, kind of like “Oh | know that I'm good ",
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Conclusion

BN International Journal of

E d Research s |
Environmental Researc
and Public Health IMDPI|

Article

Co-Creating a Virtual Alcohol Prevention Simulation
with Young People

Lotte Vallentin-Holbech 17, Julie Dalgaard Guldager 2%, Timo Dietrich 7,
Sharyn Rundle-Thiele %, Gunver Majgaard >, Patricia Lyk * and Christiane Stock >**
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= The Living Lab approach was useful to structure and e T R
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= Students involved benefitted from the collaboration

Abstract: Collaborative knowledge generation and invalvement of users is known to improve health

" . . .
promotion intervention development, but research about the roles and perspectives of users in
resu Ing IN Sell-empowerment, Increasea seli-eliica Cy cm ot omesmlhgprcns. ol oy T e peeeroa Bk

involvement in a co-creation process focussed on the development of a gamified virtual reality

s.rundle-thie!
Embodied S

. (VR) simulation—VR FestLab. The Living Lab methodology was applied to structure and guide
a n d n eW S kl | I S the co-creation process. Living Lab participants were comprised of students, health promotion
practitioners, researchers, and film and gaming experts who collaboratively designed and created

the content and structure of the VR FestLab. Semi-structured interviews weme conducted with nine
students who participated in the Living Lab and represented young end users. Interviews were
tape-recorded, transcribed and thematically analysed. Students des bed that they had influence on
their tasks. They felt included and expressed that the collaboration with and feedback from peers
and other stakeholders increased their self-efficacy and empowered them to take ownership and
generate new ideas. Participants voiced that they lacked information about the final production of
L] [ L] " VR FestLab. Co-creation guided by the Living Lab methodology produced added value in terms

] < re atlv I ty fI O u rl S h ed a n d be n efl tte d th e e n d - p rod u Ct V R of empowerment and increased self-efficacy for the students involved. Future Living Labs should
plan for communication with participants about further development and implementation processes

following ideation and prototyping phase.

FestLab —

aleohol prevention

‘o-creation; participatory research; empowerment; self-efficacy;

1. Introduction

Participatory approaches have become an integral part of health research. This applies to health
U c promotion research, where the aim is to improve the life of those who ate subjects of research by

n Res. Public Healll

120, 17, 1097; dos: 103390 jerph1 7031097 wwrw.mdpi comjournal/gerph
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Next step

20

Randomized controlled trial
Students aged 15-18

Primary outcome:
» Drinking refusal self-efficacy (DRSEQ)
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Next step

# Download on the

| ] App Store

'\ Google play

21|S Y D

SDU-¢
UNIT FOR HEALTH PROMOTION RESEARCH /i‘



Discussion

- Can the co-creation process “create” health literacy for the young people developing
the app? Why? Why not?

- Can the co-creation process “create” health literacy for the adolescents using the
app? Why? Why not?

- Can Virtual Reality be used for increasing health literacy? Why? Why not?

- Your comments in general

SDU+
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