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Intervention Mapping Step 4:
Party Quest & DanceVenture

Program Development:
an online intervention for ecstasy use

Enabling Creativity to Flourish
® “The fun part”:

® Build on foundation of Steps 1,2 & 3, but
don’t be constrained

® Allow for crazy ideas and ridiculous themes
® Make design task fun

® Make use of the talents of production
contractors
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Cultural Relevance
® Ethnic/cultural characteristics,
experiences, norms, values etc.
® Two Primary Dimensions of Culture:

® Deep structure - factors that influence health
behavior (i.e. beliefs etc)

® Surface structure - superficial (but still
important!) characteristics of a cultural group

® Keep in touch with:
® Target group members
® Implementers
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Tasks in step 4

Consult with the intended program participants to
determine preference for program design

Create program scope and sequence including
delivery channels, themes, and list of needed
program materials

Prepare design documents for the production of
materials that meet the program objectives and
parameters for the methods and practical
applications

Review available program materials and select
materials that match change objectives, methods,
and practical applications

Develop program materials

Pretest program materials and oversee the final
production
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® Scope is the breadth and ‘amount’ (‘dose’)
of a program

® Sequence is the order in which program
elements are delivered

® Delivery channels are:
® Interpersonal (peer educators, teachers, etc)
® Mediated (print, tv, radio, billboards)
® Note: internet/PC/phone apps are interactive media,
with characteristics of interpersonal media
® Themes are general organizing constructs
for a program
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Consult with the intended program participants to
determine preference for program design

Create program scope and sequence includin
delivery channels, themes, and list of neede
program materials

Prepare design documents for the production of
materials that meet the program objectives and
parameters for the methods and practical
applications

Review available program materials and select
materials that match change objectives, methods,
and practical applications

Develop program materials

Pretest program materials and oversee the final
production

I Faculty of Psychology and Neuroscience

® Put together a synopsis

® Interview interested talent

® Look at their portfolio of work.

® Ask the person to talk about each project

® If the type of product the team wants is not
represented in the portfolio then it is
probably not available from this vendor.
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Examples of themes

Welkom op GAYCRUISE.nl, jouw virtuele cruise

‘ﬁﬁvanfio la Sap,
© utivating Heay,

Education
Program

® Graphic design studios, copywriters,
instructional designers, video and film
writers, and video and film directors.

® Photographers, illustrators, talent (models
and actors), location search companies,
printers, videographers, and computer
programmers
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Initial Design Document

® What pieces will be produced?

® What creative and production elements will be necessary
to produce the project, and who will provide them?

® How and when will each piece be produced?

® What is the deadline?

® What is the budget?

® What preexisting pieces can the planning team provide?

® Does the piece need to follow a particular format?

® Does the group have a corporate or agency manual of
style?

®» Whom does the piece need to acknowledge?

® What will the approval process be?
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® Match the reading level of the intended
audience.

® Write in the active voice.

® Make lists understandable without
introductory sentences

® Write as clearly as possible

® Present the material in the order the
reader will need it.

® Include only messages in support of the
change objectives; remove superfluous

material unless it provides an appropriate

context.

I Faculty of Psychology and Neuroscience

Reviewing Existing Materials

® Do the program materials enable the change
objectives to be met?

® Do they deliver the intended theoretical
methods and practical applications?

® Do the materials fit with the intended
audience?

® Are the materials attractive, appealing, and
culturally relevant?

® Are all the messages that are needed to
influence change objectives included?

® Are the required methods executed
appropriately?
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Producing Printed Material

® What design elements will the piece have?

® When and how will the project need updating?
® What are the costs and constraints?

® What are the graphics standards?

® What process will be used to review the piece?

® Who is responsible for aspects of the
production process?
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Figure 7.5 Tasks for Producing a Print Piece

®Matrices

®Design document
®Content: messages,
themes, information, models
®Length, budget, production
qualities
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% Maastricht University Figure 7.5 Tasks for Producing a Print Piece @ B maastricht University Figure 7.5 Tasks for Producing a Print Piece @

From the Planning Team From the Production Team From the Planning Team From the Production Team

PReview and approval ®Sizing and scanning of photos;
preparation of mechanical art

Maastricht University Tasks in step 4 B2 Maastricht University Pretesting and Pilot Testing Methods @

gonsult with tl}e intent;lfed program garticipants to ® Concept testing
etermine preference for program design - .
Create program scope and sequence includin > Readab]hty testing

delivery channels, themes, and list of neede ;

Drogram materials ® Executing the message

Prepare design documents for the production of ® Effect on determinants
materials that meet the program objectives and X X X
parameters for the methods and practical ® Adoption and implementation

applications , characteristics
Review available program materials and select

materials that match change objectives, methods,

and practical applications

Develop program materials

Pretest program materials and oversee the final

production

% Maastricht University By Maastricht University Example project: ecstasy use m

® So that’s the theory . . .

® How about real life?




The matrix: getting ecstasy tested Maastricht Universit The intervention under the hood

® Example of an intervention-element:
rerminant | determinant | daterminant | “condions ® Behaviour: getting ecstasy tested
® Performance Objective: call test-center
e ® Determinant: Perceived Behavioural Control
= ® Method: guided practice with feedback

POZ: call
- e ® (see Intervention Mapping book)

make confidence to

inti t call testeentr, ey . .
:‘;’;"':;:: ® Parameters/conditions: subskill demonstration,
instruction, and enactment with feedback

® Application: in Party Quest, the player calls the
test-center test-center to make an appointment

for test-
results
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From step 2 to step 3

® Target which of the 14 behaviours?
® Would be nice to target all 14 . . .
® But how to combine 14 behaviours?
) I : ® Target population:
“Met e et ande G, W = ® Ecstasy-users are allergic to government

in ik u mee van dienst zijn?"

- ] communication
Wat doe je? .
— ® Hard-to-reach target population
ehenom TG et e . .
© oottt u midonerinen ® Solution: developing a computer game
met de XTC testservice?"

i R ® Target population frequently plays games
® First game about dance scene
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Party Panel: quantitative study

-l

Ben jevan plan om de komende
3 maanden XTC te nemen?

parTyY pancu

Vul hier alsjeblieft in ofje XTC wilt
gebruiken, de komende 3 maanden.

Step 4
Program » mater O Nee, absoluut niet
O Nee, waarschijnlijk niet
O Misschien wel, misschien niet
mps— O Ja, waarschilnlijk wel
. Re e the s O Ja, absoluut

Adoption and . 2
Implementation Plan oS det ® VERDER ®)

s
plementation

—_—— — ——— ——

Step 6

Evaluation Plan n determinants

—_— s Evaluation ——————————————————————» \
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NetTailor under the hood NetTailor under the hood

F'FIRTYQLIEET

Blokkenoverzicht

PHRTYQ EST
(G oo o v

Ga terug naar:

[ESiTEiTesiesn) cowvonos  mAL  heLe

Ga terug naar:

5)Blok: Zone 10 (vip - bar - peers)

B
. Volgnummer:  [1100

[2one 10 (vip - bar - peers)

Naam:
Afhankelijkhed
@ lles itklappen Auto-mailtext:

B lles inklappen

@ Dag 0, nr.100 Zone O (pre-party - thuis) [#voormetinggedaan=1] >
® Dag 0, 1200 Zone 1 (guest - dansvloer) [#voormetinggeda

's) [xvnnrmetmqqeda n
@ Dag 0, nr.900 Zone 8 (vip - ehbo) [#voormetinggedaan =
lansvioer) vnnrmetmqq iedaan = l] >
's) [#voormetinggedaan
dansvloer) [#voormetinggedaan = 1
@ Dag 0, nr.2000 Znne 14 {einde m!erven)h[e) [*unnrmegnqnqqedaan:]l] = ©Onderdelen voor Zone 10 (vip - bar - peers)

Let op: Blok-sthankelikhadan worden uoor autamils gachecks, onsfhankelik van de

= 10 Area 6 (Vip-bar - peers) el
u 20 Area 6 (Vip-bar - peers) - hard(are & bler [(s10 forcedch 0) AND.
(#t0_i_200_id04_musicCheck < 2)) of

NetTailor under the hood NetTailor under the hood

Ty (QuesT Ty QuesT

Behaort to bk 1100 Zore S0 v

B
Naami e € viber pesr) horkers S ar

e T
Autio

; otk Lol conmion 2o ge7 o)
et o o 2 S o

13 aseoer
Quest - (410_i_e10._5402_luckityOk s /1021/) OR (410 i_e10_id03_goneToorast = 1600 t0

TWat zeg ]e’ (DEPTEST) o
= 1700 %0

_: | t 10_id16. th:Mlssmn =0 - Wat zeg je? (DEPTEST) ¥
= 1500 t0_i_ . 16_theMission = 1 - Wat zeg jeZ (DEPTEST) ¢
10_1400_ i Vipriah onDanmy 1 - Wat ceg e (0ETTEET)
S ol mw.m' L
e s SR a1 S arorest - 1)
ot m..mmﬂ.. 1 wat z0g go7 (o o m..mmﬂ.. 1 - wat zog for (015
(TR by
e
4 ‘”G;TAJ‘”JT‘“ JIZ o1 Lifﬂ;f»lﬂfl“ J.Z
, L

St o lasa mhereione -0 210 1813 herclscremband = 1 - Wat seg e CESTEET)

NetTailor under the hood NetTailor under the hood

F‘F!RTYQI_IEET @O

Hmm. Hoe dan ook, zoals ik zei i het erg druk, maar ey el
ikheb beloofd om Kim een glas champagne te Zoujj haar dat glas even willen brengen? ‘
brengen.

werkt bij Quest Events, dus ”
zeis heel erg VIP, vandaar.

Vraag font grootte:

Antwoord font grootte:

Type venster:
Min. # karakters (*):
Ma. # karakters (*): | n
Vraag-/Mededelingtekst: [\t zeq ja7

: Wat zegje?
Antwoorden: [[013a haor, maar hoe herken ik haar?

IR GRS 1] Help ja me dan met de Questz; ® Ja hoor, maarhoe herken ikhaar? = ()

® Help je me dan met de Quest? - 1

verDeR
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#t0_i_z10_id16_theMission = 0
#t0_i_z10_id16_theMission = 1
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Party Quest

LOCATION: THE @REA % DATE: COMING SATURDAY
PRESALE: USUAL VENUES # PRICE: E 3S,- EH. FEE
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LOCATION: THE @REA % DATE: COMING SATURDAY
PRESALE: USUAL VENUES # PRICE: E 3S,- EH. FEE
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Party Quest
® Development of extra characters
® Professional photographers
® “Clickable area’s”

® The company that had developed NetTailor
had already developed a reusable
component (turntables)
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The intervention under the hood

® We developed a story

I Faculty of Psychology and Neuroscience

The intervention under the hood
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Party Quest
® The game consisted of a lot of communication

® This allowed us to influence many determinants:

® We can let players retrieve and read an information
leaflet at the Unity Stand = knowledge

® We can let characters enforce a norm = subjectieve
norm (see ‘Queer Masters’)

® We can let the players perform behaviour themselves
and correct or reinforce = self-efficacy

® We can provide arguments in a conversation = attitude

® We can let players think about/anticipate upon
hypothetical situations = self-regulation
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Party Quest - characters

Mark lvan,
ar securit
friend. Laura, . Danny,

DJ’s brother

I Faculty of Psychology and Neuroscience

The intervention under the hood

® We developed a story

® We (a photographer) made pictures of the
locations
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The intervention under the hood

® We developed a story

® We (a photographer) made pictures of the
locations

® We (NetDesign) developed characters
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Party Quest - characters

Sander,
Unity peer

Wwity Drugsinfo
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Party Quest - characters

Anna, Tim, Peter, Kim,

Party visitor First-aid

Party visitor Party organiser

I Faculty of Psychology and Neuroscience
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® We developed a story

® We (a photographer) made pictures of the
locations

® We (NetDesign) developed characters
® We developed flowcharts
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Party Quest - characters

Chantal,
Barlady
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Party Quest - flowcharts

ZONE 10
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Party Quest - flowcharts niversit The intervention under the hood
® We developed a story

® We (a photographer) made pictures of the
locations

® We (NetDesign) developed characters
® We developed flowcharts

ZONE 12a
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Party Quest: profiler

F'F!RTYQLIEET

PROFILER
Maak hier je Party Quest-profiel aan: geef aan wie jj bent en hoe jij feest!

Nick Wat voor feesten vind je leuker?
Geslacht = Wie is je favoriete DJ? Watzegje?
Leeftijd Drink jij alcohol?
Favoriete muziek = Rook jij? ® Mijn hamster heeft mijn VIP-
bandje opgegeten!
® [kben de zus van de DJ! Ik snap
00k niet waarom ik een normaal
bandje kreeg. Als je me binnenlaat
v N 5 L zoekik mijn broeren dan kan hij
XTC. MOWA poecer [} me mijn VIP-bandje geven.
® Ikben mijn VIP-bandje kwijt.
Middel Speed
lan een VIP-bandje?
Cocaine / sossa

GHB

Hoe vaak per jaar ga ji naar ~  Als i naar een groot dance feest gaat, gebruik j dan één of meer
dance feesten? van deze partydrugs?

vERDER ==
vempeR
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Party Quest: screenshots Maastricht Universit Party Quest: screenshots

@O F'FIRTYQLIEET
R ee—
Ook leuk om jullie te &
e i

oontmoeten.
Vinden julie het een

beetje een leuk feestje?

¥ Q‘/‘&., ‘8.?"'

Watzegje?

ik heb een vraag,"
e, danke, ik kijk even
Watzegje? rond.”
verDeR
@ Ikheb tot nu toe eigenlijk vooral met
mensen gepraat.
® Jahoor, de muziekis goed.
® Jahoor, de sfeer is goed.
® Mwoah, niet echt mijn muziek.

veroeR
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Party Quest: screenshots Maastricht Universit Party Quest: screenshots

F‘FH?TYQI_IEET

Numoet Anna het even rustig aan doen en P

Wat z0ets gaan eten of drinken in de chill-out.
Datis waar, maar volgens
mij waren er ook nog lege |
EHBO rimtes ...

Watzeg je? 12
@ 0h. Misschien hoorde hij er toch bij, dan.

Watzegje? " ® Ja? Hmm. Nou ja, als hij erbij hoort kom ik 'm
j nog wel tegen.

® 0h, datvalt mee dus.. .. Zullen we gaan dan? 3 ® Hoe dan ook, we zijn er uit gezet .. .
® Hey, wat staat daar naast de brancard?

— ‘ ~v amni
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Party Quest

Haha, dan moeten ze mensen ook niet zomaar een j

VIP-bandje geven
| Maargoed, jespeelt dus mee metde Quest? F

i,

g g ® NetTailor has a linear architecture:
o e ————— ot ) ® Items are placed sequentially;

F— \ ® are executed one by one;
® and tailoring is realised by skipping items.
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NetTailors linear architecture

Hieronder staan de verschillends items die te vinden zijn binnen dit onderdesl. Daar op de naam van een item te Klikken &7
kan een item en de eventueel bijbeharends vraag bewerkt warden, Verder is het mogelilk om een nisuw itemn aan te
maken door op de knop rechts te kiikken. U kunt een anderdeel pas vernijderen als het geen items bevat,

idD1_canIHelpYou - - Wat zeg je? [DEPTEST) gr
02_luckilyOk - #t0_i_210_id01_canIHelpYou =~ /[01]/ - Wat zeq je? (DEPTEST)
03_goneTooFast - (#t0_i_z10_1d01_canIHelpYou = 2) DR (#t0_i_z10_id02_luckily0k = 3) -
PTEST) o
04_whatisQuest - (#t0_i_z10_id0z_luckilyok = /[02]/) OR (#t0_i_z10_id03_goneTooFast =
(DEPTEST) W
05_doYouKnowDanny - #t0_i_z10_id04_whatisQuest = 0 - Wat zeg je? (DEPTEST) fr

_210_id06_knowDanny = 1 - Wat zeg je? (DEFTEST) d
210_id06_knowDanny = 2 - Wat zeq je? (DEPTEST) f¢
Wotzag jRe okl ik IT)
B id18 whatsSe ipecial - Wat zeg je? (DEPTEST) d
210_id10_what: Sospecial = 1) OR (#t0_i_z10_id11_sortofTest = 1)

TECT)
cti nswer = 1 - Wat zeq je? (DEPTEST)
S EPTEST) e

9_howToRecogni-
idz0_rewa ‘=l fin 10 id17_ho T.n o 1- Wat zeg je? (DEFTEST) ¢
idZ1_goall fHelping - {418 _z10_id18_re sardfortelp =€) OR

rewardF ¥Hel W3- zeg je? (DEPT <1) %

= 1) OR { *t0_i_210_id20_rewardForHelp = 1)
fat zeg je? (DE o+

¥ at zeg je? (DEF 7
" 10_id23_herel

NetTailors linear architecture

Datis waar, maar volgens
mij waren er ook nog lege
EHBO rimtes ...

B 4

Wat zegje?

@ 0h. Misschien hoorde hij er toch bij, dan.

® Ja? Hmm. Nou a, als hij er bij hoort kom ik 'm
nog wel tegen.
® Hoe dan ook, we zijn er it gezet ...
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ZONE 10

Party Quest - the problem

® This is a problem, because some factors
determining how much fun a game is are:
® Immersiveness
® Interactivity
® Challenges

® Young people have high standards:

® GTA, World of Warcraft, which offer the
players very extensive dynamic worlds

I Faculty of Psychology and Neuroscience

World of Warcraft

I Faculty of Psychology and Neuroscience
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Party Quest - the problem

® This is a problem, because some factors
determining how much fun a game is are:
® Immersiveness
® Interactivity
® Challenges

® Young people have high standards:
® GTA, World of Warcraft, which offer the

players very extensive dynamic worlds

® Like this, Party Quest would not manage to

attract players (targeted individuals)
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De oplossing

® Projectteam:
® Me (supervision)
® One psychology student (behaviour change &
evaluation of the intervention)
® Two students of the HS Zuyd (design,
programming)
® This also solves another problem:

® | haven’t played a lot of computer games for
about 10 years

® You need competent professionals

I Faculty of Psychology and Neuroscience

Possibilities new intervention
® Quests can be repeated until completed
succesfully
® So, also possible to make mistakes!
® It is possible to communicate with other

users (increases interaction and
immersiveness)

® Players can configure their character
themselves (identification)

® Different settings of ecstasy use
® Indoor parties, festivals & clubs

I Faculty of Psychology and Neuroscience

The solution

® At this point, we had two options:

® Just continue and hope that the game will be played
nonetheless
® (after all, we had invested a lot of time & money)

® Start over, and develop a game engine
® (when nobody uses the intervention, the effectiveness = 0)

® But, we were out of money . . .

® Then we heard that (hogeschool) students of
Communication & Multimedia Design could be
used

® (hogescholen are a Dutch school-system, just below the
academic level, delivering bachelor students focused on
the professional working field)

I Faculty of Psychology and Neuroscience

Possibilities new intervention

® The game is played in a virtual world
® Players can move about freely
® But the world can still be extended
® The game consists of various ‘quests’
® Quests can be adjusted/added
® As a reward, items can be bought
® For example, clothes for the players character
® The players character can be shared with
others through a widget at Hyves
® Word of mouth, recruitment of participants

I Faculty of Psychology and Neuroscience

® Many more possibilities for intervention-

elements:

® Players can manage a club themselves

® Learn to deal with people who ‘go out’

® Many more different characters

® More possibilities for establishing the correct
norm

® Because the player’s character was created by
the player, we can create very adequate role
models (e.g. just changing the clothes slightly)

I Faculty of Psychology and Neuroscience
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Onitwerp

Onitwerp

Danceventure

Danceventure

Danceventure
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Oniwerp

Danceventure

Danceventure

Ik ben nog gebleven nadat je naar hus was gegaan, k kon die twee
darmes natuurik riet alleen laten, ze lepen niet eens meer recht. Hoe

wvoeljije, kerelz

Danceventure

I Faculty of Psychology and Neuroscience
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Danceventure

Danceventure Ma t Universit Danceventure

Hol, dankjewel dat je hem hier naar de EHBO hebt gebracht. ‘
g

_ia A

>
-

ov

Danceventure Ma t Universit Danceventure

e

ov
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Implementation

Step 4

Program

Step 5

Adoption and
Implementation Plan

Step 6

Evaluation Plan

Consult intended participants and implementers
Create program themes, scope, sequence, and materials |
Prepare design documents

Review available program materials

Draft program materials and protocols

Pretest program materials and protocols

Produce materials and protocols

Identify potential adopters and implem
Re e the planning groups

State program use outcomes and performance objectives
Specify determinants for adoption and implementation
Create a matrix of change objectives

Select methods and practical applications

Design interventions for adoption and implementation

Review the program logic model
Write effect evaluation questions

Write evaluation questions for changes in determinants
Write process evaluation questions

Develop indicators and measures

Specify evaluation design
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