THERE’S AN APP FOR THAT: USING
A MOBILE HEALTH APP TO SUPPORT
OUR WORKFORCE

Jess Linick, Ph.D.

Beth Casarjian, Ph.D.

The Lionheart Foundation
www.lionheart.org




What is EQ?

Emotional Intelligence
Social and Emotional Competence
Self-Regulation Skills
Showing Up:
Effectively, or... In a “Good” Way



What Does EQ2 Mean?

by Bethany Casarjian por Bethany Casarjian
and Robin Casarjian y Robin Casarjian




Missing the Boat
S

For the last 30 years, we have focused on
youth skills with virtually no attention paid to

building staff social and emotional
competence (EQ).

That’s how we started out thinking too....




Then it (slowly) dawned on us...
S

Learning from the Riker’s Study

0 “Why don’t you tell him to Stop, Breathe and
Choose?”

Teaching youth these skills without every single
adult in the agency practicing, modeling, and
encouraging these same skills is like trying to build
a castle on quicksand.




]
“All the evidence-based

practices, system design
features, and policy initiatives
have no value without <4 HARD PLACE
“frontline” staff who translate ;:iﬁaﬁ;m;_;“lj*! :
these into literally thousands of e
micro-interactions everyday.”




“The extent to which o
system is trauma-
informed depends a
great deal on the
moment-fo-moment,
day-to-day behavior

of its personnel.”

The Implementation and Effect of Trauma-Informed Care within Residential Youth Services in
Rural Canada Baker, et al (2017)



“Decades of research have shown
that the most significant protective
factor for vulnerable youth facing
adversity is attachment to a helpful

77
a d U IIII. seoe Hidalgo et al. (2016) Promoting Collaborative Relationships in

Residential Care of Vulnerable and Traumatized Youth



Direct Care Workers are the ‘““crucial link...”

...Between the youth in our care and

effective interventions and programs.
(Moses, 2000)

by Bethany Casarjian

So what are we doing to empower staff
with the skills and support they need to
help youth heal?



One of the hardest jobs on the planet...
S

“It's hard to stay calm when everyone is

dropping ‘“F” bombs on you.”
--Angela, 2 years



Be Like Mike...







Who is YOUR Mike?

S
0 Call to mind a staff who lowers the temperature in a room

when they walk in.
1 Who other staff want to work a shift with.
0 Who youth go to in a crisis.

0 Who supervisors want new staff to shadow.

EQ2 is about operationalizing and teaching those
complex social and emotional skills to all staff.



Tell Us About Your Mike

Give us three qualities that make your
Mike effective in his role with youth
and coworkers



Operationalizing What Mike Does
S
11 Mike understands how trauma impacts youth’s behavior
(insight/trauma-knowledge).

0 Mike has a long fuse (patience) but also has (self-awareness) to
recognize his Survival Brain triggers and reactions. (“I’'m a fighter...
So when | feel that coming on | tap out.”)

0 Manages his own emotions (self-regulation skills) and thoughts
before helping a youth manage theirs (co-regulation skills).

0 Sees the fundamental goodness of every kid (empathy &
compassion).



That helps staff be like Mike by:

1. increasing our understanding of how trauma
impacts youth behavior;

2. building our own self-regulation skills;

3. teaching methods to create reparative
relationships with youth.




HANDBOOK

Hello there, Virginia!

4th day in a row using EQ2.

& =

EQ2 Online Facilitator Training

Empowering Direct Care Staff to Build Trauma-Informed Communities for Youth Rillvisheaei )
How are you feeling?

Empowering Direct Care
Staff to Build Trauma-Informed
Communities for Youth

EQ2 Collection EQ2 Collection EQ2 Collection

Being an Effective EQZ Supervisor EQ2 Facilitator Guide Online EQ2 Supplemental Online weekly goals
Training Resources & "Go To' Guides

Being An Effective EQ2 Supervisor

; Set a goal
FACILITATOR
GUIDE <
Empowering Direct Care & 35 -
Staff to Build Trauma-Informed SERaaua
THE LIONHEAR =g View Our Online Training Material
Communities for Youth
Today's quote
M
Every youth in care
needs one person
to be their champion.
This is how they heal.

THE LIONHEART FOUNDATION



“Ultimately, what determines how children
survive trauma, physically, emotionally, or
psychologically, is whether the people
around them — particularly the adults
they should be able to trust and rely upon
— stand by them with love, support and

/ encouragement.... Human relationships can

both create and destroy, nurture and

terrorize, traumatize and heal.”
Bruce Perry, MD, Ph.D.




“Relationship isn’t the
icing on the cake.

It IS the cake.”



EQ2 Foundational Belief

What has been hurt through
relationship has to be healed
through relationship.



Our Work is Creating Reparative Relationships

0 92% of youth in residential care with trauma histories
have experienced multiple, chronic, traumatic exposures.

0 The most effective interventions “focus on corrective
attachment experiences’ with direct care staff.

1 Urge programs to focus less on “control” and more on
“trauma and attachment.”

0 Might be one of the few “windows of opportunity.”

Journal of Family Violence, September 2013 Special Issue



We are in the business of BRAIN CHANGE

S
Oxytocin (the bonding hormone) Interpersonal

stimulates synaptic plasticity, Neurobiology
biochemically enhancing the ability to
learn and adapt... These times
represent special opportunities for
healing moments... (giving) a better
shot of being ‘wired in.’ It's never too
late to use our biology to our

ing.
advaniage for heali 9 Nadine Burke Harris, The Deepest Well



The Relationship Paradox In Residential
S

Youth are coming to us after being hurt by

relationships. They are rightly primed to be
distrustful, suspicious, and wary of relationships.

Yet it's through relationships that healing takes place.

“l treat youth the same way | treat everyone else.”




Recommendations from Moses’s Study

1. Increase staff social and emotional skills

2. Enhance self-awareness

3. Coach staff to: respond sensitively and non-
punitively, even when a youth is repeatedly acting
out. Staff surprises the youth with a new experience
that breaks the negative interactional pattern. (This
is no small ask!)

Moses, T. (2000) American Journal of Orthopsychiatry, Attachment Theory and Residential Treatment: A Study of Staff-Client Relationships.



EQ2 Foundational Belief

Self-Regulation
Precedes Good
Relationship




o un b WO DN —

7 Key Principles of Self-Regulation

. foundation for lifelong functioning.

. act of managing cognition, behavior and emotion.

. influenced by individual and external factors.

. can be strengthened and taught like literacy.

. dependent on co-regulation provided by caregiving adults.

. disrupted by prolonged stress and adversity including poverty

and trauma.

. develops over an extended period from birth through young

adulthood. (forever...)

Murray, D.W., Rosanbalm, K., & Christopoulos, C., 2016



Emotion Coaching Skills

e Use self-regulation skills e Co-regulate with youth

e Avoid personalizing youth behavior e Show up as an emotional role model

e Know your triggers for youth

. ¢ Praise youth
e Be an active listener y

: o Keep flexible expectations
e Hold youths' emotions p Tiexibie expectatl

: e See beyond behavior to the youth's

* Apologize Core Self

e See youth through a trauma- :
formed lens e Practice self-care

e Be aware of facial expressions ® Support co-workers

and tone




Self-Regulation Precedes Co-Regulation

Learning, Healing,
Growth through

| » o
\Co-Regulation

e

o

3

Self-Awar



Workforce Trauma Histories

Recent studies have found that
child welfare workers have
experienced significantly higher
rates of childhood adversity

(70%) than the general
population.

(Esaki & Larkin, 2013, Lee et al., 2017)



Our Trauma Histories Matter

N
Strengths:

o High motivation to help “credible messengers”
O Increased empathy

Challenges:

O More vulnerable to Secondary Traumatic Stress. neison-Gardel & Harris
2003).

O ACEs have been shown to impact self-regulation and our own

neurobiological responses to triggers (fight and flight responses).
(Lackner et al. 2018)



Ignoring Staff Trauma Won’t Make It Go Away

B
Youth will “benefit by
increased support to
counter ACEs among their
providers, including
development of restorative
organizational cultures.”

(Esaki & Larkin, p. 35).



EQ2 Foundational Belief

Self-Regulation Requires
Explicit Instruction and
Practice and Community

Support




Where We Go Wrong...

S
0 Programs often underestimate how dysregulating (from a

fight /flight, neurobiological level) youth challenging behavior can
be for staff.

0 Many trauma-informed programs assume that staff come to these
roles equipped with the self-regulation skills required to
implement higher-order trauma skills.

0 Directives like ““get calm first” or “don’t take it personally” rarely
help (“venting is not allowed”).



A System-Wide Self-Regulation Framework
S

1 Agencies explicitly teach and encourage self-regulation
O Supervisors model mindful responses to stressful events

JProvide praise when staff manage challenges in a self-
regulated manner (Ford and Blaustein, 2013)

0 The establishment of workforce descriptions making it
clear that staff’s role is to model self-regulating
behaviors (Sichel, 2019)



“We'’re human, we can’t help ourselves...

but we can catch ourselves.”
Father Greg Doyle

EQ2 isn’t about never
getting triggered...
It’s about knowing what
to do when you are.




Why The App?

TIC doesn’t explicitly impart these self-regulation
skills.

Staff need opportunities to build self-awareness,
practice SEL skills and receive structured feedback.

Otherwise staff will self-regulate during easy times,

not when stressed (default to what they know).



Why The App?

0 Mobile Health Technology is an increasingly growing field...
“brings the care to the client”

0 The App offers support that is tailored to their needs as direct
care staff

0 Chance to collect/analyze aggregate data

[1Offers supervisors/administration the opportunity to take the “pulse”
of their teams in real-time

0 Can be updated and upgraded with input from users



But First... It’'s Been a Team Effort
B

Guiding principle for us at Lionheart is that we

serve the needs of the community

Important for us to have input every step of the way

A huge, huge thank you to all of those who tested

the app and provided feedback!!l



The Creation of the EQ2 App

There once was
an App that
wasn’t...

Fondly dubbed our

“electronic book”




Finding the Right Help: UX/UI Designers ) @afiafie-
-

0“UX design focuses on the interaction between real
human users and everyday products and services... It’s an
extremely varied discipline, combining aspects of
psychology, business, market research, design, and

technology.”

O0The end goal is to create an intuitive, user-friendly
experience.

Career Foundry, 2021


Presenter Notes
Presentation Notes
https://careerfoundry.com/en/blog/ux-design/what-does-a-ux-designer-actually-do/ and https://careerfoundry.com/en/blog/ux-design/the-fascinating-history-of-ux-design-a-definitive-timeline/

https://careerfoundry.com/en/tutorials/ux-design-for-beginners/different-areas-ux-design/
https://careerfoundry.com/en/blog/ux-design/5-key-principles-for-new-ux-designers/

Finding the Right Help: Developers >DALI-

L A B

0“Sometimes referred to as software developers or
software engineers, application developers are
responsible for building software and solutions for
an organization and its customers.”

0 Coding, designing, application management,
troubleshooting, monitoring updates and possible
security threats, and providing end user support.

LinkedIn, 2021



Lionheart EQ2 app

Project plan

JEN /DESIGNTHERIGHT THING' B  DESIGN THINGS RIGHT

PROBLEM DEFINTION

PROBLEM SOLUTION

RESEARCH d DES

® [ piscover = EXPLORE | ® ) NDEVEEOR
DEFINE o TEST

Solutions that Work
& Receive Feedback

Insight into
the Problem

Scope down Potential
the Focus Solutions




Step 1: Define users, identify their needs, explore solutions

Empathy maps

Newbie frontline staff Experienced frontline staff Supervisor

Facilitator

Fam

Frontline Staff Facilitator Supervisor

Journey [
maps -4 o

Concepts =



Empathy Mapping:

How /what might users...
* Feel

Say

Think
Do

...as they experience

the program.

What'’s the pain?
What'’s the gain?

Experienced frontline staff

Connected

How can I thought |
| was doing

improve7 it the right
i way

Nice
someone
cares about
how | feel

| know
what I'm
doing

This
doesn't
work for

This is a bunch
of crap that
makes excuses
for kids

| have more
impartant
things to
do

It's hard to
apply this
in practice

"I've been
through
this..."

Burnout

Time
consuming
trainings

Training

fatigue

Conflictin terms of
heris they see the
reles of chi -
adults (kies “she
be respectful)

Skeptical

Reluctant

| don't
have time
for this

Why do |
have to
do this?

Use the
skills (app)

Dedicated

Hopeless

Curious

Enthusiastic

Engaged /
Disengaged

Validated
(finally
someone is
saying that this
is a hard job)

This is
disconnected
from my
reality

| don't need
it, | know

how to do
my job

Another

training...

Read the
handbook

Why do |
have to do
this / What's
the point

How does
this apply
to me?

This “trauma’ stuff
isn't how the real
world warks. My job
i o pressre these

Is this gonna
help the
newcomers?

How can |
make the
most out of
this?

This

Use the

at home

Do exercises /
practice at
home

Skip/attend
sessions

EQ2 skills in
Read / check s galtar
out
supplemental

materials Share their

previous

experiences

during the
sessions

Conflict
with other
staff
members

Resistant to
behavioural
changes

Gain

Manage
emotional
triggers of self
and others

Reflect on
oneself (ways
of working =

awareness)

kids for the real

administration

worid.

should try
“walking in rmy
shoes” for a day

Talk about
the training
with other
coworkers

Better i
N Better Feelin
kncw:a\: ] equipped to environment and Increased g
o & I deal with relationships (self) less
ersona challenges at between awareness
development ety coworkers alone

Repeated
sessions for
accountability
and to reinforce
learned skills

Some of these
skills could
improved
home life



Journey Mapping:

“A visual
representation of
the user
experience”

What's it like
rom start to
inish for each

usere

Frontline Staff

Scope and goal

Phases

User tasks and
activities

Painpoints

Opportunities

Touchpoint

Introduction
+ Action
Made zware Being assignad
that the EQ2 & lacilitator
training is and training
gonna happen Broup
Asked for a
time
schedule the
first session
Painpoint
What EQ2 -
ime
is aboutis
CONSUMINg
unclear

+ Opportunity

Highlight how
EQZis
differant from
sther trainngs
and s value

« Touchpoint

Lionheart Participant
website “handboek

EQ2

App

Frontline staff who has to complete the EQ2 training

EQ2 training
session attendance

» Action

Physically
attend and
participate

Given the participant Share

handbook / access to experience
- app /thoughts
- Painpoint
aliichntt At
relate
share own s
SHPEENCES o nenbies)

+ Opportunity

sessicn b goirg 1o
aeabout
Eafermhand

+ Touchpaoint

Participant EQ2
App

handbook

Wy of making

Dacide on
which asperts
15 pulin
racice
{acton plan?

Assimilate
NEW CONCEPES
and
knowledge

Highwolume  pifficult to

of newinfo !
= question
concepts yourself

Post session
» Action
Reflect on Apply
the seed the new
thought learnings
-+ Painpoint
ek Being alane in
gkl this and not
ot having
il fesdback until
changen next sessien

- Opportunity

Help assess
how well the
learmings ara
putin practice

e el o

- Touchpoint

Participant 101 with
handbook supervisors

Way o keep
track of yeur
improvements

Talkto
supervisar
tusually
weekly basis)

Suggestions.
for other
ways to
improve

Post EQ2 training

- Action
Go back Check the
e app for
to training helpul
materials content?
ko
resiliency
practices
regularly
+ Painpoint
EQ2
Stop learnings
practicing il ot
ablivian

- Opportunity

Do) Wiay to rominat
remind why participants of
they're dain EQ2 objectives

it and looks

« Touchpoint

EQ2 Participant
App handbook

Tired of
the same
content

Trigger

interest ta

stay in the
laop



Explore Concepts:

What overall ‘big

picture’ concepts
are important to

use What could the

app be and how
does it relate to
other aspects of

the EQ2 program?

Onboarding

real life Emphasis on Onboarding ->
testimonies of relatable h(mto use
how other staff e s this app
is using it and individual before, during

the impact it has benefits and after EQ2

Keep them engaget. .

Reminders New New content
/ Notif. to content is (articles,
trigger live new video, E\Ients
curiosity updates 1)
" Community-
generated
contents?
Goalslmomtorlng. .
S e t Goals:
Prof : - practice
gression Keep track of regularity
I map improvements o
goa S - Problems?
G ustomlzatl. ..
Custom Select exercises which
facticaltps staff prefer vegetable are Feedback
P P (Saved / poss. to you (direct after
baSEd on thE create a custom i
question to ton
goals/mood routine practice) profile) practice?

Make it fun . .

Celebrate

Scoreboard R Gamification
j Share
Commun ity achievements
Connection :
T Ask for help Inside only
: (anonymous Praising or cross
EQ2 circle 2
e forum) agencies?
participants
Circle and session coordination
P k t Create the Feedback
oOCKe circle and collection
setup the Calendar from the
training team
Training as —
a
standalone
thing

Keep in touch

Keep. Send
communication messages to
between participants of
facilitator and avirde inbet.
supervisors sessions

Keep them engaged 2

1 Poss for facilitator
Quiz e
“"Homework" or
after oot

areasto

session? participants

Feedback collection Internal communication

Collect . Space to What reate
feedback communicate

- ' with went the
e supervisor down circle

Navigate between materials

LMS
inside

the app?

Appasa
central
reference
point

Reference points

Tips from
former

facilitators on
how to be one

Inspirational

Community of content as to
current/former how to

facilitators conduct the

sessions




Explore Concepts

Make it fun

CONCEPT 9@

Make it fun

Frontine staff experience stress, anxiety, and training fatigue. We want to leverage the
disruptive approach of the EQ2 program by making staff intrinsically motivated to practice
EQ2 skills.

For that, we want to use elements of gamification, such as winning, curiosity, pride, and a
sense af achievernent to stimulate the staff's intrinsic motivation to develop their EQ2 skills
by using the app. Gamification could also be helpful if we are to make some exercises
accessible for youth.

Gamification = The process of adding elements S [ S
from games to non-game products or services. R

g
)
3
)
®
i
|
1
®

Community

CONCEPT @0 @®
Community & Communication

Confiict within facilities and between staff is a big source of stress. Developing a
sense of fellowship and encouraging communication could help staff bond, improve
their relations with one anather, as well as develop solidarity. Staff working within the
same place should help, praise, support each others and share knowledge. The app
should create a safe space for them where they can share their struggles. We can
create special channels for every circle (during the training). Another opportunity is to
include the what went down worksheet inside the app and use it as a tool to structure
the supervision (we can use it externally without having a proper communication
tool).

Community could also go beyond the agency's walls, and encompass staff from many
residential treatment facilities across the US. Community is abaut the staff feeling
supported, as they see that they are not alone in this, and being supparted in
practice, because they are actually able to ask others for help and advice, whether it
is within their agency or within the larger community.

‘connection
o ather Akl P i
£QZ circle -(’"mq-"’ m;"" ralsing achievemens

participant ..

Agencasy

Role
based
Eroups

Personalization

Welcome ‘
in Activex, Mark! %
s @
8 Milestones

Where will you be puer=res
- in 2 weeks?
000 o..
1 O o

mated —omerey

o oy P

0

Let’s book yo
first activity!

CONCEPT @ @@
Personalization

The EQ2 training gives staff a multitude of tools and exercises they can use to build
resiliency and EQZ skills, but it acknowledges the fact that not all of them work equally
well for everyone; there's no one-size-fits all (for instance, during EQ2 training
sessions, participants are asked to reflect upon which cool thoughts and good maoves
work best for them or what they need to improve the most). For that reason, and to
empower users by giving them control of how they want to get better at EQ2, we need
to allow for customization within the app. Staff could for instance be able to make
their own selection of exercises within the app. Elements of personalization could also
be included, and the app content could be adapted based on a few questions, the
user’s customization or on the supervisor’s recommendations.

serdiemrszs with.

S aprr .| | vmabie | PeEODBCK =
practical tips e il WLl T Share
based on the e-,_u.,"“m,, e 5 ashievements
Eg3lsmood rautine sroice] grofile) practice?

Keep them engaged

CONCEPT @@

Keep them engaged

Self-regulation skills are complicated skills that require regular and life-long learning.
Since the app allows staff to practice these skills, we need to make sure they want to
continuously use the app. To do so, we need to keep users engaged by notifying them
when fresh and updated content has been uploaded, whether it is new videos, articles,
community generated content or relevant events happening nearby.

R]Elniﬁdgn ; Mew : Hew content Daily
# Natif, to rent Is tarticles, =l
e i ndns | [EVEDES| | check:
curiosity updates et ins

Community.

4 .

cantents?



Step 2: Explore and prioritize features

Example Work Area

What do you want to achieve with this app?

Promote
meme culture
across
generations

Help your
grandma get
to grips with

memes

Connecting
meme
creators from
all around the
world

Make a
great
memes app

Unify the
memes

Ianguagi

Create
new
memes

B‘% Jess l

ila rco Jen nv

Filie RC.

Connor

"®

Goal

Our goal

9

Tracking JESEEEEE
track progress
for staff

members? '

Hetp_staff Mindfullness
with
mindfulness Help staff
techniques build
a mindfulne
<s practice

Our goal..

ills-and habits
Providing a

toolbox to
leverage their
EQ skills

Have a section of
the app that staff
can use with
youth to impart.
self-regulation
skills

Teach

‘ staff self

regulation

Create
habits
beyond the
workplace

Increase staff

‘wareness of
their

moods/stress

Self-regulation

Lower
burnout rate
across staff
members

Community

Create a
community
staff can use
for support

—



Ovur Goal:
I e

Enable staff to continuously develop and pass-on mindfulness and
self-regulation skills, thus improving their well-being in the workplace
and beyond as well as that of youth, by:

1) providing them with a toolbox of techniques,
2) customized practices and interactive exercises,
3) allowing them to track their progress,

4) creating a community of practice for support and accountability



“What Went Down/How Might We”

“Imagine we'’re now in 2025 and the project was a total failure. Explain what went
down, i.e. the reasons why it failed (can be external as well as internal). Then, formulate

questions (How might we...?) as to how we

can prevent these outcomes.”

What went down / How might we

First, imagine we're now in 2025 and the project was a total failure. Explain what went
down, i.e. the reasons why it failed {can be external as well as internal). Then,
formulate questions (How might we...?) as to how we can prevent these outcomes.

Participant 1 Work Arec

Participant 1 Work Area

Tip: While this work area is for both exercises, only answer the question that is the current focus

Why did the project fail? How might we...?

5 Work Area

Participant 5 Work Area

Tip: While this waork area is for both exercises, only answer the guestion that is the current focus,

Why did the project fail?

How might we...?

Participant 2 Work Area
Participant 2 Work Area

Tip: While this wark area is for both exercises, only answer the guestion that is the current facus.

Why did the project fail? How might we...?

Participant 6 Work Area
Participant 6 Work Area

Tip: While this wark area is for both exercises, only answer the guestion that is the current facus.

Why did the project fail?

How might we...?

e S e S, 1 T | s
Participant 3 Work Area
Participant 3 Work Area

Tip: While this work area [s for both exercises, only answer the question that is the current focus.

Why did the project fail?

How might we...

Participant 7 Work Area
Participant 7 Work Area

Tip: While this work area (s for both exercises, only answer the question that |s the current focus.

Why did the project fail? How might we...?

| el \ran
ant 4 Work Area
Participant 4 Work Area

Tip: While tr

work area is for both exercises, anly answer the question that is the current facus.

Why did the project fail?

How might we...?




Benchmarking: What Features on Existing Apps are Valuable?

Headspace
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Features

Jenny 8

Emilie 11

Marco 15

Progress reports/stats
(once metrics are

Positive reinforcement
reminders of their

Possibility to create a
list of favourite guided
exercises, whether
they are meditations,

Streaks (Snapchat,
N N .

Suggest users an
exercise or content to
go through/watch

Suggested content

Discussion forums

Praise and
achievement wall
where users can share
[ ]

Quick relief section vs.
long term goals

Anonymous help
forum where staff can
reach out for advice
and get answers from
peers and supervisory
staff. We should insist
]

Location-based crisis
hotline resources

Pickup keywords from
journal entries/note

Dedicated space
within the app with the
training content
organised by

Emergency breathin

exercise (or other reﬁef

exercise) that is easily
[

Interactive and game-
like exercise for staff to

ractice mindfulness
h ]

Set reminders for

Needs based content
(worksheets and
guided exercise) Like:

Login/Signup and
profiling (CRM system
L

Organize all the
instructional videos
into "courses" that you
[

Customizable check-in

Widget for mood
.

Library with all the
content divided by

Favorites and "last

Set reminders for
practice (push

A '"journey" of
instructional video,
practices, exercises,
and check-ins based

Circles where they can
suggest content to
each other (Emilie

Beth 12

A cache of good moves
and cool thoughts that

Content/Knowledge
Quizes (with the
correct answers
N

Milestones regardin
having watched (an

Badges (medals) for
the times they used
the effective emotion
N

Places for ﬁeople to
praise eac
other/support each

A place to offer

Push throughs for
meditation reminders

LOVE the idea of a
customizable check-in

Type something

Some kind of
personalized thing to
go to when they are
super stressed like a
picture of their kid... a

Personalized "quizzes"
to track their progress.
Like how many times
did vou praise a kid

Rating/mood tracker:
specific prompts prior
to shift, prior to EQ2
group, after EQ2
group, and/or daily
and then a
weekly/monthly 'in

Jess 20 Varsha 12
opening daily quote Dashboard/ Data
visualizations to track
I N e roeress and see
E [

Streaks - similar to
snap streaks to keep

(cont from above)if a
erson has marked
ow mood for X
amount of days (5-ish),
we push a notification
to them that says
something like "you've
marked low mood at
the start of your shift

A feature similar to
Plant nanny where you
"take care" of a cute
animal/ plant to keep

Games that teach

(cont from above)
'tags' that users can
add to their daily

Community similar to
Reddit where people
can share their

MUST INCLUDE!
Regular ratings on
workplace climate that
are anonymized and
aggregated: how are
you feeling about your
work? what's the
emotional weather?
how are thinﬁs goin

on the unit? How is the
team doing? Allows
staff to share how they
feel about the climate
of their workplace...
with icons/emojis they
can choose from (we

Coins s_ysten'!?
Collecting coins after

exercises? Way to track
S S .

Choose your own
adventure based on

Videos/ Images > Text

Journaling/
Documenting
rogress/ Short

Push notifications as
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Kano Testing
N
We conducted an internal features
prioritization
Then asked participants to prioritize the
features:

016 staff
05 administration
08 supervisors




Features categorization frameworks

Categorization we used for internal features prioritization Categorization used for questionnaire (KANO model)

N — These features are pleasant surprises When you get conflicting responses (such as “Like” and “Like")
that the customers don’t expect but to both questions, you have a Questionable answer.

that once provided, create a delighted

response. . X
Reverse answers posmoned along two axes where reactions

are either to like not having the feature or to dislike having it.

PERFORMANCE The more you invest in these, the higher
the level of customer satisfaction. ) . Yo
Indifferent features. These occur for any “I'm neutral” or “l can

tolerate it” answer, for either the Functional or Dysfunctional

BASIC These are your must-haves - of you questions. That is, they occupy the middle cells of the table
don't have these features, your (discounting any of the previously described categories).
customers won't even consider your

product as a solution to their problem. TAGTIVE Attractive features are found when a customer likes having a
feature that is not expected. This is another way of saying that
what we're proposing is both new and attractive.

SRR ANEE Performance features are the most straightforward to
position. They are the ones where customers like having them
and dislike not having.

Must-be features are the remaining cases when a customer
dislikes not having them. Customers go from tolerating to
expecting to have the feature.

MUST BE

How to read the results

Feature User groups
Our prioritization Staff Admins Supervisors
n=11 n=5 n=7

Breathing tool ATTRACTIVE | ATTRACTIVE 6.8 °

L 1 1
] ]

Categorization of the feature Categorization of the feature
based on our internal based on the KANO
prioritization questionnaire sent to EQ2 app

potential users

KANO category of that feature Average importance score of the feature

for the specific user group. for that user group (Scale from 1- Not
important at all, to 9 - Extremely
important). This is an extra indicator that
can help us spot inconsistencies or
prioritize features that have the same
KANO category.



What Do We Think Might Be Important?
...Internal Features Prioritization

Value for users
Feature Lionheart Dev Design
group Features
e s Varsha iy D il Average value score Decided value Bet
Training content organized by
modules (following the handbook
structure), thematic tags, searchable
and progressively unlocked 10 10 9 9 9 9 9,333333333 BASIC
Library with all content organized by
content type 8 8 8 9 9 8 8,333333333 BASIC

Need- based content (e.g. before the
shift, with youth or when you feel
stressed) 9 9 8 8 8 9 8,5 BASIC

Content programs' based on the EQ
skill the user needs to improve
(Could be set by supervisor) 7 7 8 9 7 7 7,5 PERFORMANCE

Quick relief content should be easily
accessible and distinct from

Content

long-term content 10 10 8 7 8 9 8,666666667 BASIC

Lists of favorite/last used content 8 7 6 8 7 8 7,333333333 PERFORMANCE
Breathing exercise for immediate

relief/crisis 9 9 7 8 8 8 8,166666667 BASIC

Location based hotline 2 2 2 2 3 2 2,166666667 EXCITEMENT
Safe space where users can upload

content 5 5 5 4 5 3 4,5 EXCITEMENT

e oo | ; . ; ; ; R —

unity

Structured feedback from

- - - - - - - temmmm s s o - -



Staff Results

Differences in
what’s important
amongst groups of
app users...

Questionnaire results

Breathing tool

Quizz on EQ2 content

Structured supervision

Aggregated data

Goal setting

Interactive exercices to practice

mindfulness with youth

Quizzes about self

Anonymous forum

Praise

Content program/suggestions
based on the EQ skill

Supportive messages

In-app rewards

Support group

Monitor progress and achievements

of staff

Individualized action plan for staff

i Staff Admins

n=11 n=5

ATTRACTIVE (X:

o
c
=
-]
=
o
=
E.'
N
[
(=2
o
3

BASIC ATTRACTIVE 5.0

BASIC

BASIC

BASIC

PERFORMANCE

MUST BE

PERFORMANCE ATTRACTIVE

PERFORMANCE ATTRACTIVE

PERFORMANCE ATTRACTIVE

PERFORMANCE

ATTRACTIVE

PERFORMANCE

MUST BE

PERFORMANCE
PERFORMANCE

PERFORMANCE ATTRACTIVE 6.4

ATTRACTIVE @

QUESTIONNABLE 7.8

PERFORMANCE

Supervisors
n=7

ATTRACTIVE

ATTRACTIVE

ATTRACTIVE

ATTRACTIVE

ATTRACTIVE 6.9

ATTRACTIVE 7.9

ATTRACTIVE 7.0

ATTRACTIVE 7.0

ATTRACTIVE 7.0




“The Flow”

How do we
How? Why? Do store the
they receive an personal
invite or it's a

free app?

Th Could ask here:

’ nzad P ———— What wzhnmeed;‘ . Role - natification consent
oW and what does that bring) 4 ) P o

the EQ2 App L U ta improve (profiling)

Do sugervisars need Do the

this? Maybe it would supervisors need

be better 1o have a t0 5ee this too?

different homepage i
Home page I Do they have Content Profile

different content?

supendsion

— —

How are
going to

manage w
this? Supervision

— section

Set reminders Achievements Account settings

Your progress Courses Practices Stress relief Worksheets?

Check in e

What are
you?
Choose course Breath exercises
Visualisation

Is this
legal?

Watch "episode" Meditation

Reply quizzes

. Should it be
Trigger well- Sl

Ask for i {
being quizzes TR

supervision

Schedule

supervision

Unlocks next
"episode”




I
- %

Content structure

_ Your goals (self care
plan)

— Checkin

=, Today
Practice
[ Learn

&£ More

&
[~

- Meditations

— Visualisations

- Exercices

- EQ2 Program

— Worksheets?

- Quizzes

Supervision (and
assessment quizzes)

Profile

Data viz / streaks



Sample Content: Learn Section, “Stop, Breathe, and Choose”



Presenter Notes
Presentation Notes
When might you use this? How can you see this being useful? 





Sample Content: Practice Section, ‘“The Comfort Pose”

Comfort pose

Practice the Comfort Pose, a calming, relaxing

e Ap— Mindfulness practices lower

staff stress, increase self-
regulation skills, and lower
- burnout.



Presenter Notes
Presentation Notes
When might you use this? Can you use this in supervision or staff meetings?


Comfort Pose - 3:22:21, 3.41 PM

null

2021

150.23705




Step 3: Mock up designs

Iteration module view page
Possibility to go back to the
back arrow.

r_J Modvie 3
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\
Fick vp whese you leFF
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All modyle 3 videas
S —@ -
Der) Sed]

“]
?(
?(
X

Horizontal scrolling between
modules.

If the user hasn't started
watching a video from that
module, that section is not
visible.

Videos that have not yet been
watched should be the first
ones to show up.

continue is highlighted

easy to track!

unwatched In tile format

3
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Step 4: Choose our Visual Identity & Create Hi-Fi Design Prototypes

Bay

Bay ... Bay ... Bay ... Bay ... Bay ... Bay ... Bay ... Bay ...

Apric... Apric... Apric... Apric... Apric... Apric... Apric... Apiric... Apric... Apric...

Dot voting: Image filters! Dot voting: Tile Color Saturation!
Accent
Practi Practi..  Practi
(=] Blue shades Primary
= 1 1 1 ] | &l e
_— Neutral Semantic

Dot voting: Today page color preference!

. T:wc’ - Today - Practi . Practi - Practi. Practi Practi Practi ?:ra:{‘» : Practi actice_Home Practice_Home Practice_Home Practice_Home
— e o 9:41 - - 241 - -
b, oo
x x
' = = Hello there, Beth! Practice
x a1h day in & row using How do you feel today?
‘ =T e o
. Body scan
= [r—
= =t Weekly goals.
Practi Practi Practi Pract Add & gosl »
Lo o e 38 ot Favourites Seeail Julia Kern »>
2 e Af"w'-" - Could be better
o = i L d
s B 4 Big sky mediation
= SE— M
Practice now Seeall
& & -
EEREEE e EETe
Today's quote —
Together with youth >
- B ) - o Nl e
Today oday Practi Practi Practi Practi Practi Pract
- - - — — — Every youth in care
e e —— e — e ——ys P— e needs one person Before the shift
= o Gt to be their champion. = s >
,“ S i This is how they heal.
- s = 8 3
A" sraciice
] C
Tean




Frame 304

Learn_overview_iterat... Learn_overview_EQ2._... Learn_module_4_view... Learn_module_4_view... Learn_overview_For._... Learn_module_4_view...

w 841 ll F - 841 wll F - 8:41 il F - :41 all F - 8:41 il F -

O-I'hl ot « « €«
EQL Hronin For
el J Learn Where we come from Where we come from Learn Where we come from

Module 4 - 2/6 videos watched Module 4 - 2/6 videos watched Meodule 4 - 2/6 videos watched
well dong! yourve complated For youth EQ2 training
@ the BOL raanang. Lorem ipsum dolor sit amet, consectetur Lorem ipsum dolor it amet, consactetur Lorem ipsum dolor sit amet, consectetur
hf? adipiscing elit. Purus sed sit tempor adipiscing elit. Purus sed sit tempor Teach youth EQ2 concepts adipiscing elit. Purus sed sit tempor

Revigw

“You've completed 60%
60% af the EQ2 training.
3/6 medules completed

pellentesque commodo pellentasque molls.

‘Continue watching

pellentesque commodo pellentasque mollis.

Up next

Larem ipsum dolor sit amet, consectetur adipiscing
&lit. Purus sed sit tampor pallentesque commode
pellentesaue mollis
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9:41 ol T -

EQ2 training For youth

You've completed 65% of
65% the EQ2 training.

346 madules completed

Continue Module 4 See all
i' -
Positive Opposites Building Good Relation:

Coming up next

Madule 5

Preventing Crisis

Module &
Repairing Relationships

Review

How do you feel
today?

)
T

Tough day

How do you feel
today? today?

—e

Learn

EQ2 training For youth

Teach youth EQ2 concepts
Lorem ipsum dolor sit amet, consectetur adipiscing
elit. Purus sed sit tempor pellentesque commodo
pellentesque mollis.

Wwith Youth 3 With Youth 4
] & m
Learn
—

iy

Could be better

How do you feel

—

9:41 ol T -

Where we come from
Module 4 - 2[6 videos watched
Lorem ipsum dolor sit amet, consectetur

adipiscing elit. Purus sed sit tempor

pellentesque commodo pellentesgue mellis.

Continue watching

The Power of Praise

Up next

e g
,._,,,n?;‘-

Building Good Relati... Positive Opposites

How do you feel
today?

Feeling good

—_—

How do you feel
today?

Awesome

—_—

MEDITATION

Comfort pose

6 min

Practice the Comfort Pose, a calming, relaxing

way to meditate.

You might also like

Body scan

Big sky meditation




Step 6: Code, Code, Code

Features Debug Window Help

) ® ® iPhone 11-14.0

1
9:41 WS . Hello there, user!

How do you feel today?

< Check-in now

Set weekly Goal

What would you like to improve? Choose a goal
to work towards for this week.

@ Coaching Youth O—FeatrS—

Notice when I’'m getting
triggered.

Weekly goals

Add a goal k
+

Add a goal
+

Use Stop, Breathe, and Cho

Use Cool Thoughts like, “This is
the trauma talking” or “It's not
personal.”

Use Good Moves to stay calm like
“tapping out” or ignoring taunts.

. 1f20_xorbb4os.json
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Step 7: User Test QW

VAS Visual =
Attention Results

EQ2 21S - DALI

Did you achieve your goal today? i M
& »
Set agoal Heatmap
This shows the probability that each part of
Calming Meditations your image is seen.
Julia Kern
Body scan Big sky meditation
Mec tion « € Mec tion «
Today's quote
Probability a part of your visual is seen within the first 3-5
seconds of seeing an image. Parts seen in this time period
have a higher change of grabbing your audience’s attention.
Every youth in care
needs one person Cindy Yuan
to be their champion. of
This is how they heal.
Today l
[
i
Elizabeth Woodruff [}



Step 8: Design, Code, and Test More

X X X & X
How do you feel today? What about trying out one of Set your intention for the day Choose a cool thought
these?
Focu
Do something Praise Focus

Choose a cool thought
Lorem ipsu t

m dolos sit amet Praise a colleague Eat pizza
It's my job to be an adult
Mamma mia Pizzeria Mario

Intentions

S Healing takes time, it's a process.
Moods description Breathing exercise Or set your own ¢ ' ’
/ My intention for today is They would do better if they knew how.

Cool thoughts
Load more
® Your favourite content

Generic
description of the

e xorcices T G 10day's quote

Mood rating modal (Check-in Exercises recommended during Intention setting (Part of check-in) Choosing a cool thought (Pa
process check-in check-in)

Could be better

Every youth in care
needs one person
to be their champion.
This is how they heal.



Step 9: Envision the Future: Self-Assessments and Quizzes

The EQ2 Seli-Reflective Exercise

EQ Skills
1. | model a healthy range of emotions with youth (including joy and humor)
2. | know my triggers and can manage my

3. | am able to manage my stress so that it doesn’t “spill over™ or harm youth in my care...........
Working with Youth

4. | help youth de-escalate when they are triggered..........
5. | build supportive and caring relationships with youth

6. | respect and accept youth as they are without judgement, shame, or ridicule.

7. | maintain heaithy personal boundaries with youth.. Learn_module_1_view_not_started Learn_module_1_view_not_started Learn_module_1_view_not_started g . m g8

L A G Dk S 9:41 il = - 9:41 il = - 9:41 il = - Today practice Learn ere

9. |listen actively to youth

10. | maintain flexibity with youtn (not overly rigid) &« &« &

11. 1 understand the impact of trauma on youths' behaler . . . . . .

S i SO S S N Emotion Coaching Emotion Coaching Emotion Coaching

13, 1 show up consistently with youth from day to day (same person everyday) ski“s ski"s SKi"S

14. | help youth solve problems.

AB. { epcighie sl sepeli s il 1 W PSORORY s E::Z:;S:;:;:::i:; ‘;";ii'::"“ are atin Your latest s::orgs . Your latest s?om§ . FrE:Bme 326 Frame 327 Frame 328
Teammate Skills Check how you're doing compared to last time. Check how you're doing compared to last time. Skills With Youth Team Skills

16. 1 am a team player. | pitch in 1o help and support my co-workers. AAd5% ¥15% A22%

Your latest score

DEEE DEEE CEEEDEEDEEEEEE EEE

17. When there is a confict, | listen, problem-solve, and take accountability if necessary.......... EQ Skills With Youth Team EQ Skills With Youth Team £
AA45% Y15% A 229 Ad% Y15% A22%
1B. 1 am aware of how my behavior, beliefs and attitudes impact the larger community. .. EQ Skills With Youth Tearn
] - 77% 375% 84%
19. 1 understand the importance of healthy staff relationships in creating safe spaces for youth.
Protessional Growth ‘ 77% ' 37',5%' 84 ‘ 77% ’ 37,5%' ‘ 84%
20. Jo—
o Frame 329 Frame 330 Frame 331
21. | accept feedback from other Staff and SUPeNViSOns............c.cocoocuvenes EQ
22, 1 ask for help when | need it Skills With Youth Team Skills
B3, | camnisimile sl awaranais ia M of sirngii and chellangé... Previous assessments Previous assessments A45% Yi5% A22%
25 April 2021 25 April 2021
Assessment #2 2 Assessment #5 ? 77% 375% 84%
3 March 2021 > 3 March 2021 N
Assessment #1 Assessment #4.
B8 (S m 88 B8 (& m " B8 (& m "

Today Practice Learn More Today Practice Learn More Today Practice Learn More




Step 9: Envision the Future: Youth Videos




How Might You Use the EQ2 App?

S
0 As a supplement to EQ2 groups so that staff can review
material and practice meditation in between sessions

0 To onboard new staff who might join between cycles of EQ2
groups

0 As refresher trainings for staff who have been through the EQ2
Program already

0 To build and reinforce skills and concepts
0 In individual or group supervision sessions or staff meetings

0 And many, many more ways!



Our Team

DALI Lab Catchafire

*Marco Cabrera, Developer *Marco Portigliatti, UX /Ul (Italy /Copenhagen)

*Anne Bailey, Mentor *Emilie Jaillot, UX /Ul (France /Copenhagen)

*Varsha Ayer, Mentor and Developer *Jenny Jiang, UX /Ul (China/LA)

*Mimi Garimella, Project Manager *Hamouda Arfaoui, Developer (Tunisia /Copenhagen)
*Julia Kern, Designer *Chaouki Ben-Fraj, Developer (Tunisia/Berlin)

*Cindy Yuan, Designer *Kaiya Griffing-Dunn, Animator (Brooklyn)

*Alex Lopez, Developer

*Anne Bailey, Developer

*Janvi Kalra, Developer

*Timothy Yang, Animator

*Anna Shum, Animator

*Hanna Hong, Animator

*Darley Sackitey, Animator
*Nadia Koolina, Project Manager
*Damini Kohli, Animator

*Ronnie Ahlborn, Animator



Let’s Play with the App

Scan QR Code on your table

OR from app store, download “EQ2: Staff
Support”

Sign up with your own email /password
Use code: ACRC22




What features might you like
to see on future versions of
the app?
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