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Session Overview:
Our research groups are collaborating to create a web-based, interactive, “serious game” called the “Garden of Wellness” (http://ectest.case.edu/wellness/) where women with disabilities can actively learn how to improve their physical, psychological, and social health. 

The Garden of Wellness uses material previously developed and tested in a psycho-educational, face-to-face workshop format. Outcome analysis comparing pre-and post-workshop data showed significant improvement in several health dimensions, including self-efficacy for dietary behaviors, medical decision making, social interaction, physical functioning, impact of physical limitation on role activities, and vitality.  Although these workshops showed great promise for helping women with physical disabilities improve their health, numerous barriers limit their widespread implementation. Problems with transportation, personal assistance, communication, illness, and endurance prevent many women who are most in need of these interventions from attending consistently or at all.  We are testing the hypothesis that offering this material in an Internet-based interactive format using the techniques of serious games will promote equal or better improvements in the health behaviors and health status of women with disabilities than traditional educational techniques.  Our emphasis is on short- and longer-term planning for, and maintenance of, health promoting behaviors and improvement in the health outcomes of psychological distress, interference from secondary conditions, and health-related quality of life. 

Active Learning Strategies:
The “Garden of Wellness” contains 8 learning sessions that offer information about physical activity for women with disabilities, nutrition, managing health care, stress, sleep, and issues related to aging with a disability.  Participants visit the “Garden of Wellness” at http://ectest.case.edu/wellness/ and begin using this serious gaming environment where points are earned as learning objectives are achieved.  A digital notebook provides a mechanism whereby users can enter their personal information and track their progress through the game.  It also provides them access to learning resources which include interactive learning modules, peer information, and answers to frequently-asked-questions given by a virtual coach. 


Research Methods:
An orientation and the first learning session are complete at this time and have undergone beta testing.  Once all of the learning sessions have been developed and placed online, we will begin testing the intervention with 100 participants, with half randomized to an Internet intervention group and half serving as a waitlist control group.  Testing for health promoting behaviors and health status will occur at baseline and immediately post-intervention, with a 6 month
follow up.  

This research project is funded by a grant from the Centers for Disease Control and Prevention.

Results of the beta test:

· Conducted on the orientation and first learning session

· 12 women with physical disabilities

· Paid an honorarium 

· Feedback was solicited through an online survey

Design:

· "Awesome!"

· Overall structure took some figuring out but then easy and logical 

· Graphics were "beautiful" and "so relaxing after a stressful day“

· Would enjoy nature sound effects

Navigation:

· Quickly learned

· Easy to move among learning objectives and from screen to screen

· Graphics and color scheme significantly helped navigation

· Some problems saving material entered on the Notes, Family, and Profile pages

· Audio along with text appreciated by those with visual impairments

Learning Objectives:

· Challenging 

· Fun way to learn the material

· Scoring was clear

· Slides on the left page of notebook helped explain the text

· Appreciated self pacing

· Wanted more video and animation

Goal Setting and Action Planning:

· Very helpful and concrete

· Good way to keep track of progress

· Graphics added a lot to the process

· Some confusion about saving changes

Motivation:

· Need some kind of reward beyond just earning points

· "For someone who just starting to change life style, small prizes would help their participation."

· "While I don't need other rewards to complete the objectives (as they are benefiting me), I will not turn down a portable DVD player, mp3 player or some sort of reward."

· "Getting some kind of game rewards would make me more inclined to write more and use the resources more often and longer"

“I like having control. It is one of the nice things about the program. I can do it wherever I want, whenever I want and how I want to.”

“It was helpful to suggest talking about my goals with someone and reporting on that conversation.”

“Compared to the group meetings, the material is so much easier to manage. Also, easier to go back to when you need a refresher.”
Face-to-face Workshops versus Internet-based Health Promotion Interventions

Workshop Pros:

· Proven effective 

· Personal contact invaluable 

· Opportunity to ask questions and participate in group discussion

· Opportunity for role modeling (self-advocacy, communication behaviors such as reflective listening), empathy, normalization (e.g., others have this problem, too)

· Peer support, expansion of social support network

· Accessible for non-computer literate and for those who simply prefer face-to-face 

· Optimal risk management (leader can observe participants who may need extra attention, referral, resources)

· Greater personalization

 

Internet-based Pros:

· Experimental and innovative 

· Self-paced 

· Gives more information

· Potential for in-depth exploration 

· Visually satisfying 

· Adaptable for visual and hearing impairment 

· Progress is documented 

· No need to leave the home 

· Available to rural and frontier areas and to people who are socially/geographically isolated

· Available to people with severe disabilities 

· Extremely economical  for provider (i worry about using cost-effective when we don’t have the data to support it)

· Less threatening to people who may find face-to-face intervention intimidating (such as people with social anxiety/dysfunction, panic disorder, agoraphobia)

· Accessible to people with behavioral styles that are disruptive to group dynamics.

· Convenient

· Potentially unlimited numbers of users

· Potential to support people who might otherwise not seek support

· Benefit of anonymity which encourages risk taking
· Potential to reach people living in certain assisted living centers and other institutional living

· Access to people who are hard-to-reach or ‘at risk”

· Unlimited access (24/7)

 

Workshop Cons:

· Just getting to the program 

· Problems with transportation 

· Personal assistance 

· Communication 

· Illness 

· Endurance

· Weather 

· Distance 

· Strict pace 

· Limited individualization 

· Expensive for provider  

 

Internet-based Cons:

· Need to have computer 

· Need to be computer literate

· Need to have high-speed Internet access 

· Expense of high-speed Internet access

· Navigation may be difficult for those with impaired coordination 

· Graphics inaccessible for those with visual impairment 

· Program development expensive

· Risk of privacy and confidentiality violations 
