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Abstract 
Background: Adolescence is a sensitive period for the onset of mental 
health disorders. Effective, easy-to-disseminate, scalable prevention 
and early interventions are urgently needed. Affective control has 
been proposed as a potential target mechanism. Training affective 
control has been shown to reduce mental health symptoms and 
improve emotion regulation. However, uptake and adherence to such 
training by adolescents has been low. Thus, the current study aims to 
receive end user (i.e., adolescents) feedback on a prototype of a novel 
app-based gamified affective control training program, the Social 
Brain Train. 
Methods: The proposed study aims to recruit participants aged 13-16 
years old (N = 20) to provide user feedback on the Social Brain Train 
app. The first group of participants (n = 5) will complete an online 
questionnaire assessing demographics, symptoms of depression and 
anxiety, social rejection sensitivity and attitudes toward the 
malleability of cognition and mental health. They will complete two 
tasks assessing cognitive capacity and interpretation bias. Participants 
will be then be invited to an online group workshop, where they will 
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be introduced to the app. They will train on the app for three days, 
and following app usage, participants will complete the 
aforementioned measures again, as well as provide ratings on app 
content, and complete a semi-structured interview to obtain in-depth 
user feedback, which will be used to inform modifications to the app. 
Following these modifications, a second group of participants (n = 15) 
will follow the same procedure, except they will train on the app for 14 
days. Feedback from both groups of participants will be used to 
inform the final design. 
Conclusions: By including young people in the design of the Social 
Brain Train app, the proposed study will help us to develop a novel 
mental health intervention that young people find engaging, 
acceptable, and easy-to-use

Keywords 
Mental health, Adolescence, Emotion regulation, Affective control 
training, Participatory design, Gamification
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Introduction
Adolescence is operationally defined here as the period of 
life between 10 and 24 years (Sawyer et al., 2018). This is a  
sensitive period for the onset of emotional disorders (e.g., 
depression and anxiety disorders). 75% of all lifetime cases of 
mental health disorders emerge before the end of adolescence 
(i.e., by age 24 years), with these disorders typically recurring 
across the lifespan (Kessler et al., 2005). Indeed, mental health  
disorders are the leading cause of disability in adolescence,  
globally (Erskine et al., 2015). Effective, easy-to-disseminate, 
scalable prevention and early interventions are therefore urgently  
needed to improve the mental health of young people. 

In order for such interventions to effectively prevent the onset of 
mental health problems in young people, they must target mal-
leable risk factors. Emotion regulation difficulties have been 
shown to contribute to the onset and maintenance of mental  
health problems in adolescence (Hilt et al., 2017; McLaughlin  
et al., 2011), and the underlying neural substrates of emotion 
regulation continue to develop throughout adolescence (Andrews 
et al., 2020b). Cognitive neuroscience perspectives of emotion 
regulation suggest that cognitive control, that is, the capacity to  
attend and respond to goal-relevant information while inhib-
iting attention and responses to goal-irrelevant information 
(Braver, 2012), is central to successful emotion regulation  
(Ochsner & Gross, 2005). We have proposed that it is the appli-
cation of cognitive control in affective contexts (i.e., affec-
tive control), in particular, which is key to the development of 
effective emotion regulation (Schweizer et al., 2020a). Poor  
affective control during adolescence has been associated 
with poorer mental health outcomes, including anxiety and  
depression, relative to young people with better affective control 
(Davidovich et al., 2016; Han et al., 2012; Kilford et al., 2015;  
Ladouceur et al., 2005; Schweizer, et al., 2020b). The  
association between affective control and mental health was 
examined in a large-scale meta-analysis, which demonstrated 
that affective control, specifically, affective working memory,  
distinguished between psychologically healthy individuals and 
those suffering from a mental health disorder (Schweizer et al., 
2019b).

In both adolescents and adults, affective control has been found 
to account for variance in the association between self-reported 
emotion regulation and mental health, with the relationship 
between affective control, emotion regulation, and mental health  
being especially pronounced in younger adolescents (11–14  
years; Schweizer et al., 2020b). Encouragingly, affective  
control is amenable to cognitive training, and such training has 
been shown to lead to improvements in emotion regulation and 
mental health outcomes (du Toit et al., 2020; Krause-Utz et al., 
2020; Minihan et al., 2021b; Pan et al., 2020a; Pan et al., 2020b; 
Schweizer et al., 2013; Veloso & Ty, 2021; but see de Voogd  
et al., 2016). Improving affective control, particularly during 
adolescence, may therefore constitute a promising intervention 
target. However, previous studies have found low uptake and  
adherence to cognitive training by adolescents, possibly due 
to low incentivization to persevere with training (Beloe &  
Derakshan, 2020; Knoll et al., 2016), and thus limiting the  

potential benefits of these interventions. Ganesan & Steinbeis 
(2021) propose exertion of effort during cognitive training tasks is 
guided by an individual’s cost-value computation. That is, engage-
ment in cognitive training tasks can be motivated by providing  
appropriate incentives.

One way in which uptake and adherence to cognitive training 
among this age group may be incentivised is through gamifi-
cation. Gamification offers a medium that captures the atten-
tion of young people, with meta-analytic evidence showing  
that gamification reliably encourages both attentional engage-
ment and motivation to increase rates of training (Lumsden 
et al., 2016). To create cognitive training interventions that 
young people will find engaging and will continue to use,  
young people themselves need to be included in the develop-
ment of the intervention (Yeager et al., 2018). By co-designing  
interventions with young people, more engaging, feasible,  
acceptable and effective interventions may be produced 
(Bevan Jones et al., 2020). The current study therefore aims to 
receive end user (i.e., adolescents) feedback on a prototype of a  
novel app-based gamified cognitive training program, the Social 
Brain Train.

The proposed app aims to improve adolescent emotion regula-
tion and mood, via affective control training and its application 
during the resolution of ambiguous social interaction scenarios. 
The affective control training (AffeCT; Schweizer et al., 2019a)  
has been shown to successfully improve affective control, emo-
tion regulation and mental health in unselected adolescents and 
young adults (Schweizer et al., 2011; Schweizer et al., 2013), 
and young people with stress-related and internalising disorders  
(du Toit et al., 2020; Minihan et al., 2021b; Schweizer et al., 
2017). AffeCT comprises a dual n-back task, which requires both 
engagement (i.e., remembering emotional words) and disengage-
ment (i.e., inhibiting the processing of emotional expression  
of faces while tracking their location) with affective information. 
The second component of the app, which requires the positive 
resolution of ambiguous social interaction scenarios, is based on 
cognitive interpretation bias modification paradigms (Menne-
Lothmann et al., 2014). To successfully complete this second  
component (i.e., positively resolve the ambiguous scenarios), 
individuals will need to apply affective control. Specifically, 
affective control is applied to override any prepotent negative 
response tendencies and regulate affective responses elicited  
by the scenarios to successfully resolve the narrative.

The current study aims to gather feedback from adolescents on 
the useability, acceptability, and relatability of the Social Brain 
Train app. It will do so through group workshops, one-to-one  
interviews, and questionnaires. User feedback obtained from 
the current study will be incorporated into the final design of the 
app to maximise the program’s acceptability, relatability, and  
user engagement.

Methods
Participants
The current study aims to recruit 20 13–16-year-old  
adolescents, which is an adequate sample size for co-designing  
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interventions with young people (Clark, 2009; Garrido et al., 
2019; Hackett et al., 2018; Wadley et al., 2013). Participants 
will be recruited through the Developmental Affective Science  
lab’s existing database as well as advertisements on social  
media and by contacting schools. Potential participants will be 
emailed the participant information sheet, and can register for  
the study online.

In order to participate in the study, participants must: 1) be 
aged 13–16 years; 2) speak English with native fluency;  
3) have no diagnosed developmental conditions, special  
educational needs, or neurodevelopmental or neurological  
disorders; 4) have no history of traumatic brain injury, and  
5) have daily access to a smartphone or tablet with internet  
connection.

We plan to recruit individuals aged 13–16 years as symptoms  
of emotional disorders have been shown to significantly increase 
over this period (Erskine et al., 2015). English fluency is 
required as all the components of the Social Brain Train app are  
demanding in terms of verbal processing. Individuals with 
developmental conditions, special educational needs, history 
of traumatic brain injury or neurodevelopmental or neurologi-
cal disorders are excluded due to the core affective control com-
ponent placing significant demands on executive functioning  
that is often impaired in these populations.

Gamified cognitive training program: Social Brain Train
The Social Brain Train app comprises of two core compo-
nents: an affective control training (i.e., AffeCT; Schweizer 
et al., 2019a) and a cognitive interpretation bias modification 

(i.e., ambiguous social interaction scenarios) component. Users 
engage in these activities to gain ‘brain points’ and to unlock 
engaging and informative facts about the social and emotional  
brain and mental health.

The Social Brain Train app is designed to be completed over 14 
days, with one training session completed per day. At the start 
of each training session, participants will be asked four brief 
questions about their mood (ranging from “Very unhappy” to  
“Very happy”), affect regulatory intentions (i.e., none, distrac-
tion, problem-solving, behavioural activation, reappraisal, avoid-
ance, social support, acceptance or other), social context (i.e., 
alone, with friends/family, with strangers) and current activity.  
Each training session comprises six blocks of AffeCT, six 
social interaction scenarios, and two brain/mental health facts  
(Figure 1). Each session will take between 10–15 minutes to  
complete. Users will be able to exit and return to the session at 
any point. Upon completing a session, the user will be unable 
to access the next session until the following day, however,  
they will have the option to continue training on the AffeCT  
component.

Affective control training: AffeCT. The modified version of 
AffeCT (Schweizer et al., 2019a) includes an affective dual  
n-back task to train affective control. In the modified version, only 
the dual n-back condition is administered, excluding the single  
modality (auditory and visuospatial) versions, as the training 
time on the affective control component is significantly reduced 
in the current app compared to the original AffeCT. The affec-
tive dual n-back task comprises a series of trials (Figure 2)  
involving the simultaneous presentation of an image (500 ms) 

Figure 1. Depiction of one session of the Social Brain Train app. Note. Figure 1 depicts the structure of a single training session of 
the Social Brain Train app. At the start of the session, participants are asked four brief questions (~ 30 sec) about their mood (ranging from 
“Very unhappy” to “Very happy”), affect regulatory intentions (i.e., none, distraction, problem-solving, behavioural activation, reappraisal, 
avoidance, social support, acceptance or other), social context (i.e., alone, with friends/family, with strangers) and current activity. 
Subsequently, participants alternate between completing six blocks of AffeCT (~ 1–1.5 min/block) and six ambiguous social interaction 
scenarios (~ 10–30 sec/scenario). Points will be awarded incrementally following completion of each block of AffeCT (from 3 brain points in 
round 1 to 30 brain points in round 6). For the ambiguous social interaction scenarios, participants will only receive points if they respond 
correctly (i.e., select the positive resolution). As participants complete AffeCT and the social interaction scenarios, they unlock facts about 
the social and emotional brain and mental health (~ 40 sec), which are presented after block two and four of AffeCT. Upon completion of a 
session, the app flow locks and participants are unable to access the next session until the following day, however, they have the option to 
continue training on AffeCT.
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on a 4×4 grid and a spoken word (~ 450 – 1300 ms). The task 
requires participants to indicate whether the stimuli are the 
same (words) or presented in the same location (faces) as the  
stimuli presented n-trials back. Participants have 2500 ms to 
respond before the next word-image pairing appears. Participants 
indicate their response by selecting from one of four buttons:  
“No match” for non-target trials, “Location match” for trials  
where the location of the face matches that n-trials back,  
“Word match” for trials where the word matches that n-trials  
back, and “Both match” for trials where both the location of 
the face and the word matches that presented n-trials back.  
Participants receive feedback after each trial; that is, a green 
thumbs up will appear on the screen following a correct response 
and a red thumbs down will appear following an incorrect  
response.

At the start of training (i.e., session one) the level of n is one. 
Participants must indicate whether the set of stimuli they saw in 
the previous trial are the same as the ones currently presented. 
Participants will complete six blocks of the dual n-back task  
per training session. Each block of the task includes 20+n tri-
als. For example, when n is one, a block contains 21 trials. The 
level of n increases and decreases between blocks depending on  
the participant’s performance. n increases by one if perform-
ance reaches ≥ 70% accuracy and decreases by one when accu-
racy is ≤ 30%. After the first training session, the starting level 
of the task in the next session is the average n from the previous  
session minus two (e.g., if a user reaches an average n-back 
level of four in session one, session two will commence at  
n = two).

The stimuli included in the affective dual n-back task are affec-
tively valenced; comprising 50% negative stimuli, 30% posi-
tive stimuli, and 20% neutral stimuli. The training therefore 
requires both engagement (i.e., remembering emotional words)  
and disengagement (i.e., inhibiting the emotional expression 
of faces while tracking the location of the faces) from affec-
tive material. The auditory stimuli (i.e., words) included in 
the dual n-back task are derived from the Norms of Valence,  
Arousal, and Dominance for 13,915 English Lemmas database 
(Warriner et al., 2013). The visual stimuli (i.e., adult and child 
faces) are derived from several different databases, which are 
licensed for use online, including: the Chicago Face Database  
(Ma et al., 2015), the Radboud Faces Database (Langner et al.,  
2010), the London Face Research Set (DeBruine & Jones, 
2017), the Emotional Faces Stimulus Set (Meuwissen et al., 
2017), and the NIMH Child Emotional Faces Picture Set  
(Egger et al., 2011). The emotional expression of the faces 
included are happy, angry, fearful, sad, and neutral. The affec-
tive dual n-back task is populated with a different set of stimuli  
for each training session. The valence of the word stim-
uli and the ethnicity, gender, and age of the face stimuli are  
matched across training sessions.

Ambiguous social interaction scenarios. In each session of the 
Social Brain Train app, users are presented with six ambigu-
ous social interaction scenarios related to everyday experi-
ences in the life of a teenager (e.g., meeting up with friends,  
attending school). For each scenario, users are asked to select 
between one of two possible resolutions: one positive and one 
negative. The positive outcome is always the correct response. 

Figure 2. Depiction of the AffeCT component. Note. Figure 2 depicts a block including 20 + n trials of the AffeCT component of the 
Social Brain Train app. AffeCT is an affective dual n-back task. In this example n is one. That is, participants are required to indicate whether 
the face presented in the current trial is presented in the same location as the face presented in the previous trial and whether the word 
presented is the same word they heard in the previous trial. Trials depicted with a yellow background represent target trials. That is, trials 
that include a location (face) and/or word match. Participants respond with a button press to indicate whether either or both stimuli match 
the stimuli presented n-trials back. Participants have 2500 ms to respond from the onset of the stimuli, before the next word-image pairing 
appears. The face stimuli shown in Figure 2 are derived from several different databases, which are licensed for use online, including: the Chicago 
Face Database (Ma et al., 2015), the Radboud Faces Database (Langner et al., 2010), the London Face Research Set (DeBruine & Jones, 2017), the 
Emotional Faces Stimulus Set (Meuwissen et al., 2017), and the NIMH Child Emotional Faces Picture Set (Egger et al., 2011).
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Participants receive feedback following each response, that is,  
a green tick appears on the screen following a correct response 
and a red cross appears following an incorrect response. We 
have demonstrated in a previous study that young people are 
able to learn to resolve ambiguous social interaction scenarios  
positively in this way (Minihan et al., 2021a). 

The ambiguous social interaction scenarios are presented in 
four interactive ways: 1) text message scenarios (Figure 3A), 
in which users must resolve a missing text fragment; 2) audio 
scenarios (Figure 3B), in which users must resolve a miss-
ing fragment of a voicemail recording; 3) narrative vignette  
(Figure 3C), in which users must resolve missing letters in a 

word fragment and 4) emotion detection scenarios (Figure 3D),  
in which users must identify the emotional content of an image.

Gamification and incentivisation
To incentivise participation, several types of rewards have been 
included in the Social Brain Train app. First, participants gain 
‘brain points’ as they complete the two core components of the 
training program (i.e., AffeCT and the ambiguous social interac-
tion scenarios). Points will be awarded incrementally follow-
ing completion of each block of AffeCT (from 3 brain points in 
round 1 to 30 brain points in round 6). For the ambiguous social 
interaction scenarios, participants will only receive points if  
they respond correctly (i.e., select the positive resolution).

Figure 3. Depiction of ambiguous social interaction scenarios in four formats. Note. Panel A depicts an example of an ambiguous 
social interaction scenario in text message format. On the first screen, participants read the text message interaction. On the second screen, 
participants are asked to resolve a missing fragment of the text message interaction, by choosing between one of two options. On the third 
screen, the scenario is resolved and participants receive feedback. Panel B depicts an example of an ambiguous social interaction scenario 
in voicemail format. On the first screen, participants are provided with a brief description of the context of the voicemail. On the second 
screen, participants listen to the voicemail and can follow the transcript at the bottom of the screen. On the third screen, participants are 
asked to resolve a missing fragment of the voicemail, choosing between one of two options. On the fourth screen, the scenario is resolved 
and participants receive feedback. Panel C depicts an example of an ambiguous social interaction scenario in narrative vignette format. 
On the first screen, participants read the ambiguous social interaction scenario. On the second screen, participants are asked to resolve 
the scenario, by completing a missing word fragment, choosing between one of two options. On the third screen, the scenario is resolved 
and participants receive feedback. Panel D depicts an example of an ambiguous social interaction scenario in emotion detection format. 
On the first screen, participants are asked to detect the emotional content of an image. On the second screen, the scenario is resolved and 
participants receive feedback. Correct trials in all four formats are marked by a green tick and a red cross indicates an incorrect response 
was selected. Images shown in Figure 3B–D are licensed Adobe Stock photos; text message image shown in Figure 3A was created with https://
ifaketextmessage.com/.
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As participants progress through the Social Brain Train app, 
they can unlock one brain fact and one mental health fact. 
One of each can be unlocked on each day (14 brain facts and 
14 mental health facts in total). Thus, participants are able to  
unlock a total of 28 facts across the course of the training pro-
gram. These facts have been designed to be presented in an 
engaging and informative way (including text and video con-
tent), and unpack concepts such as neuroplasticity, emotion 
regulation, cognitive biases and sleep, among others. The facts  
are presented after round two and four of AffeCT. As partici-
pants unlock the mental health facts, they reach a new ‘brain 
station’. The brain stations will thematically match the content 
of the brain/mental health fact for the corresponding day (e.g.,  
Neuroplasticity Station). At each brain station, partici-
pants will receive a code to unlock a linked webpage that 
includes more information, videos, and resources related to 
the day’s brain/mental health topic (e.g., more information on  
neuroplasticity).

User feedback
The current study will gain user feedback on the Social Brain 
Train app via group workshops, one-to-one semi-structured 
interviews and online questionnaires. The first group of par-
ticipants (n = 5) will provide feedback after training on the app  
for three days. This initial feedback will be used to inform 
modifications to the app. Following these modifications, a sec-
ond group of participants (n = 15) will provide feedback after  
training on the modified version of the app for fourteen days. 
The procedure for the two groups of participants will other-
wise be identical. Feedback from both groups of participants 
will be used to inform the final design of the app. The reported  
sample size is the desired number of participants; however, 
recruitment will be closed after three months due to the lifespan  
of the grant funding this research.

Online questionnaire. The online questionnaire will com-
prise a series of measures assessing demographics, symptoms 
of depression and anxiety, social rejection sensitivity, attitudes 
regarding the malleability of cognition and mental health as  
well as two task-based measures of cognitive capacity and 
interpretation bias. Participants will complete these measures 
after consenting to the study (pre-app usage questionnaire)  
and again after completing the semi-structured interview (post-
app usage questionnaire), to assess any potential changes in 
these constructs following app usage. The post-app usage 
questionnaire will additionally include items assessing user 
feedback on the app, ratings of app content, and app usage  
information.

Demographics. Participants will provide brief demographic  
information, including age, self-identified gender, self-identified  
ethnicity, and parental education level (as a proxy of socio- 
economic status).

Mental health. Participants will complete the PHQ-8 and  
GAD-7, which have been shown to be reliable indices of  
depression and anxiety (Kroenke et al., 2001; Spitzer et al.,  
2006).

Cognitive characteristics. Participants will complete a series 
of measures and tasks to assess cognitive capacity and vul-
nerabilities. This includes the Online and Offline Social Sen-
sitivity Scale (Andrews et al., 2021a), which assesses social  
rejection sensitivity in both off- and on-line contexts. Participants 
will also complete a scrambled sentence task (Burnett Heyes  
et al., 2017), which will provide an index of negative  
interpretation bias. Finally, participants will complete an  
affective backward digit span task (Schweizer et al., 2019a), as  
an index of cognitive capacity in affective contexts.

Perceived malleability of cognition and mental health. Par-
ticipants will complete a series of items adapted from Schroder  
et al. (2015) to assess their knowledge on constructs included 
in the app (i.e., whether or not one can modify their emotions,  
mood, anxiety, memory, intelligence).

User feedback on app content. Participants will be asked to 
rank their preferences (4 = Most engaging, 1 = Least engaging) 
on the four different types of formats for the ambiguous social 
interaction scenarios (i.e., text message, voicemail, narrative  
vignette, emotion detection). Participants will also be asked 
to rate on a visual analogue scale (4 = Very much, 1 = Not at  
all); i) the extent to which they enjoyed resolving the scenar-
ios in the four different formats; ii) the extent to which they 
found the scenarios relatable, easy to understand, and easy to 
resolve; iii) whether they liked the brain and mental health facts, 
if they learned anything from the facts, and if they found them 
interesting and easy to understand; and iv) whether the points 
they could gain while progressing through the Social Brain  
Train app motivated them to continue using the app.

App usage information. Participants will provide app usage 
information, specifically, whether they used the app while 
on WIFI or mobile data, and what device, model and operat-
ing system they used. Duration and extent of training com-
pleted will be recorded automatically by the Social Brain  
Train app.

Group workshop. Participants will engage in an online (via 
Zoom) group workshop, where they will be introduced to the 
study and guided through using the Social Brain Train app on 
their mobile devices. These onboarding workshops will be led 
by members of the research team (approximately 30–45 min)  
and will be video recorded and transcribed in Zoom.  
Participants will be given the opportunity to share any initial  
thoughts and feedback they have on the Social Brain Train app.  
In each workshop, 2-6 participants will be included.

Semi-structured interview. The semi-structured interview has 
been adapted from a previous qualitative study, assessing pref-
erences for digital smartphone mental health apps amongst 
adolescents (Ribanszki et al., 2021). The interview questions 
(Extended data) are designed to assess end user’s experience 
of the app, the relatability of app content, and to gain feedback 
on any aspects of the app end users would change. All inter-
views will be conducted online (via Zoom) and will be video  
recorded and transcribed.
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Procedure
Participants (n = 5) will initially complete the pre-app usage 
questionnaire, after which they will engage in a group work-
shop, where they will be introduced to the study and guided 
through using the Social Brain Train app on their mobile device  
(Figure 4). After the group workshop, participants will be 
asked to use the app over a period of three days (i.e., three ses-
sions). Participants will be asked to compete one session each 
day. By downloading the app to their mobile devices, partici-
pants will be able to use the app at a location and time of their  
choosing.

After using the app, participants will complete an online semi-
structured one-to-one interview (via Zoom), conducted by 
members of the research team, to gain in-depth user feed-
back. Finally, participants will complete the post-app usage 
questionnaire. Feedback collected will be used to inform  
modifications to the Social Brain Train app.

A second group of participants (n = 15) will then follow an iden-
tical procedure, except that they will be asked to use the modi-
fied version of the Social Brain Train app across 14 days (i.e.,  
complete the full training program). Feedback from both 
groups of participants will be used to inform the final design  
of the Social Brain Train app.

Prior to partaking in the study, all participants will require 
consent from their parent/guardian. Parental consent will be 
obtained through an online parental information sheet and  
consent form. Eligible participants will then be provided with 
an online adolescent information sheet and consent form. Fol-
lowing the provision of consent by both parent/guardian and  
young person, participants will be emailed a link to the pre-
app usage questionnaire and an invitation to the initial group 
workshop. Participants will be compensated with an AU$50 
gift voucher for completing the workshop, app usage, online  
questionnaires and one-to-one interview.

Statistical analyses
The data from the semi-structured interviews will be tran-
scribed, coded and analysed using a qualitative thematic analysis  

approach in NVivo. The data from the online questionnaires  
will be summarised using descriptive statistics and correla-
tional analyses. App usage and responses derived from the app 
(i.e., AffeCT and ambiguous social scenarios components)  
will be merged with the questionnaire data and analysed using 
quantitative measures. Quantitative data will be summarised  
and analysed in RStudio Version 4.1.0.

Ethics
This study has been approved by the University of New South 
Wales Human Research Ethics Committee (HC210835). 
Risk to participants in the proposed study is minimal. Par-
ticipants may experience some discomfort from answering  
self-report questionnaires or they may find the ambigu-
ous social interaction scenarios or emotional words and faces 
included in AffeCT mildly unpleasant. To minimise and man-
age these risks participants will be sent an email upon enrolment  
in the study reminding them that they can contact the research 
team at any time with any concerns about the study. Should 
any participants report distress via email or during a group 
workshop or one-to-one interview, they will be provided  
with the contact information of a clinical psychologist. All 
participants will also be provided with a link to a list of 24-
hour mental health services. Adverse events will be monitored  
by the researchers and reported to the Ethics Committee. 

Dissemination
Results of the proposed study will be disseminated via pres-
entations at scientific conferences and publication in peer-
reviewed journals. The findings from the study may also be 
disseminated through presentation at research seminars and/
or via public media. Participant’s individual feedback on the 
Social Brain Train app during the semi-structured interviews 
may also be quoted anonymously. All quantitative data will be  
presented in aggregate.

Consent will be sought from participants to share data col-
lected during the proposed study through managed access. The 
researchers will ask others who wish to access the data for a  
copy of their ethics approval to do so before the data is shared 
for secondary research purposes. The researchers will maintain 
a copy of other researchers’ ethics approval for their records. 

Figure 4. Depiction of study procedure. Note. Figure 4 depicts the study procedure. To partake in the study, participants will be required 
to provide both participant and parental consent. Following the provision of consent, participants will complete the online pre-app usage 
questionnaire and subsequently will be invited to an online group workshop, where they will be introduced to the Social Brain Train app. 
Next, participants will be asked to use the app over a period of three or 14 days, completing one session per day. Following app usage, 
participants will complete an online semi-structured one-to-one interview to gain user feedback, after which they will complete the post-app 
usage questionnaire.
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The researchers will transfer the data to other researchers  
through secure measures.

Study status
This study has not yet started recruitment or data collection, 
as the development of the Social Brain Train app is currently  
being finalised.

Conclusion
By including young people in the design of the Social Brain  
Train app, the proposed study will help us to develop a novel 
mental health intervention that young people find engaging,  
acceptable, and easy to use. The inclusion of gamified ele-
ments, we expect, will serve to motivate adolescents to persist  
with training. The ambiguous social interaction scenarios  
will allow participants to train the application of affective control 
in a more ecologically-valid environment, compared to stand-
ard, non-gamified cognitive training. The Social Brain Train app  
has the potential to be disseminated at large scale and at mini-
mal cost. If the intervention proves to be effective when 
tested in a proof-of-principle trial, the Social Brain Train app  
will contribute toward the prevention of emotional disorders, one  
of the leading causes of disability in young people worldwide.

Data availability
Underlying data
No data are associated with this article.

Extended data
Open Science Framework: Development of a Gamified Cognitive  
Training App “Social Brain Train” to Enhance Adolescent  
Mental Health: A Participatory Design Study Protocol. https://doi.
org/10.17605/OSF.IO/37YAU

This project contains the following extended data:

-    Interview questions

Data are available under the terms of the Creative Commons 
Zero “No rights reserved” data waiver (CC0 1.0 Public domain  
dedication).

Acknowledgements
We would like to thank Ms Melinda Achilles for sharing her  
expertise in co-design of digital mental health interventions.

References

 Andrews J, Khin AC, Crayn T, et al.: Measuring the Role of Social Rejection 
Sensitivity in Depressive Symptoms in the Digital Age: The Online and 
Offline Social Sensitivity Scale. PsyArXiv. 2021a.  
Publisher Full Text 

 Andrews JL, Ahmed SP, Blakemore, SJ: Navigating the Social Environment in 
Adolescence: The Role of Social Brain Development. Biol Psychiatry. 2021b; 
89(2): 109–118.  
PubMed Abstract | Publisher Full Text 

 Beloe P, Derakshan N: Adaptive working memory training can reduce 
anxiety and depression vulnerability in adolescents. Dev Sci. 2020; 23(4): 
e12831.  
PubMed Abstract | Publisher Full Text 

 Bevan Jones R, Stallard P, Agha SS, et al.: Practitioner review: Co-design of 
digital mental health technologies with children and young people. J Child 
Psychol Psychiatry. 2020; 61(8): 928–940.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Braver TS: The variable nature of cognitive control: A dual mechanisms 
framework. Trends Cogn Sci. 2012; 16(2): 106–113.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Burnett Heyes S, Pictet A, Mitchell H, et al.: Mental imagery-based training 
to modify mood and cognitive bias in adolescents: Effects of valence and 
perspective. Cognit Ther Res. 2017; 41(1): 73–88.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Clark L: Focus Group Research With Children and Youth. J Spec Pediatr Nurs. 
2009; 14(2): 152–154.  
PubMed Abstract | Publisher Full Text 

 Davidovich S, Collishaw S, Thapar AK, et al.: Do better executive functions 
buffer the effect of current parental depression on adolescent depressive 
symptoms? J Affect Disord. 2016; 199: 54–64.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 de Voogd EL, Wiers RW, Zwitser RJ, et al.: Emotional working memory training 
as an online intervention for adolescent anxiety and depression: A 
randomised controlled trial. Aust J Psychol. 2016; 68(3): 228–238.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 DeBruine L, Jones B: Face Research Lab London Set. [Data set]. figshare. 2017. 
Publisher Full Text 

 du Toit SA, Kade SA, Danielson CT, et al.: The effect of emotional working 
memory training on emotional and cognitive outcomes in individuals with 

elevated social anxiety. J Affect Disord. 2020; 261: 76–83.  
PubMed Abstract | Publisher Full Text 

 Egger HL, Pine DS, Nelson E, et al.: The NIMH Child Emotional Faces Picture 
Set (NIMH-ChEFS): a new set of children’s facial emotion stimuli. Int J 
Methods Psychiatr Res. 2011; 20(3): 145–156.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Erskine HE, Moffitt TE, Copeland WE, et al.: A heavy burden on young minds: 
The global burden of mental and substance use disorders in children and 
youth. Psychol Med. 2015; 45(7): 1551–1563.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Ganesan K, Steinbeis N: Development and Plasticity of Executive Functions: 
A Value-based Account. Curr Opin Psychol. 2021; 44: 215–219.  
PubMed Abstract | Publisher Full Text 

 Garrido S, Cheers D, Boydell K, et al.: Young People’s Response to Six 
Smartphone Apps for Anxiety and Depression: Focus Group Study. JMIR 
Ment Health. 2019; 6(10): e14385.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Hackett CL, Mulvale G, Miatello A: Co-designing for quality: Creating a user-
driven tool to improve quality in youth mental health services. Health 
Expect. 2018; 21(6): 1013–1023.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Han G, Klimes-Dougan B, Jepsen S, et al.: Selective neurocognitive 
impairments in adolescents with major depressive disorder. J Adolesc. 2012; 
35(1): 11–20.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Hilt LM, Armstrong JM, Essex MJ: Rumination and moderators of 
multifinality: Predicting internalizing symptoms and alcohol use during 
adolescence. J Clin Child Adolesc Psychol. 2017; 46(5): 746–753.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Kessler RC, Berglund P, Demler O, et al.: Lifetime prevalence and age-of-
onset distributions of DSM-IV disorders in the national comorbidity survey 
replication. Arch Gen Psychiatry. 2005; 62(6): 593–602.  
PubMed Abstract | Publisher Full Text 

 Kilford EJ, Foulkes L, Potter R, et al.: Affective bias and current, past and 
future adolescent depression: A familial high risk study. J Affect Disord. 2015; 
174: 265–271.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Knoll LJ, Fuhrmann D, Sakhardande AL, et al.: A Window of Opportunity for 

Page 9 of 12

Wellcome Open Research 2022, 7:21 Last updated: 01 MAR 2022

https://doi.org/10.17605/OSF.IO/37YAU
https://doi.org/10.17605/OSF.IO/37YAU
http://creativecommons.org/publicdomain/zero/1.0/
http://creativecommons.org/publicdomain/zero/1.0/
http://dx.doi.org/10.31234/osf.io/m95dh
http://www.ncbi.nlm.nih.gov/pubmed/33190844
http://dx.doi.org/10.1016/j.biopsych.2020.09.012
http://www.ncbi.nlm.nih.gov/pubmed/30927316
http://dx.doi.org/10.1111/desc.12831
http://www.ncbi.nlm.nih.gov/pubmed/32572961
http://dx.doi.org/10.1111/jcpp.13258
http://www.ncbi.nlm.nih.gov/pmc/articles/7611975
http://www.ncbi.nlm.nih.gov/pubmed/22245618
http://dx.doi.org/10.1016/j.tics.2011.12.010
http://www.ncbi.nlm.nih.gov/pmc/articles/3289517
http://www.ncbi.nlm.nih.gov/pubmed/28239214
http://dx.doi.org/10.1007/s10608-016-9795-8
http://www.ncbi.nlm.nih.gov/pmc/articles/5306169
http://www.ncbi.nlm.nih.gov/pubmed/19356209
http://dx.doi.org/10.1111/j.1744-6155.2009.00187.x
http://www.ncbi.nlm.nih.gov/pubmed/27085164
http://dx.doi.org/10.1016/j.jad.2016.03.049
http://www.ncbi.nlm.nih.gov/pmc/articles/4871808
http://www.ncbi.nlm.nih.gov/pubmed/27917000
http://dx.doi.org/10.1111/ajpy.12134
http://www.ncbi.nlm.nih.gov/pmc/articles/5129510
http://dx.doi.org/10.6084/m9.figshare.5047666.v5
http://www.ncbi.nlm.nih.gov/pubmed/31605835
http://dx.doi.org/10.1016/j.jad.2019.09.085
http://www.ncbi.nlm.nih.gov/pubmed/22547297
http://dx.doi.org/10.1002/mpr.343
http://www.ncbi.nlm.nih.gov/pmc/articles/3342041
http://www.ncbi.nlm.nih.gov/pubmed/25534496
http://dx.doi.org/10.1017/S0033291714002888
http://www.ncbi.nlm.nih.gov/pmc/articles/5922255
http://www.ncbi.nlm.nih.gov/pubmed/34717277
http://dx.doi.org/10.1016/j.copsyc.2021.09.012
http://www.ncbi.nlm.nih.gov/pubmed/31579023
http://dx.doi.org/10.2196/14385
http://www.ncbi.nlm.nih.gov/pmc/articles/6915797
http://www.ncbi.nlm.nih.gov/pubmed/29707865
http://dx.doi.org/10.1111/hex.12694
http://www.ncbi.nlm.nih.gov/pmc/articles/6250867
http://www.ncbi.nlm.nih.gov/pubmed/21782233
http://dx.doi.org/10.1016/j.adolescence.2011.06.009
http://www.ncbi.nlm.nih.gov/pmc/articles/4380127
http://www.ncbi.nlm.nih.gov/pubmed/26514293
http://dx.doi.org/10.1080/15374416.2015.1070354
http://www.ncbi.nlm.nih.gov/pmc/articles/4851605
http://www.ncbi.nlm.nih.gov/pubmed/15939837
http://dx.doi.org/10.1001/archpsyc.62.6.593
http://www.ncbi.nlm.nih.gov/pubmed/25527997
http://dx.doi.org/10.1016/j.jad.2014.11.046
http://www.ncbi.nlm.nih.gov/pmc/articles/4351191


Cognitive Training in Adolescence. Psychol Sci. 2016; 27(12): 1620–1631. 
PubMed Abstract | Publisher Full Text | Free Full Text 

 Krause-Utz A, Walther JC, Schweizer S, et al.: Effectiveness of an Emotional 
Working Memory Training in Borderline Personality Disorder: A Proof-of-
Principle Study. Psychother Psychosom. 2020; 89(2): 122–124.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Kroenke K, Spitzer RL, Williams JB: The PHQ-9: validity of a brief depression 
severity measure. J Gen Intern Med. 2001; 16(9): 606–613.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Ladouceur CD, Dahl RE, Williamson DE, et al.: Altered emotional processing in 
pediatric anxiety, depression, and comorbid anxiety-depression. J Abnorm 
Child Psychol. 2005; 33(2): 165–177.  
PubMed Abstract | Publisher Full Text 

 Langner O, Dotsch R, Bijlstra G, et al.: Presentation and validation of the 
Radboud Faces Database. Cognition and Emotion. 2010; 24(8): 1377–1388. 
Publisher Full Text 

 Lumsden J, Edwards EA, Lawrence NS, et al.: Gamification of Cognitive 
Assessment and Cognitive Training: A Systematic Review of Applications 
and Efficacy. JMIR Serious Games. 2016; 4(2): e11.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Ma DS, Correll J, Wittenbrink B: The Chicago face database: A free stimulus 
set of faces and norming data. Behav Res Methods. 2015; 47(4): 1122–1135. 
PubMed Abstract | Publisher Full Text 

 McLaughlin KA, Hatzenbuehler ML, Mennin DS, et al.: Emotion dysregulation 
and adolescent psychopathology: A prospective study. Behav Res Ther. 2011; 
49(9): 544–554.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Menne-Lothmann C, Viechtbauer W, Höhn P, et al.: How to Boost Positive 
Interpretations? A Meta-Analysis of the Effectiveness of Cognitive Bias 
Modification for Interpretation. PLoS One. 2014; 9(6): e100925.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Meuwissen AS, Anderson JE, Zelazo PD: The creation and validation of the 
Developmental Emotional Faces Stimulus Set. Behav Res Methods. 2017; 
49(3): 960–966.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Minihan S, Kwok C, Schweizer S: Social Rejection Sensitivity and its Role in 
Adolescent Mental Health. PsyArXiv. 2021a.  
Publisher Full Text 

 Minihan S, Samimi Z, Schweizer S: The effectiveness of affective compared to 
neutral working memory training in university students with test anxiety. 
Behav Res Ther. 2021b; 147: 103974.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Ochsner KN, Gross JJ: The cognitive control of emotion. Trends Cogn Sci. 2005; 
9(5): 242–249.  
PubMed Abstract | Publisher Full Text 

 Pan DN, Hoid D, Gu RL, et al.: Emotional working memory training reduces 
rumination and alters the EEG microstate in anxious individuals. 
Neuroimage Clin. 2020a; 28: 102488.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Pan DN, Hoid D, Wang XB, et al.: When expanding training from working 
memory to emotional working memory: Not only improving explicit 
emotion regulation but also implicit negative control for anxious 
individuals. Psychol Med. 2020b; 1–10.  
PubMed Abstract | Publisher Full Text 

 Ribanszki R, Fonseca JAS, Barnby JM, et al.: Preferences for Digital 
Smartphone Mental Health Apps Among Adolescents: Qualitative 

Interview Study. JMIR Form Res. 2021; 5(8): e14004.  
PubMed Abstract | Publisher Full Text | Free Full Text

 Sawyer SM, Azzopardi PS, Wickremarathne D, et al.: The age of adolescence. 
Lancet Child Adolesc Health. 2018; 2(3): 223–228.  
PubMed Abstract | Publisher Full Text 

 Schroder HS, Dawood S, Yalch MM, et al.: The Role of Implicit Theories 
in Mental Health Symptoms, Emotion Regulation, and Hypothetical 
Treatment Choices in College Students. Cogn Ther Res. 2015; 39(2): 120–139. 
Publisher Full Text 

 Schweizer S, Gotlib IH, Blakemore SJ: The role of affective control in emotion 
regulation during adolescence. Emotion. 2020a; 20(1): 80–86.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Grahn J, Hampshire A, et al.: Training the emotional brain: 
Improving affective control through emotional working memory training. 
J Neurosci. 2013; 33(12): 5301–5311.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Hampshire A, Dalgleish T: Extending brain-training to the 
affective domain: Increasing cognitive and affective executive control 
through emotional working memory training. PLoS One. 2011; 6(9): e24372. 
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Leung JT, Kievit R, et al.: Protocol for an app-based affective 
control training for adolescents: Proof-of-principle double-blind 
randomized controlled trial [version 2; peer review: 4 approved]. Wellcome 
Open Res. 2019a; 4: 91.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Parker J, Leung JT, et al.: Age-related differences in affective 
control and its association with mental health difficulties. Dev Psychopathol. 
2020b; 32(1): 329–341.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Samimi Z, Hasani J, et al.: Improving cognitive control in 
adolescents with post-traumatic stress disorder (PTSD). Behav Res Ther. 
2017; 93: 88–94.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Schweizer S, Satpute AB, Atzil S, et al.: The impact of affective information 
on working memory: A pair of meta-analytic reviews of behavioral and 
neuroimaging evidence. Psychol Bull. 2019b; 145(6): 566–609.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Spitzer RL, Kroenke K, Williams JB, et al.: A Brief Measure for Assessing 
Generalized Anxiety Disorder: The GAD-7. Arch Intern Med. 2006; 166(10): 
1092–7.  
PubMed Abstract | Publisher Full Text 

 Veloso GC, Ty WEG: The Effects of Emotional Working Memory Training on 
Trait Anxiety. Front Psychol. 2021; 11: 549623.  
PubMed Abstract | Publisher Full Text | Free Full Text 

 Wadley G, Lederman R, Gleeson J, et al.: Participatory design of an online 
therapy for youth mental health. Proceedings of the 25th Australian Computer-
Human Interaction Conference on Augmentation, Application, Innovation, 
Collaboration - OzCHI ’13.2013; 517–526.  
Publisher Full Text 

 Warriner AB, Kuperman V, Brysbaert M: Norms of valence, arousal, and 
dominance for 13,915 English lemmas. Behav Res Methods. 2013; 45(4):  
1191–1207.  
PubMed Abstract | Publisher Full Text 

 Yeager DS, Dahl RE, Dweck CS: Why Interventions to Influence Adolescent 
Behavior Often Fail but Could Succeed. Perspect Psychol Sci. 2018; 13(1): 
101–122.  
PubMed Abstract | Publisher Full Text | Free Full Text 

Page 10 of 12

Wellcome Open Research 2022, 7:21 Last updated: 01 MAR 2022

http://www.ncbi.nlm.nih.gov/pubmed/27815519
http://dx.doi.org/10.1177/0956797616671327
http://www.ncbi.nlm.nih.gov/pmc/articles/5221734
http://www.ncbi.nlm.nih.gov/pubmed/31901902
http://dx.doi.org/10.1159/000504454
http://www.ncbi.nlm.nih.gov/pmc/articles/7949222
http://www.ncbi.nlm.nih.gov/pubmed/11556941
http://dx.doi.org/10.1046/j.1525-1497.2001.016009606.x
http://www.ncbi.nlm.nih.gov/pmc/articles/1495268
http://www.ncbi.nlm.nih.gov/pubmed/15839495
http://dx.doi.org/10.1007/s10802-005-1825-z
http://dx.doi.org/10.1080/02699930903485076
http://www.ncbi.nlm.nih.gov/pubmed/27421244
http://dx.doi.org/10.2196/games.5888
http://www.ncbi.nlm.nih.gov/pmc/articles/4967181
http://www.ncbi.nlm.nih.gov/pubmed/25582810
http://dx.doi.org/10.3758/s13428-014-0532-5
http://www.ncbi.nlm.nih.gov/pubmed/21718967
http://dx.doi.org/10.1016/j.brat.2011.06.003
http://www.ncbi.nlm.nih.gov/pmc/articles/3153591
http://www.ncbi.nlm.nih.gov/pubmed/24968234
http://dx.doi.org/10.1371/journal.pone.0100925
http://www.ncbi.nlm.nih.gov/pmc/articles/4072710
http://www.ncbi.nlm.nih.gov/pubmed/27325165
http://dx.doi.org/10.3758/s13428-016-0756-7
http://www.ncbi.nlm.nih.gov/pmc/articles/5173446
http://dx.doi.org/10.31234/osf.io/s3hr6
http://www.ncbi.nlm.nih.gov/pubmed/34624665
http://dx.doi.org/10.1016/j.brat.2021.103974
http://www.ncbi.nlm.nih.gov/pmc/articles/7611905
http://www.ncbi.nlm.nih.gov/pubmed/15866151
http://dx.doi.org/10.1016/j.tics.2005.03.010
http://www.ncbi.nlm.nih.gov/pubmed/33395979
http://dx.doi.org/10.1016/j.nicl.2020.102488
http://www.ncbi.nlm.nih.gov/pmc/articles/7689328
http://www.ncbi.nlm.nih.gov/pubmed/32600499
http://dx.doi.org/10.1017/S0033291720002275
http://www.ncbi.nlm.nih.gov/pubmed/34128814
http://dx.doi.org/10.2196/14004
http://www.ncbi.nlm.nih.gov/pmc/articles/8433947
http://www.ncbi.nlm.nih.gov/pubmed/30169257
http://dx.doi.org/10.1016/S2352-4642(18)30022-1
http://dx.doi.org/10.1007/s10608-014-9652-6
http://www.ncbi.nlm.nih.gov/pubmed/31961183
http://dx.doi.org/10.1037/emo0000695
http://www.ncbi.nlm.nih.gov/pmc/articles/6975522
http://www.ncbi.nlm.nih.gov/pubmed/23516294
http://dx.doi.org/10.1523/JNEUROSCI.2593-12.2013
http://www.ncbi.nlm.nih.gov/pmc/articles/6704999
http://www.ncbi.nlm.nih.gov/pubmed/21949712
http://dx.doi.org/10.1371/journal.pone.0024372
http://www.ncbi.nlm.nih.gov/pmc/articles/3176229
http://www.ncbi.nlm.nih.gov/pubmed/31289755
http://dx.doi.org/10.12688/wellcomeopenres.15229.2
http://www.ncbi.nlm.nih.gov/pmc/articles/6600858
http://www.ncbi.nlm.nih.gov/pubmed/30907719
http://dx.doi.org/10.1017/S0954579419000099
http://www.ncbi.nlm.nih.gov/pmc/articles/6982534
http://www.ncbi.nlm.nih.gov/pubmed/28391116
http://dx.doi.org/10.1016/j.brat.2017.03.017
http://www.ncbi.nlm.nih.gov/pmc/articles/5408907
http://www.ncbi.nlm.nih.gov/pubmed/31021136
http://dx.doi.org/10.1037/bul0000193
http://www.ncbi.nlm.nih.gov/pmc/articles/6526745
http://www.ncbi.nlm.nih.gov/pubmed/16717171
http://dx.doi.org/10.1001/archinte.166.10.1092
http://www.ncbi.nlm.nih.gov/pubmed/33519576
http://dx.doi.org/10.3389/fpsyg.2020.549623
http://www.ncbi.nlm.nih.gov/pmc/articles/7838065
http://dx.doi.org/10.1145/2541016.2541030
http://www.ncbi.nlm.nih.gov/pubmed/23404613
http://dx.doi.org/10.3758/s13428-012-0314-x
http://www.ncbi.nlm.nih.gov/pubmed/29232535
http://dx.doi.org/10.1177/1745691617722620
http://www.ncbi.nlm.nih.gov/pmc/articles/5758430


Open Peer Review
Current Peer Review Status:  

Version 1

Reviewer Report 01 March 2022

https://doi.org/10.21956/wellcomeopenres.19286.r48217

© 2022 Derakhshan N. This is an open access peer review report distributed under the terms of the Creative 
Commons Attribution License, which permits unrestricted use, distribution, and reproduction in any medium, 
provided the original work is properly cited.

Nazanin Derakhshan   
Department of Psychological Sciences, The BRiC Centre (Birkbeck Centre for Building Resilience in 
Breast Cancer), Birkbeck University of London, London, UK 

The current proposal attempts on a study to investigate the efficacy of a developing app, the social 
brain train app, for improving mental health in younger adolescents. The idea is that affective 
control, a variable shown to predict better emotion regulation and flexibility, will be targeted 
through a training programme, namely the affective dual n-back training programme for which 
there is considerable supportive evidence. Measures of working memory capacity and interpretive 
bias which have shown to influence and be influenced by affective control will also be taken. The 
authors are international experts in this field and are highly suited to design and deliver the app.  
 
The authors describe a pilot study followed by the main study that also includes interviews and 
extensive feedback from participants for the final app design. Pre and post measures will be taken 
before and after the intervention training period. 
 
The authors make a good case for their study and it is likely that the introduction of this app will 
extend far and wide with prosperous and fruitful results. The authors are targeting the right age 
range and their study design manipulations are driven by sound findings from previous including 
their own work. A lot of thought and intellect has gone behind this proposal and you can see this 
from the rigorous approach by the authors. I highly recommend this proposal and I am fully 
supportive of it. 
 
The authors need to take the following considerations in mind. These are suggestions for 
improvement only. 
 
First, the brain points system sounds really good, however, I am slightly concerned that 
participants will receive points only when they select they select the positive resolution to the 
ambiguous social interaction scenarios. Is this realistic? In a sample of this age, social interactions 
are not always followed by positive outcomes, and in situations when there is a real worry 
involving harm or danger is it adaptive to encourage positive resolutions? Would there not be a 
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risk in misleading individuals? 
 
Second, would you expect different reactions/results from the adult and child faces in the training 
intervention? Would participants find the younger faces more relevant and/ or avoidant of the 
older faces?  
 
Third, I am really impressed with the option of 'unlocking a brain and mental health fact' - this is 
so educational and can make the value of the app more interesting to participants and the brain 
stations too can really motivate participants to do well and to engage more with the app.  
 
Fourth, would it be a good idea to complete online questionnaires after an elapsed time too? 
Some of the desired outcome changes may need time to consolidate and thus be measurable so 
immediate effects may not appear.  
 
Finally, it may be a good idea to assess moderators of training related transfer effects to 
understand what baseline characteristics can enhance or reduce training efficacy. This might be 
relevant when you are targeting particularly vulnerable adolescents who are already affected by 
anxiety and depression.
 
Is the rationale for, and objectives of, the study clearly described?
Yes

Is the study design appropriate for the research question?
Yes

Are sufficient details of the methods provided to allow replication by others?
Yes

Are the datasets clearly presented in a useable and accessible format?
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