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Background

Three serious games have been developed by Istituto

Superiore di Sanità and revised by three focus groups of

collaborating middle school students. Serious games are

traditionally designed to educate, train, or change behaviour

as they entertain players. They may make learning more

meaningful, engaging, and challenging than traditional

teaching by using the interactive, visual, and immersive

characteristics available in video games. They may help

children and adults alike to develop simpler solutions and

become more creative in solving problems. For these

reasons they seem attractive and are being explored for

their potential use in the prevention of mental disorders and

problematic behaviours.

On-going delivery phase

Twelve/thirteen years old students attending 20 classrooms

at 10 middle schools located in Rome, Milan, Ancona, Trento

and Campobasso volunteered to participate in the program.

The program is now taking place over the current school

year.

Conclusion

This program could prevent unfavourable outcomes of inability to manage Internet and social networks, which in turn could also lead

to a reduction in the onset of problematic use of Internet in adolescence and ultimately in the costs of the National Health System for

mental disorders.

Over the last decade, the widespread use of technological devices (smartphones, tablets, PCs) and the increasing number of hyper

connected young people has led several scholars to evaluate the negative consequences deriving from Internet abuse and to

identify the risk factors. Educational activities that use Internet for organizing learning digital activities, such as collaborative games,

role plays and serious games can be particularly useful, for example to improve emotional and social skills, and decision making.

The Authors have developed a school-based mental health promotion digital program to prevent Internet problematic use.

The program has been realized in the framework of a project achieved with the technical and financial support of the Ministry of

Health – CCM Direzione Generale della Prevenzione Sanitaria, allocated from March 2019 to June 2022.

The Program

It aims to prevent at risk behaviours related to Internet

problematic use by strengthening some protective factors,

among students attending middle school (12-13 years old). It

is based on informative material for parents; training and

didactic material for teachers; interactive educational

serious games for enabling students to cope satisfactorily

with stress in their life by promoting social competence, self-

efficacy and assertiveness.

Structure of the program

It extends over 6-8 sessions (each from 60 to 90 minutes),

which may take place in the classroom every week. Sessions

are guided by a facilitator (teacher) who only clarifies doubts

and coordinates small group exercises. A brief 3-hour training

for facilitator is required.


