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The Eda app

• Emotion regulation app for children

• Co-design and development

• Implementation and evaluation



Design and Development



Psychology Technology

Where we meet…







Logic model

Age 10 – 12 years

End of primary school 

Needs emotion 
regulation support

Internalizing problems

Externalizing problems

Prevent onset of mental 
health difficulties

Accessible, universal or 
targeted, preventative 

In the moment 
support

Relaxation & 
mindfulness

Psychoeducation

Helps to identify emotions 
and adaptive strategies

Games and interactive 
agent

Learn & practice emotion 
regulation strategies

In-the-moment support

Exercises to calm down

Recognize “bursting point” 

Emotional awareness, 
understanding & knowledge

positive affect and shift 
attention bias towards 
positive

Pre-post change

Improved mental health 

Improved emotion-
regulation

Engagement & interaction

Improved social & 
academic skills

Relieve stress

App functionality Teacher engagement Understanding of the 
activities and purpose

Assessment 
tools 

ImplementationChildren’s engagementDevice availability
Usability & 
acceptability

OUTCOMES

What difference will it 
make?

TARGET

Who is the intervention 
for?

CHANGE MECHANISMS

How and why does 

your intervention work?

INTERVENTION

What is the intervention?

MODERATORS        

Factors that 

influence

change process



What? DO’s DON’Ts

Accessible Across devices, financially, make it 
available offline

advertisement, in-app purchases, 
wifi/data needed

Engagement Interactive, community, updates, tracking, 
games, give feedback

push notifications, dead website 

Design Customizable, age appropriate (incl. 
language, style), intuitive 

childish, clunky, copy others 

Data/Technology Cloud, control your own data, security too much data required, no control over 
data collected, crashes, too slow

Mental health Teach and encourage skills
Community

Information only

Modules Relax (music, mindfulness, painting), 

distract (games)
Information only

Other Sign-posting: Where can I get help?
Suggest activities
Editable 

Young 
voices



Eda app 
examples



Eda app 
examples



Evaluation 



Exploratory trial in UK primary schools

• 4 UK primary schools (N=145)

• 12 weeks

• Class room observations

• Interviews 

• Questionnaires



Findings & Learnings

I couldn’t find 

the app!

more songs and 

exercises to 

choose from & 

exercises to 

activate children!

Eda told them 

about strategies & 

gave them a 

chance to 

practice!



App development 
• Get user insights
• UX design as important as content
• Implementation context important
• Meet - Tweak - Repeat

Implementation
• Be flexible: Every teacher is busy and works in a different way
• Implement before you implement 
• Stay in touch with the teachers
• Most web-pages/apps need school approval 
• Schools work from a range of devices

Findings & Learnings



Engagement & 
Implementation 
& Sustainability

Recent estimates suggest 
approximately 10,000 to 22,750 

mental health apps exist 

Worldwide, the top 3 mood 
tracking apps are responsible for 

79% of active users

Majority of downloaded apps not 
used after 2 weeks



Taxonomy of implementation outcomes

Co-production  

(user involvement 
development/evaluation)

Acceptability
(satisfaction with a 

technology)

Adoption 

(technology uptake 
and utilization) 

Appropriateness 

(fitness for purpose)     

Cost 

(financial impact of 
technology 

implementation)

Engagement 

(attendance, 
adherence and 

dropout). 

Feasibility

extent to which technology 
successfully used

Fidelity 

(implementation as 
intended)

Penetration 

(spread or “reach” of 
the technology)

Sustainability 
(maintenance or 

integration)



Key questions from audience

• Are mental health apps effective?

• Where is the untapped potential? 

• What solutions are there to tackle 
existing challenges?
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Research and Presenters

Please contact the presenters if you have any questions or would like to 

talk with them about their work:
Dr Bettina Moltrecht

Email: b.moltrecht@ucl.ac.uk

Twitter: @bmoltrecht

Dr Holly Bear 

Email: holly.bear@psych.ox.ac.uk

Twitter: @DrHollyBear 
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Thank you…

• Animator : Mair Perkins (//mairperkins.co.uk/)

• App developer: Chris Quinn

• Schools, teachers, parents, children

• Anna Freud National Centre (www.annafreud.org)

• National Children’s Bureau

• University College London

• EU Horizon 2020 & Marie Sklodowska Curie 


