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Upcoming Board of Education Meeting Dates 2023 
 
  
October 4 5:00 PM Finance Committee Meeting 
  Superintendent Conference Room 
  501 Kings Hwy East 
 
 
October 10 7:30 PM Regular Meeting 
  CO Board Room 
  501 Kings Hwy East 
  
 
October 16 5:00 PM Policy Committee Meeting 
  Superintendent Conference Room 
  501 Kings Hwy East  
 
 
October 18 2:30 PM Facilities Committee Meeting 
  Superintendent Conference Room 
  501 Kings Hwy East 
 
 
October 24 7:30 PM Regular Meeting 
  CO Board Room 
  501 Kings Hwy East 
 
 
November 1 5:00 PM Finance Committee Meeting 
  Superintendent Conference Room 
  501 Kings Hwy East 
 
 
 
 
Town Meeting:   
BoF Capital Planning Workshop 
October 19, 2023 
7:00 PM, Fire Training School 

MEETING 
  DATES 



501 Kings Highway East     Suite 210     Fairfield, CT 06825     (203) 255-8371 

 

Board of Education Finance Committee 
Regular Meeting Agenda 

Wednesday, October 4, 2023 
5:00 PM 

Superintendent Conference Room, 501 Kings Highway East 
To listen via your phone, call 408-418-9388, and use Meeting Number (access code): 234 677 64178 
Please Note:  
 If you call in, you will not be heard by the board members. 
 Public Comment is in-person or via email to publiccomment@fairfieldschools.org; there is no live 

call-in option for public comment. 
 The meeting will also be streamed (audio only) on the FPS YouTube Channel. 
 

1. Call to Order of the meeting of the Finance Committee and roll call  

2. Approval of minutes from September 6, 2023 meeting  

3. Business/discussion items  

a. District financial update, including impacts on policies about enrollment-based changes 
to elementary sections 

b. Discussion on quantifying net financial benefit from in-housing certain special 
programming 

c. Discussion on controls for facility rentals and athletic equipment use 
d. Considerations about changes to preschool tuition and adding full-day preschool 

4. Superintendent’s report  

5. Open committee and public comment  

6. Adjournment 



785 Unquowa Road    Fairfield, CT 06824     (203) 255-7201 

 
 

  
Dr. Greg Hatzis 
Head Principal 
Fairfield Ludlowe High School   

 
 

September 29, 2023  
Memorandum to the Board of Education 
 
 
We bring this study from the PLAY2Prevent Lab at the Yale Center for Health & Learning 
Games forward to the Board of Education for their consideration as a first read of a student 
survey.  The district has partnered with the PLAY2Prevent lab previously through our Health 
Department's use of their materials regarding smoking cessation.  This program focuses on the 
prevention of opioid misuse. It is in line with our Health curriculum and would provide an age-
relevant approach to share important information with our students.  The survey portion is so the 
Lab can collect data as part of its research to report to the National Institutes of Health (NIH), the 
primary funder of the grant allowing for the program's development.   
 
 
 
Attachment 

F A I R F I E L D  P U B L I C  S C H O O L S   
 



Prepared by: Alana Metcalf 

YALE VIDEOGAME PROJECT 
INTRODUCTION FOR 

FAIRFIELD LUDLOWE HIGH 
SCHOOL 

The play2Prevent Lab at the Yale 
School of Medicine 
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Packet Introduction 

The play2PREVENT Lab has a wealth of experience creating and testing evidence-based 

videogames that aim to prevent adolescents from engaging in health risk behaviors. Currently, 

the play2PREVENT Lab is testing the efficacy of our newest videogame intervention, 

PlaySmart, that aims to increase support seeking behaviors and prevent the initiation of opioid 

misuse. We are working with schools around the state to recruit and enroll students to participate 

in this study. These schools include Stamford High School, Westhill High School, Academy of 

Information Technology and Engineering, New London High School, Fitch High School, CT 

River Academy, Coginchaug High School, West Haven High School, and Hamden High School. 

At these schools, we identify a site champion and other site partners (school staff or school 

health staff) that support us in executing the project. We have site partners and the site champion 

sign a Letter of Agreement outlining each parties’ responsibility and the stipend provided to the 

school. While working in schools, we recruit students during lunch waves and with the assistance 

of school staff. To recruit and eventually enroll a student, we provide them with an opt-out to 

give to their parents, and they fill out a Qualtrics survey to provide their contact information. The 

opt-out is provided because the screener contains sensitive questions about depression, anxiety, 

and substance misuse. The student takes home the opt-out and shows their parents. If the student 

does not return the opt-out signed by their parents indicating their parents approve of them being 

screened and confirms the parents have okayed their participation in the project, the student can 

move onto the screening process. The screener (included in this packet) contains questions from 

the Generalized Anxiety Disorder 2-item form (assessing anxiety symptoms in last 3 months), 

the Patient Health Questionnaire 2-item form (assessing depressive symptoms in last 3 months), 

and several questions about lifetime substance misuse. A student is eligible if they are 16-19 and 

report some other non-opioid substance misuse and/or symptoms of depression and/or anxiety. 

Any student who reports opioid misuse is automatically ineligible since the intervention is 

designed to prevent the initiation of opioid misuse. If ineligible, the participant is sent home with 

a packet of mental health and school-based resources. If eligible, the participant is explained the 

project once again and given a parental consent form to take home and get signed. The student is 

followed up with via text from the study staff’s work phone. Students can enroll once they have 

parental consent and provide adolescent assent. From there, they answer their first set of 

questions on REDCap P11, a Food and Drug Administration compliant database. They then 

complete the intervention, which is either PlaySmart or a set of control games over the course of 

a few weeks, accumulating up to 300 minutes of gameplay time. Once this portion of the project 

is complete, they move onto the follow-up assessments at 6-weeks, 3-months, 6-months, 12-

months. Each time they complete an assessment they receive an Amazon gift cards, totaling 

$225. The study staff is primarily responsible for conducting the assessments at these follow-up 

periods, as they cannot always be done within the school year (e.g. holiday or summer break).  

By partnering with us, you will help us recruit our target sample size of 532 students 

while providing an evidence-based resource to all students in your school randomized to 

PlaySmart. The information and materials enclosed in this packet provide more information on 

each step in this process.  

We appreciate the opportunity to potentially partner with Ludlowe High School and can 

happily provide any additional materials or information needed. Thank you for your time!  
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Parent Brochure 

Parent brochures are distributed to any parent, stakeholder, potential site partner, school-
based health center personnel, or any adult that is interested in our project and would like 
more information. The brochure contains information about what our lab does and goes 
into detail about what the study involves. 
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Parent Opt-out Form 

The parent opt-out form is given to students interested in our project. The 
play2PREVENT team distributes this form during a school visit once a student has shown 
interest by filling out a form. This opt-out form allows the student's parent/guardian to 
give consent before we screen them, due to sensitive nature of our screening questions. 
By signing the form, parents indicate that they do not want their child to participate. 
We securely store all signed forms in a file cabinet at our lab. 

Parent “Opt-Out” Form to Exclude Teen from Research Project Screening 

YALE UNIVERSITY SCHOOL OF MEDICINE 

 

 

Project Title: A digital intervention to prevent the initiation of opioid misuse in adolescents in school-based 

health centers (Randomized Controlled Trial- Screening) 

Principal Investigator: Lynn E. Fiellin, MD 

Funding Source: Department of Health and Human Services (National Institute on Drug Abuse)  

Date:  

Dear Parents, 

We are writing to inform you about an exciting opportunity taking place at our school.  We have partnered with 

the play2PREVENT Lab at Yale University (who develops videogame interventions to target health outcomes 

in children and teens), to test their newest videogame focused on health promotion in teens. The goal of this 

project is to help researchers learn how a videogame can be used to teach teens about making healthy decisions 

about things such as their mental health and substance use. Students who participate in the project could have 

the opportunity to play an original game that promotes healthy behaviors and assists them with making positive 

decisions.  

To determine their eligibility to participate in the project, your teen will answer seven questions related to their 

thoughts and behaviors on certain health topics. Students will complete this assessment on a provided iPad in 

our School-Based Health Center (SBHC). If they are found eligible to participate in the project, we will send 

home an electronic or hard-copy parent/guardian permission form that will need to be returned to the SBHC to 

officially enroll them in the research project.   

During the screening process, your teen’s privacy will be protected. However, if there are mental health or 

substance use concerns that are revealed during the screening, we at the school-based health center will 

communicate these concerns with you as the parent/guardian. Screening question answers will be stored in a 

secure database accessible only to certified research staff.  

We would like all eligible students to take part in this research project. However, the screening process that is 

needed to determine eligibility is voluntary. If you do not want your teen to take part in this opportunity, 

please fill out the information below and turn it into the school-based health center within 3 days and 

your teen will not be screened for this project. Declining to have your teen participate in the screening will 

not affect your teen’s relationship with their SBHC or school. If you have any questions about the screening 

process or research project, please contact your SBHC at              . Should you need further assistance after 

speaking with your SBHC, please contact Tyra Pendergrass Boomer at (203) 737-6101 or 

tyra.pendergrass@yale.edu. 

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Teen’s name (please print)          Grade 

I have read this form and do not grant permission for my teen to be screened for eligibility for the videogame 

research project.  

No – My teen may NOT be screened for the research project.  

Parent/Guardian Signature   Date 

PLEASE NOTE:  This form only needs to be returned if you do NOT want 

your teen to participate. Only parents/guardians with teens under the age of 

18 need to return this form.  
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Screening Tool 

The screening tool is used to determine a student’s eligibility for our study. Based on our 
criteria, a student is eligible if 1) they are 16-19 2) they are at slight risk for anxiety OR 
depression OR drug & alcohol use 3) they have NEVER misused opioids  

PLEASE CONTINUE TO THE NEXT PAGE 

1 

Video Game Project Eligibility Screening Tool 

Instructions: Please record your responses to these questions on the separate Answer Key 
sheet you were provided. DO NOT RECORD YOUR ANSWERS ON THIS PAGE. Your responses 
will be kept private and confidential.  

Section A 

1. Today’s Date (MM/DD/YYYY) 

2. First Name 

3. Last Name 

4. How old are you? (Age in years) 

5. If you are found to be ineligible for the Video Game Study, would you be interested in 
being contacted for another project by the Video Lab? 

• Yes (Please record as “Y” on answer key) 

• No (Please record as “N” on answer key) 

6. Cell phone number ((XXX)-XXX-XXXX)

7. Are you enrolled in your school’s school-based health center? 

• Yes (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 

8. What is your date of birth? (MM/DD/YYYY) 
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PLEASE CONTINUE TO THE NEXT PAGE 

2 

Section B 

1. Over the last 3 months, how often have you been bothered by the following
problems?

1A) Little interest or pleasure in doing things.
A. Not at all
B. Several days
C. More than half the days
D. Nearly every day

1B) Feeling down, depressed, or hopeless. 
A. Not at all
B. Several days
C. More than half the days
D. Nearly every day

2. Over the last 3 months, how often have you been bothered by the following
problems?

2A) Feeling nervous, anxious or on edge.
A. Not at all
B. Several days
C. More than half the days
D. Nearly every day

2B) Not being able to stop or control worrying. 
A. Not at all
B. Several days
C. More than half the days
D. Nearly every day

3. During the PAST 30 DAYS, did you do any of the following…

3A) Drink more than a few sips of beer, wine, or any drink containing alcohol?

• Yes (Please record as “Y” on answer key) 

• No (Please record as “N” on answer key) 

3B) Use any marijuana (cannabis, weed, oil, wax, or hash by smoking, vaping, dabbing, 
or in edibles) or "synthetic marijuana" (like "K2," "Spice")? 

• Yes  (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 
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END OF SURVEY 

3 

 
3C) Use anything else to get high (like other illegal drugs, pills, prescription or over-the 

counter medications, and things that you sniff, huff, vape or inject)? 
• Yes  (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 

•  
3D) Use a vaping device* containing nicotine and/or flavors, or use any tobacco 

products? 
• Yes  (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 
 

 

 
Opioids are a group of drugs that includes both prescription pain medications and illegal 
drugs like heroin. Examples of prescription opioids include: oxycodone (OxyContin, 
Percocet), hydrocodone (Vicodin), codeine, morphine, and methadone. 
 
Opioid misuse means taking opioids in a way or dose not prescribed, taking another 
person's prescription opioids, taking opioids in order to "get high," or taking to prevent 
withdrawal symptoms. 
 
**This does not include the use of opioids for the treatment of something painful, as 
prescribed by a medical provider. 
 

 
 

4. Have you ever IN YOUR LIFE misused opioids? 

• Yes  (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 
 

5. Are you willing to sit for 60 minutes per session (for up to 6 sessions/each) to play a 
videogame? 

• Yes  (Please record as “Y” on answer key) 

• No  (Please record as “N” on answer key) 
 

 
 
 
 

Thank you for your interest in our project and your time for completing this survey.  
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Screening Key 

The screening key is given to students along with the screening tool for them to write down 
their answers to the questions found on the screening tool. The screening key is formatted so 
that if anyone else were to accidentally glance at the form while passing by their answers 
would be ambiguous. Screening keys are looked over by a study staff member and initialed at 
the top. They are then taken back to the lab and safely stored in a manila envelope in a file 
cabinet. 

PLEASE CONTINUE TO THE NEXT PAGE 

Video Game Project Eligibility Screening Answer Key  

Instructions: Please record your responses to the questions on the screening tool on THIS 
sheet only. Your responses will be kept private and confidential.  

Section A 

1. _______\_________\__________

2. ____________________________

3. ____________________________

4. ________

5. ________

6. (__________) - ___________ - ___________

7. ________

8. _______\_________\__________
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PLEASE CONTINUE TO THE NEXT PAGE 

Section B 
 

 
 
 
1A. ___________ 
 
 
 
 
 
1B. ___________ 
 
 
 
 
 
 
 

 
2A. ___________ 
 
 
 
 
 
2B. ___________ 
 
 
 
 
 
 
 

 
3A. ___________ 
 
 
 
3B. ___________ 
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3C. ___________ 

3D. ___________ 

4. ___________

5. ___________

Thank you for your interest in our project and your time for completing this survey.  
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Gameplay Timeline 

The gameplay timeline is attached to each consent packet that is given to students once they 
have screened eligible. The timeline provides an overview of what the project would look like 
and when participants can expect to receive each gift card.  
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Parental Consent Packet (for eligible student to bring home and have 
signed) 

Once a student screens eligible, a study staff member will hand them a parental consent packet 
to take home. The packet must be signed by a parent/guardian and returned to study staff. 
Once collected, the packet is brought back to the lab where a study staff member will 
determine the legitimacy of the parent/guardian’s signature. If any forgery has occurred, the 
appropriate protocols will be followed.  
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importance of this problem to the health and future of our youth, it is very important to develop ways to prevent 

the initiation or start of opioid misuse in youth. Videogames as interventions have the advantage of meeting 

adolescents “where they are,” while also being engaging and delivering important information. The purpose of 

this study is to develop and test an original videogame developed by the play2PREVENT Lab that aims to teach 

teens about making positive decisions around risky behaviors including around misuse of drugs such as opioids.

Invitation to Participate and Description of Project

You are being invited to participate in a research study to help our research team learn more about what 

types of things should be included in a videogame in order to help teens make good decisions while they are 

playing the videogame and in real life. The study will focus on promoting healthy behaviors in adolescence and 

on providing strategies to assist adolescents in making decisions about the many challenges they face including 

those related to opioid misuse.

To help you decide whether or not you want to participate in this research study, you should know if 

there are any risks and benefits to participating. This form gives you detailed information about the research 

study, which a member of the research team will discuss with you. We will go over all aspects of this research: 

its purpose, what will happen during the pilot testing, any risks, and possible benefits. Once you understand the 

study, you will be asked if want to participate. If so, you will be asked to sign this form.

Description of Procedures

The purpose of this study is to learn more about how playing a videogame might help teens make good 

decisions while they are playing the videogame and in real life. 

In order to participate in this study, you must 1) be between the ages of 16 and 19; 2) be willing to sit 

with a device (e.g., computer, iPad, etc.) and play a videogame for 60 minutes during or after school, one to two 

times per week, for 6 weeks (six sessions total); 3) complete assessment questions (that take approximately 20-

30 mins to complete) at different time points associated with the study (baseline, post-gameplay (6 weeks), 3 

months, 6 months and 12 months); 4) preferably attend a school with a school-based health center and 

preferably be enrolled in your school’s school-based health center and 5) have the consent of your parent or 

legal guardian to participate if you are under 18 years of age.

You will play a game that is designed to be fun and engaging. Your participation in this research study 

will be voluntary and confidential.

You will be asked to play a videogame as well as complete several assessments (questionnaires) before 

and after playing the videogame. The goal of the assessments is to collect data about your behaviors (what you 

do) and perceptions (what you think) about opioids, your knowledge of opioids, attitudes and other basic 

questions about yourself. You may also be asked to answer a few more questions about your experience with 

the game that will be audiotaped. You may choose not to be audiotaped and still participate in the study. The 

goal of these questions is to learn whether you thought playing the game was fun, boring, or interesting, and 

what you would change about the game, the characters, and the storylines to make it better.

The study will require approximately 6 sessions (1hour each) over the course of approximately 6 weeks 

and 3 additional follow up meetings with the study team to complete questionnaires. If you decide that you will 

participate, here is what will happen: During the first meeting, you will be asked to sign this form and complete 

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023



15 

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023Page 3 of 8 Version # or date: inserf e

assessment questions that will take approximately 20-30 minutes and will be conducted confidentially (your 

answers will be kept private) in a secured, private location. You will be assigned a study number, so that your 

answers will be kept confidential. The assessment questions will be supervised by a member of the research 

team and will be available to help if needed. After completing the initial assessment questions, you will then 

begin the gameplay portion of the project, where you will play the videogame one to two times per week for 60 

minutes for 6 weeks in a secured, private location. A member of the research team will be available for help if 

needed at all times.

After the 6 weeks, you will be asked to complete additional assessment questions that will take 
approximately 20-30 minutes to complete. The assessment questions will ask about your gameplay experience, 

knowledge you might have gained from playing the game, as well as about your beliefs and attitudes towards 

opioid misuse.  During the same time, you may be asked to participate in an interview about their experience 

playing the game that will be audio recorded. The goal of these questions is to learn whether you thought playing 

the game was fun, boring, or interesting, and what you would change about the game, the characters, and the 

storylines to make it better. Questions such as: What did you think the goal of the game was? Your favorite and 
least favorite moment in the game? Was the game fun? will be asked. You can decline to be audio recorded and 

still participate in the study.

You will also be asked to complete follow-up assessment questions 3 months, 6 months and 12 months 

after the beginning of the study that will take approximately 20-30 minutes to complete.

Schedule of Assessments

Assessment Baseline Post-

gameplay

Month 

3

Month 

6

Month 

12

Demographic, substance use and mental 

health 

X

Perception of Harm Scale X X X X X

Intentions to Misuse Opioids X X X X X

Self-efficacy to refuse drug use X X X X X

Substance use behaviors (includes 

prescription and illicit drugs, tobacco, 

alcohol) lifetime and in past 30 days

X X X X X

Attitudes toward misuse and its risks X X X X X

Knowledge about opioid misuse and its 

risks

X X X X X

Perceived norms as they relate to opioid 

misuse

X X X X X

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023
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Decision-making skills X X X X X

Gameplay experience surveys and 

qualitative interviews from adolescent 

participants who played the game

X

In-game data X

Your participation in this research study will be voluntary and confidential.

Risks and Inconveniences

There are no known risks of physical or psychological injury or inconveniences associated with this 

research project. If you become very tired or uncomfortable, one of the researchers will ask you if you would 

like a break or discontinue participation in the videogame play or completion of assessments at that time and 

resume it at an acceptable time for you.

However, there is a slight risk regarding the confidentiality of your participation in this study, if 

information about you becomes known to persons outside this study.  The researchers are required to keep your 

study information confidential; however, so the risk of breach of confidentiality is very low.

Benefits

You may benefit directly from the study as the purpose of the study is to increase perception of risk of 

harm from initiating the misuse of opioids, decrease actual misuse of opioids, as well as improve decision 

making and knowledge to optimize abilities to negotiate around risky behaviors. The study may help the 

researchers find out something that will help other teens later.

Economic Considerations

You will receive a gift card for completing each assessment. You will receive a $55 gift card for 

completing the assessment at baseline, a $35 gift card for the assessment completed right after gameplay (6 

weeks) and $45 gift cards for completing 3-, 6- and 12-month follow-up assessments. You may have the 

opportunity to receive an additional recorded interview about your experience playing the game.The total 

possible compensation for this study is $225-$235 per participant. Taxes are not withheld from your payments. 

You may be responsible for paying state, federal, or other taxes for the payments you receive for being in this 

study.  

Confidentiality and Privacy

If you decide to take part in this research study, all of the information that you give us, at all points in 

the study is confidential and available only to the people actually working in the study. Your name will not 

appear on any study materials. A study number will be used to identify such materials. The link between 

participant’s identity and the study number is confidential and will be kept separate from all study data. 

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023
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The specific information about your health that we will collect, use, and share includes:

• Your Name, telephone number, email address

• Research study records

• The entire research record held by the Yale School of Medicine created from 09/01/2021 to

12/31/2024.

• Records about phone calls made as part of this research

• Records about your study visits

• Information obtained during this research regarding

▪ Field notes and questionnaires

▪ Records about the study device

Investigator Interest

Dr. Lynn Fiellin is the Principal Investigator for this study and is a Founder and on the Board of Directors of a 

new Yale company that will help to distribute game products such as the one developed and evaluated in the 

research project in which your child will be participating in order to help get the game intervention to teens who 

may benefit from it. There are no plans to provide financial compensation to any participants in the study or 

their families beyond the compensation your child will be receiving as part of the study. Dr. Fiellin and Yale 

University have a potential financial interest in this process.  You may speak with Dr. Fiellin at any time should 

you have questions regarding institutional or investigator interests.

Intellectual Property/Patent Interests

Dr. Lynn Fiellin, principal investigator, Dr. Claudia-Santi Fernandes and Mrs. Tyra Pendergrass Boomer for 

this study, are named as co-inventors on a patent application covering PlaySmart, which is being tested in this 

protocol.  They may have a potential financial interest in this research if it leads to the development of products 

that will be commercialized.  If this happens, there is no plan to share any financial gain with you. You may 

speak with Dr. Lynn Fiellin, Dr. Claudia-Santi Fernandes or Mrs. Tyra Pendergrass Boomer at any time should 

you have questions regarding these investigator interests.

Voluntary Participation and Withdrawal

Participating in this study is voluntary, which means you are free to choose not take part in this study. 

Refusing to participate will involve no penalty or loss of benefits to which you are otherwise entitled (such as 

health care outside the study, the payment for health care, and health care benefits). However, you will not be 

able to enroll in this research study and will not receive study procedures as a study participant if you do not 

allow use of your information as part of this study. 

Withdrawing, meaning you no longer want to be in this study, will involve no penalty or loss of benefits 

to which you are otherwise entitled. If you decide to quit the study, all you have to do is tell the person in 

charge. This will not harm your relationship with your doctors or with Yale-New Haven Hospital. The study 

investigators may remove you from the study if they believe that is in your best interests. You do not give up 

any of your legal rights by signing this form.

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023
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Questions

We have used some technical terms in this form. Please feel free to ask about anything you don't 
understand and to consider this research and the permission form carefully – as long as you feel is necessary – 

before you make a decision.

Authorization and Permission

I have read (or someone has read to me) this form and have decided to participate in the project described 

above. Its general purposes, the particulars of my involvement and possible hazards and inconveniences have 

been explained to my satisfaction. My signature also indicates that I may request a copy of this permission form.

By signing this form, I give permission to the researchers to use [and give out] information about me for 

the purposes described in this form.  By refusing to give permission, I understand that I will not be able to be in 

this research. 

_____ (Check here.) Participant gave permission for audiotaping in an interview about gameplay experience.

Name of Participant: ____________________________________                          

Participant Signature: ___________________________       

Participant Telephone Number:___________________ 

Participant Email Address:_______________________

Date: ___________________________________                       

FOR YALE UNIVERSITY ONLY

__________________________________                                    _______________________________

Signature of Person Obtaining Permission                                     Date

If you have further questions about this project or if you have a research-related problem, you may contact 

Mrs. Tyra Pendergrass Boomer at tyra.pendergrass@yale.edu.

If after you have signed this form you have any questions about your privacy rights, please contact the Yale 

Privacy Officer at (203) 432-5919.

If you would like to talk with someone other than the researchers to discuss problems, concerns, and 

questions you may have concerning this research, or to discuss your rights as a research subject, you may 

contact the Yale Human Investigation Committee at (203) 785-4688.

APPROVED BY THE YALE UNIVERSITY IRB 2/17/2023
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Supplementary Resource Packet (given to ineligible students) 

The supplementary resource packet below is given to students after they are screened 
ineligible. This resource packet provides information regarding mental health, opioids, and 
different resources for seeking help for mental illness – all of which are topics that our 
videogames focus on.  
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Adolescent Assent Packet 

Once study staff have received a signed parental consent packet with a legitimate signature, a 
site visit is then scheduled where a team member will go over the voluntary nature of the 
project, and the confidentiality of the students’ information. The adolescent assent packet is 
then distributed for students to carefully read over and sign. It details what the study is about 
and what the participant will be doing. The packets are securely stored at our lab in the 
participant’s assigned folder. 
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Community Flier 
Community fliers are sent out to site partners at the end of every school year to update all of 
our partners on the progress of our study.    

•  PlaySmart  is current ly being evaluated t hrough a
randomized cont rolled t rial t o assess it s impact  on
healt hy decision-making  skills, percep t ions of risk of
harm, at t it udes, and actual behaviors.
• The p lay2PREVENT Team has partnered  w ith high
schools in W est  Haven, Stamford, Durham, Bridgeport ,
Meriden, Groton, New  London, Hamden, and East
Hart ford . For the 20 23- 20 24 school year, an add it ional
partner in Hart ford  w ill jo in t he p roject .
•  The study w ill enroll 532 student s from our partner
high schools t o part icipate in t he project .

The p lay2PREVENT Lab is w orking t ow ards educat ing and
prevent  t he next   generat ion of youth f rom being affected
by t he op ioid  and mental healt h crises w ith our videogame
PlaySmart .

The play2PREVENT Lab

Background Info

• In 20 18, an est imated 10  million people aged 12 or older
misused op ioids. (1)  
•  In 20 20 , an est imated 50 % of youth had a mental
healt h d isorder at  some point  in t heir lives. (2)

PlaySmart  Videogame
•  PlaySmart  is an engaging, evidence-based videogame
that  equips t eens w ith real-w orld  skills t o use w hen faced
w it h mental health challenges and substance m isuse.
•  PlaySmart  w as developed over tw o years w it h input
from adolescents, healthcare p roviders, substance misuse
t reatment  p roviders, and  t hose in t reatment  for
substance misuse.
•  Content  around mental healt h, substance misuse, and
skills t o navigate relat ionships w ith healt hcare providers
w as informed by d iscussions w it h these key stakeholders.

1 Op io id  c r isis st at ist ic s. HHS.gov h t 1p s:/ / w w w .hhs.g ov/ op io id s/ ab out - t he- ep id em ic / op ioid - c r isis- st at ist ic s/ ind ex.h t m 1. Pub lished  20 21. Ac c essed  July 15, 20 22. 
2 Ment al healt h  f or  ad o lesc ent s: HHS Of f ,c e o f  Pop ulat ,on Af f airs. OPA Of f ,c e of  Pop ulat ion Af f airs. h t t p s:/ / op o.hhs.gov/ ad olesc ent - healt h / m ent al- heo lt h-ad o lesc ent s41. Pub lished  20 22. Ac c essed  Ju ly

15, 20 22. 

W e are p roud  t o announc e t hat  PlaySm art  has b een aw ard ed  t he gold  m ed al f or  exc ellenc e in  t he 20 22
Int ernat ional Ser ious  Play Aw ard s and  has also b een f eat ured  as a f inalist  in  t he 20 22 Ed Tech Cool Tool

Aw ard s! 

Evaluat ing PlaySmart

Year Two Synopsis

Part icipant  Racial Makeup 
Average

Par t ic ip ant
Age: 16.5 years

old

Sex at  Bir t h : 
Female: 50 .27 %

Male -  49.73%
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