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Literature Review: Chronic peer rejection during formative adolescent years 1s more (a) Observed Inclusion > Observed Exclusion Data collection is currently ongoing. Based on existing literature
than a social hurdle; 1t fundamentally alters neural development and often results in

long-term psychological distress. Prior research using the Cyberball task and fMRI has
monitored activity in the dorsal anterior cingulate cortex (dACC) to observe how virtual Left Anterior Insula
support influences the brain's reaction to exclusion. Specifically, individuals with a
history of chronic rejection exhibit heightened activity in the dACC during exclusion
tasks, confirming a biological sensitivity to social pain (Masten et al., 2013).
Furthermore, access to virtual social support has been shown to effectively lower these
neural distress levels (Stallmann et al., 2023)

and preliminary frameworks, we hypothesize the following:

Right Anterior Insula e Heightened Sensitivity: Prior research indicates that

individuals with a history of chronic rejection exhibit
heightened neural activity in the dorsal anterior cingulate
cortex (AACC) during exclusion, confirming a biological

The Present Study: This research seeks to utilize a digital intervention design to sensitivity to social pain (MaSten et al" 201 3)'
promote thoughtful sexual attitudes and responsible sexual behaviors among
adolescents. We investigate how a digital game can serve as a tool to improve decision-

making regarding sexual health, as well as how peer influences relate to decision-

e Behavioral Gains: We predict the intervention group will
Figure 1: Adapted from Masten, C.L., Eisenberger, N.I., Pfeifer, J.H. and Dapretto, M. (2013), Neural ShOW mal'ked lmpI'OVementS 1Il dGClSlOn—maklIlg COIlﬁdGIlCG

responses to witnessing peer rejection after being socially excluded: fMRI as a window into adolescents’

making. We explore whether digital interventions can improve sexual self-efficacy and emotional processing. Dev Sci, 16: 743-759. https.//doi.org/10.1111/desc. 12056 and sexual health literacy C()mpared to the control group.
decision-making skills to improve social competence.

Wave 1 (4 Wave 4 (12 Wave 5 (14 Wave 6 (16) | Covries. | e Practical Application: We expect participants to report feeling
Anxiety (12) . . . .
Bl better equipped to resist negative peer pressure and navigate
i ¢ Maternal Education . . .
Adolescent 45 Adolescent =LY Adolescgnt Adolescent Gender real-WOTId relathnShlp COnﬂICtS.
11 //,x Report RQ ﬂ Report RQ \——'i Depression : : :
Methodology i~ \ /10 e Mediation Effects: We hypothesize that sexual self-efficacy
Abuse 14 /\A19 . . . : : . : :
j ot epon |/ Stobr Repor |, \[ ™ Adlesc and decision-making skills will mediate the relationship
| 1 RQ RQ Anxie
This project employs a dual-methodology involving a cross-sectional study and a | ® . between the intervention and improved sexual attitudes.
separate intervention study. All surveys and activities are administered in an online, | |
asynchronous format. Fionre 2+ Adunred . . . .
. igure 2: Adapted from Fitzgerald, M., Esplin, J., Wright, L., Hardy, N., & Gallus, K. (2022). Dyadic parent— o o ot
Stlldy l1: Cross-Sectional Stlldy adolescgent relatiori*th quality af pathways froljn maternalgchildhOOd al);use to adolescent psychopat)}/mlog)]j Journal of C OHCIuSlon / FUtu re DlreCtlonS
e Goal: To understand what shapes how young people think and feel about sex and Marital and Family Therapy., 458(3), 827-544. hifps.//dot.org/J 0. LI /jmit 1200
relationships.
e Focus: Examining the relationship between sexual self-efficacy, sexual attitudes, Refe]‘ences L . . .
and factors such as decision-making competency, peer norms, and parental Our prehmmary framework Sug gGStS that virtual interventions
autonomy.

Fitzgerald, M., Esplin, J., Wright, L., Hardy, N., & Gallus, K. (2022). Dyadic parent— provide a scalable and effective training ground for adolescent

e Participants: 100 participants.
. P P adolescent relationship quality as pathways from maternal childhood abuse to adolescent

e Assessment: A one-time online survey involving assessments of demographic

. ) . social competence.
information, sexual self-efficacy, and overall well-being.

psychopathology. Journal of Marital and Family Therapy., 48(3), 827-844.

Study 2: Intervention Study hitps://dol.org 10U I/jmft.12355 e Educational Integration: Our goal 1s to implement the
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intervention or control group. witnessing peer rejection after being socially excluded: fMRI as a window 1nto adolescents' Zen £a1mc Into the school curriculum as a Standardlzed
e The "Zen" Intervention: An interactive, story-based digital game set in a coffee shop emotional processing. Dev Sci, 16: 74.3—759. bttps://doi.org/lo.ll11/desc.12056 | | tOOl fOI’ teaching social—emotional SklllS
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