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A wholistic 
Approach: Beyond 
Mental Health



Significance  of the study

• ~ 70% of Urban youth use mobile phones

• Adolescents – more candid on phone than face to face

• Health systems -  lack comprehensive  data collection 
tools for  adolescents 

• Sexual and reproductive health 

• Psycho-social, behavioral, socio-economic determinants are 
understudied

• Critical need for innovative strategies for collecting 
information directly from young people  to drive 
interventions

Communications Authority of  Kenya, Madeleine J, 2015 ;Mathur et al, 2020; Decker et al, 2015  



Reaching and Engaging Adolescents and 
young adults for Care continuum in 
Mental Health- REACH MH

• REACH-MH : is a 
comprehensive survey for 
adolescents examining 
different domains  
administered in an app 
(digital)  format 

• Solicits multifaceted 
information from adolescents 



REACH-MH Description

Identify key mental health  factors 
among Adolescents and Young 
People (AYP)   using digital 
technology- the REACH App



Examples of Youth Engagement :REACH-MH



Starting with the end-user: Design Thinking for App Development

Empathize

Gather information on your 

users 

(needs assessment)

▪ How can we innovatively engage young people in an action regarding their well-being?

• Consulted with 

Young people (15-24 years) individually and through established groups

Parents and Caregivers

Adolescent and Youth Experts

• Conducted intensive literature search

Define

Turn user information into 

insights 

(cultural adaptation of 

instruments)

•  Assessed different survey instruments for collecting data from young people, functionality, 

properties and contextualization into the Sub-Saharan context 
• Explored different platforms on which to build the app

Ideate

Generate ideas based on 

insights 

(mapping of domains)

▪ Mapped different domain and identified questions for each areas as follows 1) Social Network 

and Support, 2) Education, 3) Home and Family, 4) Media and Internet Use, 5) Alcohol and 

Drugs, 6) Sexuality, 7) Use and Perception of Health Services, 8) Mental Health, 9) Gender and 

Social Norms, and 10) Religion and Spirituality.
▪ Identified apps that are popular with adolescents
▪ Examined ideas for piloting- respondent driven sampling as a method that only enhances 

participation but also identifies (friendship- peer) social network patterns; innovative recruitment
▪ Inclusion of logic and skip patterns; 

Prototype
Try out your ideas 

(design development)

▪ The design team developed the app REACH survey
▪ This experimental survey is reviewed by the team members from the “empathize stage”  

Evaluate
Get feedback and iterate 

(small pilot test)

▪ Piloted among 33 Adolescents and followed up with user feedback questions
▪ Assessment of functionality, time, adaptability 
▪ Iterations done for roll out 



Mapping of Domains: Human Centered Design



Content: REACH-MH App

• ~ 100 Survey questions (Skip- 
logic)

• Initially took approximately – 
15 minutes to complete



Recruitment 



REACH- MH “feel” 



Consent

For respondents Under 18 Years



Completion 



The Dashboard Page







Lessons Learned

▪ Digital technology for wholistic 
approach  and developing risk 
based interventions

▪ Participation of users in the 
design of products/services  is 
paramount

▪ Collaboration for development, 
scale up and sustainability

Next Steps

• Joint  deep-dive  of the findings

• Implications for research- policy and 
practice

• On-going capacity building of young 
“citizen scientists” for mental health



Youth Advisory Champions

LVCT Health 

County Teams (Nairobi, Mombasa, Kisumu)

Ministry of Health

Strathmore University

University of Maryland  

https://adolescentmentalhealthsummit.org/
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