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Background O\

Supportive digital environments are necessary to encourage adolescents
to make positive health behaviour change,. Globally, adolescents comprise
the most active internet users,. Access to high quality online health
support is particularly important as adolescents become reliant on the
internet for health-related purposes,;. However, little is known regarding
where and how adolescents’ access digital lifestyle health information and
support. As new digital platforms emerge, further research into how
adolescents utilise these platforms for lifestyle health is needed to guide
future health interventions and policies. An online cross-sectional survey
was undertaken to evaluate adolescent online health behaviours.

Why digital health for adolescents?

New health interventions are needed to target adolescents!
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Evaluate Design new
online health health
behaviours interventions

Reduce chronic
disease risk

Targeted health interventions to combat health issues within society
are needed.

Obesity rates are rising among adolescents.
Digital health interventions can engage adolescents in health more

effectively than traditional approaches.

Only 1-in-8
meet exercise
requirements

Research questions

R

What digital platforms are adolescents currently
using to seek lifestyle health-related information?

Are these digital platforms helpful for lifestyle
health-related purposes?

these digital platforms?
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What is the quality of the most popular content of

Research plan

Design cross-
sectional
survey

Obtain ethical
approval

Recruitment/
data collection

Data analysis

Popular
content quality
assessment

Design:

« Multiple response, Likert
scale (1-5), open-ended and
gualitative response answers

Inclusion criteria:

« 13-18 years of age
* Living in Australia

* Frequently utilise online
platforms for health

Targeted advertising/market
research company

REDCap system for data
storage

Total sample size = 297

Demographic data checked
weekly and adjusted

Statistical analysis:
« SPSS software

o Chi-squared tests
* Sub-group analysis:

o Age, gender, SES, rurality
& health context

« Qualitative data analysis

Coding framework:

« Study-specific framework
adapted from previous
studies

Targets objectivity,
transparency, popularity and
relevance of information

e From static to dynamic health promotion:
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l Results O\I

Internet websites (n=232, 78%) <4

Key results
 Social media and websites are the most popular platforms for health-related purposes.
« Smartphones apps are the most helpful platform for health-related purposes.
 Adolescents want to see more health content on social media.

* Adolescents seek information from a wide variety of sources, of differing content quality.

Social media (n=228, 77%)

u_
64% utilise 1-2 times a month l@
fonce a week for health §a
47% consider somewhat helpful
53% agree/strongly agree lifestyle change
occurs via social media
YouTube and Instagram are the most popular

Adolescents want to see more health
information on social media

80% utilise 1-2 times ==(-!

a month/once a week for health WN).
43% consider somewhat helpful

52% neither agree nor disagree lifestyle change
occurs via internet websites

Adolescents want user-friendly information from
credible sources, which is age-appropriate

Content quality assessment

Smartphone apps (n=92, 33%)

« /82 popular people, pages, apps, websites, streams and searches identified.

« 54% of content listed were individuals or organisations who had commercial interests, and
11% were a government or health organisation.

« 59% of all content was relevant to nutrition, 51% was relevant to weight management, 50% to
physical activity, and 22% to sleep. 6% had no relevance to lifestyle health.

« 37% of content was found to be objective, only 12% were transparent about partnerships.

Streaming services (n=86, 31%) G\
81% utilise 1-2 times a month/once a rfl

52% utilise a few times a week
or more

54% consider very/extremely
helpful

66% of adolescents agree/strongly agree that
lifestyle change occurs through apps
Adolescents want personalised and easy to
follow content, at no cost

week for health

38% consider slightly helpful/not helpful at all
40% of adolescents neither agree nor disagree
on lifestyle changes that occur

Netflix overwhelmingly most popular platform
Programs on health trends, pharmaceutical
Industries and environment impact are popular

Conclusions and future directions

Social media, internet websites, smartphone apps and Provides key
streaming services are all used for health purposes, information on how to
however social media and internet websites are the more effectively target
- most frequently utilised platforms. Y adolescents with health
Social media, smartphone apps and internet websites Focus groups would
are considered helpful, however, smartphone apps provide further
are considered the most helpful platform that 000 important qualitative
promotes lifestyle change. Insights
Adolescents seek information from a diverse variety This information will
of sources. Most of the content had relevance to need to be updated as
lifestyle health, however also had commercial interests. the digital landscape
. Most content was neither objective or transparent. ' shifts over time
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