This is Year 5 of Making I-SPARX Fly in Nunavut!
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Where Are We Now? April to October 2021
Due to the continued COVID-19 pandemic restrictions , the I-SPARX Project was
granted a one-year extension by the Canadian Institutes of Health Research (CIHR)
and is therefore scheduled to be completed by Spring of 2022. Year 5 activities
continue with outreach and recruitment using our adapted online website-based
project. Participants recruited for the I-SPARX project continue to test the game
and provide feedback with 69 youth having completed gameplay and surveys and
56 youth currently engaged in testing the game. We have also developed a
supplementary game format that has allowed us to partner with several community
contacts to co-host I-SPARX game play sessions with Inuit youth in their
communities. As game play concludes, the I-SPARX team in collaboration with
youth, communities and Project Partners will be looking forward to completing data
analysis and community-directed knowledge mobilization/translation. In addition,
the team will be submitting final reports to CIHR and the Nunavut Research
Institute, prepare papers for peer-reviewed journals and present findings at
academic conferences. We are inviting any interested project partners to
collaborate on those publications!

Update on Progress & Accomplishments
The Team
Developed a registration, communication, and research data management
system with a waitlist control (play now/play later) model;
Hired postdoctoral researcher, Dr. Jeffrey Hankey, to assist with mentorship,
youth engagement, project evaluation, and knowledge mobilization;
Continued to implement diverse plans to promote I-SPARX through social
networks;
Solidified partnerships with the North West Co. to coordinate provision of etablets and internet flash drives to ensure accessibility of I-SPARX game;
Hosted a virtual Youth Leadership Summit in June 2021 for knowledge
mobilization and sustained youth engagement;
Created virtual webinars on CBT and ER (emotion regulation) strategies for
the I-SPARX website to enhance accessibility for families, teachers and
community workers.

Partnership with Iqaluk
We were fortunate to have Francis Oduro from Iqaluk Consulting partner with I-SPARX in
Summer 2021 to implement gameplay and conduct evaluation sessions in four
communities in the Kitikmeot region of Nunavut – Kugluktuk, Kugaaruk, Taloyoak and
Gjoa Haven. A supplementary game format was developed to accommodate the
facilitation of these sessions in a workshop-based setting . As a result of this partnership,
41 youth completed the game, and 51 are currently testing.
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"I have been involved with the I-SPARX project as a community facilitator for the past 3 years. For most
youth in Nunavut, I-SPARX is more than just a video game. This project has greatly helped to address the
recreational and mental health needs in communities across Nunavut and has helped the youth in
improve on their social skills. It has been an absolute pleasure having the opportunity to spend time
with the youth in different communities facilitating the program."
- Francis Oduro, Iqaluk Consulting

What’s Next? Upcoming Decisions & Activities
Youth Council
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Our members met with members of the I-SPARX Youth Council over Zoom on
several occasions to glean feedback, discuss recruitment strategies, website
layout, and knowledge mobilization. Additionally, we welcomed new Youth
Council members to advise on knowledge mobilization strategies and assess
and plan the potential extension of the I-SPARX initiative.
In the coming months, results of the pre- and post-game play based on
outcome measures and feedback interviews will be analyzed and shared with
Youth Leaders, together with communities and Project Partners. The Youth
Council will further participate in the development of knowledge mobilization
activities, review research findings, complete final reports, and share
knowledge translation documents.

Partnership with Pinnguaq MakerSpace in Iqaluit
An I-SPARX game play workshop was hosted by Pinnguaq at their Iqaluit
MakerSpace in September 2021. Youth were invited to orientation, complete
outcome measures and play the adapted game. An engaging, visual
powerpoint with embedded videos was developed to provide youth with the
informed consent process and youth-led development of the pre and post
outcomes measures they completed.

Collaboration
Education

with

Partner

Relations,

Department

of

In Spring 2021 , the Team learned that we could formally apply to Partner
Relations (PR), Department of Education, Government of Nunavut to request
to share information about I-SPARX with Nunavut high schools. We
completed this application in June 2021, and in August received the welcome
news that I-SPARX had been cleared by PR as a research initiative that could
be advertised in Nunavut schools. As a result, Partner Relations will be sharing
I-SPARX information to all Nunavut high schools this Fall listing I-SPARX as
one of their available initiatives and projects. Partner Relations is also in the
process of developing a website to feature the partners and
projects/resources available for students and families and will include ISPARX content. Building on this exciting opportunity, the Team also
submitted a plan to request that I-SPARX be available as an extracurricular
activity in coordination with interested school counsellors.

What’s Next? Upcoming Meetings
Plan a (virtual) Youth Leadership Summit program for Fall 2021.
Engagement / re-engagement with Nunavut Sivuniksavut

