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Author Questionnaire 

1. Microscopy: Does your protocol involve video microscopy, such as filming a complex dissection or microinjection technique?  N  

2. Software: Does the part of your protocol being filmed demonstrate software usage?  Y

3. Filming location: Will the filming need to take place in multiple locations (greater than walking distance)?   N

Protocol Length
37 shots


Introduction

1. Introductory Interview Statements

REQUIRED: 
1.1. Frederic Pérez-Alvarez: This protocol is significant because it provides an attention deficit hyperactive disorder intervention procedure based on humanistic psychotherapy that is grounded in neuroscientific knowledge of human behavior [1].

1.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	

REQUIRED: 

1.2. Frederic Pérez-Alvarez: The main advantage of this technique is that the diagnosis and intervention are based on the interpretation of para-verbal and body language and not on verbal self-reporting [1].

1.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

Introduction of Demonstrator on Camera

1.3. Frederic Pérez-Alvarez: Demonstrating the procedure will be Silvia Mayoral-Rodríguez, a Ph.D. Education Sciences student from the Foundation Carme Vidal Xifre de Neuropsicopedagogia [1][2].

1.3.1. INTERVIEW: Author saying the above
1.3.2. The named demonstrator(s) looks up from workbench or desk or microscope and acknowledges the camera

Ethics Title Card

1.4. Procedures involving human subjects have been approved by the Institutional Review Board (IRB) at Authors: please indicate the name of the institute that approved these studies.

Protocol
2. Behavioral Assessment Procedure
2.1. Before beginning the assessment, administer the SNAP (snap)-four questionnaire to obtain baseline values against which all of the performances will be compared [1-TXT], recording the remission versus the response in each case [2].
2.1.1. WIDE: Talent giving questionnaire/Asking Participant questions TEXT: SNAP: Swanson, Nolan, and Pelham
2.1.2. Talent recording response OR shot of recorded responses on sample questionnaire
2.2. To perform an Adventures of Fundi – Go-No Go task, first show the Participant five short videos on how the brain learns [1].
2.2.1. Talent starting video for Participant, with Participant and monitor visible in frame
2.3. In these supplementary videos, the four cognitive processes described by the PASS (pass) theory are explained through metaphor [1-TXT].
2.3.1. LAB MEDIA: clip 1: 00:00-00:10 TEXT: PASS: planning, attention, successive, and simultaneous 
2.4. When all of the videos have been watched, explain to the Participant that [1] “the objective of the cognitive intervention games is to train the brain to facilitate academic learning and to enhance self-regulation as supported by the PASS cognitive process of planning” [2].
2.4.1. Talent turning off video or similar
2.4.2. Talent speaks text in quotes to Participant Videographer/Video Editor: please include audio NOTE: English and Catalan version was shot. Please use Catalan version with English subtitles. 

2.5. Next, have the Participant enter the Adventures of Fundi page [1-TXT] and select the appropriate language [2].

2.5.1. Participant navigating to Adventures of Fundi page, with monitor visible in frame TEXT: http://www.fcarmevidal.com/aventures/
2.5.2. SCREEN: JoVESofwareCapture: 00:00-00:04

2.6. Provide the Participant with a username and a password so that the Participant can start the session [1] and click on the first region [2].

2.6.1. SCREEN: JoVESofwareCapture: 00:04-00:10
2.6.2. SCREEN: JoVESofwareCapture: 00:16-00:20

2.7. Click Continuar [1] and read the introduction to the Participant [2].

2.7.1. SCREEN: JoVESofwareCapture: 00:21-00:25
2.7.2. Participant reading instructions  

2.8. Inform the Participant that the first task will be to click on the male child’s face every time it appears on the screen [1].

2.8.1. SCREEN: JoVESofwareCapture: 01:05-01:16 Video Editor: please speed up

2.9. When the Participant is ready, click Continuar [1] and have the Participant begin the task [2].

2.9.1. SCREEN: JoVESofwareCapture: 01:23-01:28
2.9.2. SCREEN: JoVESofwareCapture: 01:29-01:45 Video Editor: please speed up

2.10. At the end of the task, the Results will be displayed. If the Participant has made mistakes, the game will indicate that the task must be repeated [1].

2.10.1. SCREEN: JoVESofwareCapture: 02:28-02:35 TEXT: Participant must solve task correctly in 2nd attempt

2.11. If the Participant makes a mistake during the second attempt [1], say: “Oh! What has happened? Do you know?” [2] and let the Participant answer [3].

2.11.1.  Participant making mistake, with monitor visible in frame 
2.11.2. Talent speaking text in quotes Videographer/Video Editor: please include audio NOTE: English and Catalan version was shot for 2.11.2 – 2.11.3. Please use Catalan version with English subtitles.
2.11.3. Participant answering 

2.12. When the Participant has answered [1], respond “I think we were tricked. This happens. Maybe our hand went quicker than our brain” [2] and observe the Participant’s body language [3].

2.12.1. Talent listening to Participant Videographer: Important step
2.12.2.  Talent speaking text in quotes NOTE: English and Catalan version was shot. Please use Catalan version with English subtitles. Videographer: Important step; Videographer/Video Editor: please include audio
2.12.3. Shot of Participant body language in response to statement from Talent Videographer: Important step

2.13. If the Participant indicates agreement, suggest they try again with a stop signal [1], such as a visual signal or a clue [2].

2.13.1. Participant nodding or similar Videographer: Important step
2.13.2. Talent suggesting signal or clue Videographer: Important step

2.14. If the Participant repeats the error and is blocked, for example, if the blocking belief is something similar to [1] “I am not able to do this task” [2], use a pacing prescription such as, “Maybe, at this moment, we feel bad because we know we have failed, but I can tell you a very interesting story, would you like to hear it?” [3].

2.14.1. SCREEN: JoVESofwareCapture: 02:28
2.14.2. Participant speaking text in quotes Videographer: Important/difficult step; Videographer/Video Editor: please include audio NOTE: English and Catalan version was shot for 2.14.2 – 2.14.3. Please use Catalan version with English subtitles.
2.14.3. Talent speaking text in quotes Videographer: Important step/difficult; Videographer/Video Editor: please include audio

2.15. If the Participant agrees, tell a story to motivate them [1] before asking them to repeat the task [2].

2.15.1. Talent telling story to Participant Videographer: Important/difficult step
2.15.2. Talent suggesting Participant re-try task, with monitor visible in frame Videographer: Important/difficult step

2.16. Give the Participant a code that is to be entered in the next screen [1-TXT].

2.16.1. SCREEN: JoVESofwareCapture: 04:07-04:31 Video Editor: please speed up TEXT: Restart game if Participant does not remember code

2.17. When the code has been entered, select the next region [1] and have the Participant perform the next task [2].

2.17.1. SCREEN: JoVESofwareCapture: 04:34-04:47
2.17.2. Participant performing task, with monitor visible in frame

2.18. At the end of the second task, select the next region and task [1] and have the Participant continue to complete additional tasks until about 40 minutes have expired [1].

2.18.1. Participant selecting Roma, with monitor visible in frame
2.18.2. Participant performing task, with monitor visible in frame

2.19. At the end of the session, inform the Participant that they will have to remember the code and the region at which the session ended to be able to continue at the same point at the next session [1-TXT] and set up a line of regular, follow-up communication with the Participant’s Caregiver to allow the Caregiver to discuss any concerns, to evaluate the Patient’s progress, and to provide advice and support [2].

2.19.1. Talent instruction Participant to remember code TEXT: 1 session/wk/6 mo
2.19.2. Talent getting Caregiver number or similar
2.20. After each session, calculate the percentages of remissions and responses in the entire sample [1].
2.20.1. Talent at computer, calculating remissions and/or responses, with monitor visible in frame 




Protocol Script Questions
A. Which steps from the protocol are the most important for viewers to see? 
2.12.-2-15.

B. What is the single most difficult aspect of this procedure and what do you do to ensure success? 
2.14., 2.15. Told him/her a story using indirect metaphorical communication


Results
3. Results: Representative PASS Processing Before and After Remediation

3.1. In this representative analysis [1] of the effects of PASS processing, both planning [2] and attention were ameliorated at a statistically significant level after 6 months of intervention [3], with a larger effect observed with planning than with attention [4].

3.1.1. LAB MEDIA: Table 1
3.1.2. LAB MEDIA: Table 1 Video Editor: please emphasize Planning after remediation data row
3.1.3. LAB MEDIA: Table 1 Video Editor: please emphasize Attention after remediation data row
3.1.4. LAB MEDIA: Table 1 Video Editor: please emphasize -18.89 data cell

3.2. On the other hand, after 6 months of intervention, remission was achieved in 70% of participants [1], with the other 30% of participants achieving a reduction in malfunctioning manifestations of at least 25% [2].

3.2.1. LAB MEDIA: Table 1 Video Editor: please emphasize Statistical “P” and Effect Size
3.2.2. LAB MEDIA: Table 1






Conclusion
4. [bookmark: _Hlk27388131]Conclusion Interview Statements

4.1. Frederic Pérez-Alvarez: Inductive learning and indirect metaphorical communication are based on Ericksonian hypnosis. The effectiveness of the technique lies in increasing self-confidence - the greater the self-confidence, the better the learning and the behavior [1].

4.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera (2.14., 2.15.) 
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