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About me

PhD candidate at TU/e

Design researcher of games for mental
health

The role of game characters in identity
development
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Background

Why do we design games for
mental health?




Background

Digital
Treament gap interventions Games
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Guardians:
Paradise Island

« Behavioral activation
* Real life quests
» Collect guardians

Source: (The Guardians, n.d.)




Sparx

- CBT

« 7 modules

* Negative automatic
thoughts Source: (SPARX, n.d.)




Problem

These games still struggle in the field
Enjoyment is rarely a focus when testing the effectiveness

Source: (The Guardians, n.d.; SPARX, n.d.)
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Eudaimonia

Meaningful game experiences




® “‘Eudaimonia, in Aristotelian
ethics, the condition of human
flourishing or of living well”

—Britannica



Eudaimonic experience

e Make engaging games meaningful instead of bringing game
elements to an inherently boring task

Ei =




Eudaimonia and Mental Health

Reflection

[ Personalgrowth

"'vj Life satisfaction

(Daneels et al., 2021; Raney et al., 2019)
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Design

Design of meaningful games for
mental health
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a narrative videogame about living with Borderline Personality Disorder
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ROBIN

a narrative videogame about living with Borderline Personality Disorder

ML.1 Project Emotion Enabled Design special thanks to
Jules van Gurp, Jitze Orij, Els van Raaij I U/e D“
Coached by Max Birk A




Robin: Oh, don't let me stop you!

P Go ahead. Have a chill evening. Wi

P | guess my feelings are too inconvenient for you?

You're dodging my question. Do you think I'm
overreacting? Sl
> Thistesecalated-too quickly1'm sorryithink | need-to
& szef-back-to:-a-uu ment.

Robin

it AT B4 norE

|
P | never loved you anyway.

P | don't need you.
» Hagraally-overwhelmed-and-upset.-We-should-talk
bt

P | never loved you anyway,

P | don't need you.

1
P | HATE you! P | don't need you
Heel really overwhelmed and up

‘muu. 1€

= | Hiever wveu yuu anyway.
B 2

P | never loved you anyway.

P | HATE you!




AN INTE ME FOR ANXIETY DISORDERS
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Shift perspective







. Design and research processes

USER USER INFORMED
RESEARCH  DESIGN MECHANICS

) (-

THE PROXIMAL DISTAL ot
TARGET LO_J O OUTCOMES OUTCOMES [t

PSYCHOLOGICAL  EVIDENCE BASED https://bloombox.tools/
& COGNITIVE ~ TECHNIQUES

(\EN”@ MECHANISMS

Source: Games for Emotional & Mental Health Lab



Closing remarks

Meaningful game design

Use narrative and game mechanics to
create a coherent meaningful experience

Core of intervention

Get to the core of the intervention and
translate it to a meaningful game mechanic

Enjoyment

Test enjoyment and iterate to get both
intervention and enjoyment right




Thanks!

Do you have any questions?
j.c.orij@tue.nl
www.jitzeorij.nl

www.linkedin.com/in/jitze-orij

~
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