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Background

Treament gap
Digital

interventions Games



Guardians:
Paradise Island
• Behavioral activation• Real life quests• Collect guardians

Source: (The Guardians, n.d.)



Sparx
• CBT• 7 modules• Negative automaticthoughts Source: (SPARX, n.d.)



Problem

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

Source: (The Guardians, n.d.; SPARX, n.d.)
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Meaningful game experiences
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“Eudaimonia, in Aristotelianethics, the condition of humanflourishing or of living well”
—Britannica



Eudaimonic experience
● Make engaging games meaningful instead of bringing gameelements to an inherently boring task



Eudaimonia andMental Health

Reflection

Life satisfaction

Personal growth

(Daneels et al., 2021; Raney et al., 2019)
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Shift perspective





Design and research processes

Source: Games for Emotional & Mental Health Lab

https://bloombox.tools/



Closing remarks

Use narrative and game mechanics tocreate a coherent meaningful experience

Test enjoyment and iterate to get bothintervention and enjoyment right

Get to the core of the intervention andtranslate it to a meaningful game mechanic

Meaningful game design

Enjoyment

Core of intervention



CREDITS: This presentation template was created bySlidesgo, and includes icons by Flaticon, andinfographics & images by Freepik

Thanks!
Do you have any questions?

j.c.orij@tue.nlwww.jitzeorij.nlwww.linkedin.com/in/jitze-orij

http://bit.ly/2TyoMsr
https://bit.ly/3A1uf1Q
http://bit.ly/2TtBDfr
http://www.jitzeorij.nl/
http://www.jitzeorij.nl/
http://www.linkedin.com/in/jitze-orij


References

Daneels, R., Bowman, N. D., Possler, D., & Mekler, E. D. (2021). The ‘eudaimonic experience’:A scoping review of the concept in digital games research. Media and Communication,9(2), 178–190. https://doi.org/10.17645/mac.v9i2.3824Duignan, B. (n.d.). Eudaimonia | Definition & Facts | Britannica. Encyclopædia Britannica, Inc.Retrieved March 22, 2026, from https://www.britannica.com/topic/eudaimoniaSPARX. (n.d.). Online tool for young people with mild to moderate depression | SPARX.Retrieved March 20, 2026, from https://www.sparx.org.nz/the-gameRaney, A. A., Oliver, M. B., & Bartsch, A. (2019). Eudaimonia as media effect. In M. B. Oliver, A.A. Raney, & J. Bryant (Eds.), Media Effects: Advances in Theory and Research: FourthEdition (4th ed., pp. 258–274). Taylor and Francis.https://doi.org/10.4324/9780429491146-17/EUDAIMONIA-MEDIA-EFFECT-ARTHUR-RANEY-MARY-BETH-OLIVER-ANNE-BARTSCHThe Guardians. (n.d.). Retrieved March 20, 2026, from https://guardians.media.mit.edu/

https://doi.org/10.17645/mac.v9i2.3824
https://www.britannica.com/topic/eudaimonia
https://www.sparx.org.nz/the-game
https://doi.org/10.4324/9780429491146-17/EUDAIMONIA-MEDIA-EFFECT-ARTHUR-RANEY-MARY-BETH-OLIVER-ANNE-BARTSCH
https://doi.org/10.4324/9780429491146-17/EUDAIMONIA-MEDIA-EFFECT-ARTHUR-RANEY-MARY-BETH-OLIVER-ANNE-BARTSCH
https://guardians.media.mit.edu/



