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CONTEXT: “FOR THE RECORDS” 
INTERACTIVE DOCUMENTARY 

• DePaul University, Play 4 
Change lab production 

• 4 films, 4 games, 1 
animation 

• youth and mental health



GOAL

• promote understanding 
and dialogue



Eating Disorder Bipolar Disorder

Attention Deficit Disorder Obsessive Compulsive Disorder



Eating Disorder: “Perfection”

Obsessive Compulsive 
Disorder: “Into Darkness”



USER STUDY WITH 16 
THERAPISTS

• 15/16 played “Perfection” and “Into Darkness” 

• Questionnaire/pre-interview for demographic info, 
experience with disorders, experience with games 

• Gameplay session: observation with audio 
recording, talk aloud, note-taking, prompting 

• Debriefing interview and reflection



FINDINGS

• usability is key 

• lack of gameplay 
experience + usability 
issues =undermines 
common sense & game 
comprehension



ISSUES/INSIGHTS

• Use simple mechanics and consistent patterns 

• Add an effective tutorial 

• Provide clear feedback



metaphor comprehension in “Perfection” and “Into Darkness”







“[L]ike, a panic attack... just let it close...therapeutic 
environment, and then you learn you survive it, 
you're not really wallowing in pollution...and nothing 
happens to you. It gets worse and worse and worse, 
yet you're still there.



LESSONS LEARNT

• design for utmost usability and accessibility 

• test early with target audience 

• choose a metaphor that is close to source 

• prompt reflection  

• design context of use





thanks! questions? 

Doris C. Rusch: drusch1@cdm.depaul.edue 
twitter: @D_Carmen 

Mary Jo Zefeldt: mzefeldt@cdm.depaul.edu 

 playforchange.cdm.depaul.edu 


