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CONTEXT: “"FOR THE RECORDS"
INTERACTIVE DOCUMENTARY
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Eating Disorder Bipolar Disorder
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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
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“[L]ike, a pani¢ attack... just et close...therapeutic
environment, and then you l@arn you survive it,
you're not really wallowing'inpollution...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
o test early with target audience

» choose a metaphor that is close to source

« prompt reflection

» design context of use



B @c]g This game 1S about enacting eating disorder hehavior:
How do you play and ¥hat.doesit mean?

’ .

2 The garden is your physical Watering the gardenrepresents

aid emotional body; the ealing; eating brings

plankis your health; the hox about unwanted emotions.
Stands for the eating disorder. o

7. O Scubing away slugs

-~ e siugs stand for emotions. \ stands for exercising,
The weeds are unfavorably ’”~ The saturation meter indicates

percerved body parts. how hungry you are.
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