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Warning:
This talk contains discussion and 
visual depictions of the following:

● Mental Health (mental illness)
● Post Traumatic Stress 

Disorder
● Domestic Abuse
● Disordered Eating
● Sexual Assault

Definitions:
● Game - derived from old 

English/Germanic roots GAMEN
“Amusement or fun”

● Serious Games - Games with a 
primary purpose other than pure 
entertainment, often exploring 
atypical subjects
 





The Body in Shakespeare Park
“Nancy Drew meets The Girl with the Dragon Tattoo”

● Point and click narrative game
● Lily Bard - Sexual Assault Survivor
● Deals with PTSD, anxiety
● Secret Life
● Who writes this story?
● Elements within the game

● Diaries
● Relationships
● Behaviours



Designing the Aesthetic
● Artistic Approach

● Full colour world
● Use of monochromatic art for division of mental state 
● Moved away from “horror” in initial concept for the PTSD flashbacks
● Intentional camera angle of trauma scenes
● Avoided showing depiction of rape, body scars from torture
● Audio and SFX





















Shrinking Pains
● Visual Novel
● Realistic exploration of anorexia and disordered eating
● Impact of mental illness on interpersonal relationships - not just one 

person suffering 
● Snapshots, not sustained narrative



Designing the Aesthetic
● Artistic Approach

● Never show sufferer’s body
● Details of field of vision 
● Tunnel vision
● Sound effects





















The Impact on Players and Creators
● Built empathy in people without the disorder
● Became a tool for those that had an eating disorder to help their support 

network better understand the illness.
○ Held me publicly accountable for my experiences. 
○ Helped with my own recovery.

















● The evolution of Emi

● Agency of character in depictions versus my 
own agency in life

○ Rehashing experiences versus transforming, 
evolving them

○ Knowing your story implicitly in the entire 
context of your life



● No graphic depictions of 
violence to the main character

WORK IN PROGRESS



● Dark surrealism, pulling from Lovecraftian, folkloric, and cosmic horror.
○ “Terribly sublime” - Hovering between the beautiful and unsettling

WORK IN PROGRESS



● Gameplay mechanics and content tailored 
around narrative and symbolic context
○ Inspect/examination
○ Darkness and glowing moth

WORK IN PROGRESS



Creators and Players



Closing Thoughts
● The impact these games had on us as creators.
● Why it’s important to make games with sensitive subject material, and 

the benefits of doing so.
● Pushing boundaries on what a game is, and when it is considered art.
● Ethics, Commitment to expression

Why Now?
● Rise of biographical games esp. in indie games
● #MeToo
● Mental Health awareness
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Wrap Up Area (The Balcony Areas): West Hall, Overlook 3022 and 3024




