
 

Call for Papers: Forum on Video Games  
for Mental Health @ CHI PLAY 2018 
28TH OF OCTOBER, MELBOURNE, AUSTRALIA. 
In recent years, mental health has become a major disease burden globally. Untreated mental              
illness has serious consequences for the individual, resulting in lower quality of life. Mental              
health illness also has severe negative effects on the global economy. Digital solutions for              
mental health may offer relief to the overburdened health care system but would benefit from               
design approaches geared to increase participant adherence and engagement. When aiming to            
increase adherence and engagement, video games offer a rich design ecosphere—ranging           
from narrative elements usable in therapy, accessible social dynamics, over challenging           
cognitive tasks, to novel assessment approaches and applicability as preventive measures. As            
such, video games are well suited to advance digital solutions for mental health. While there is                
clear potential in video games for mental health, the challenges and opportunities of transferring              
game design to mental health applications, designing for specific mental illnesses, and            
integrating games for mental health into the clinical context are rarely addressed. 
 
The Forum on Video Games for Mental Health invites researchers and practitioners working on              
mental health, video games, and/or digital health care to discuss their work under the auspices               
of the annual CHI PLAY conference. Participants can also look forward to three thought              
provoking keynotes, addressing the use of video games in therapy, issues with the clinical              
implementation of digital health technologies, and the production of games for mental health.  
 
We particularly welcome contributions on: 
 

● Innovative game designs and technologies for promoting, assessing or treating mental           
health 

● User-centered or participatory design methods applied to games for mental health 
● Implementation strategies and or clinical/practical considerations when using games for          

mental health 
● User studies, experiments and/or intervention studies, focused on outcomes of using           

games for mental health 
● Post-mortems of games for mental health 
● Video games and playful interactions applied in the therapeutic context 

 
 

Participants are encouraged to submit one of the following formats: 
● an abstract in JMIR Mental Health format and a subsequent long-paper to the JMH              

Special Issue (max. 7500 words). Accepted abstracts will be presented as a short-talk at              
the Forum. 



 

● a position paper (2-4 pages, SIGCHI Extended abstracts format) for presentation at the             
Forum,  

● a poster for presentation at the Forum  
● a social paper (i.e. CV describing your work) (1-page, SIGCHI Extended abstracts            

format) for presentation at the Forum. 
  
Authors of long papers are first invited to send their abstract via email to the organizers by                 
September 1st and submit the full paper to the JMH Special Issue by October 5th—authors               
who already submitted do not need to resend the abstract. Authors interested in submitting to               
the JMH Special Issue should take a look at the JMH Special Issue CfP. In case of acceptance                  
to the workshop on the basis of the abstract, authors will be invited to submit the full paper to                   
JMIR by 5th of October. Accepted long papers will be invited to give a short presentation about                 
their work at the Forum on Video Games for Mental Health in Melbourne. 
  
Authors of short papers are encouraged to submit a 2 to 4-page position paper via EasyChair by                 
September 1st. Short papers will be peer-reviewed, and the organizing committee will select             
submissions according to relevance and research diversity. Accepted short-paper authors will           
be invited to present a poster at the Forum. 
  
PDFs of posters can be submitted via EasyChair without any further information by September              
1st. Poster submissions will be selected by the organizing committee according to relevance,             
and research diversity. 
 
Social papers should contain a 1-page biography, and a brief statement to clarify their interest               
in the Forum. Participants are asked to submit their short papers or social papers via EasyChair                
by September 1st. Social paper submissions will be selected by the organizing committee             
according to relevance, and research diversity.  
 
Short and social papers and posters will be published on the website in advance of the                
workshop to support networking among participants. 
 
If accepted, at least one author must register for the Forum and for one or more days of 
the conference. Long papers can be submitted to the JMIR Mental Health Special Issue 
without attending the Forum—in these cases it is not required to register. 

Keynotes 
The Forum on Video Games for Mental Health will feature three inspiring speakers who will 
share their knowledge on how to design or use games for mental health. 

Jennifer Hazel, CheckPoint 
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Jennifer Hazel is a passionate advocate for the use of game technology in a therapeutic setting.                
To this end, she founded CheckPoint, a registered charity to connect mental health care with               
video game technology. At CheckPoint, Jennifer contributes to clinical research and works with             
both games industry and clinical professionals to provide education, consultation and resources            
on important issues around mental health and technology. Besides being a mental health games              
advocate, Jennifer is a fully qualified medical doctor who has practised in the UK, Australia and                
New Zealand. She spent several years in the Emergency Department and made the move to               
Mental Health in 2015.  

Mark Larsen, Black-Dog Institute 
Mark Larsen works within the Digital Dog research program, applying his research expertise is 
in the use of technology, particularly mobile phones, in healthcare applications with a focus on 
suicide prevention. Mark is involved with novel ways to detect mental health and suicide risk 
through social media and blogs. Mark was awarded an Early Career Fellowship from the Society 
for Mental Health Research for his work in the Digital Dog program. He holds a PhD in 
biomedical engineering and has applied his knowledge to the e-health space.  

Roger Altizer, University of Utah 
Roger Altizer is the founding director of The GApp lab (Therapeutic Games and Apps) and 
director of Digital Medicine, Center for Medical Innovation, University of Utah. His research 
focuses on the importance of play and how good design encourages it. Creator of The Design 
Box, a participatory, inductive design methodology, Roger strives to include users as designers 
in his work. Roger is also the co-founder of Entertainment Arts and Engineering, the top ranked 
game design program in the nation, at the University of Utah. Roger earned his Ph.D. in 
Communication at Utah and specializes in serious and medical games as well as game design 
and development.  

Submission Schedule 
Authors of long papers are invited to submit to the JMIR Special Issue on Video Games for 
Mental Health directly through the JMIR submission system, while authors of short papers, 
posters, and social papers submit through EasyChair. Please find the dates for both submission 
process below: 
 
JMH Special Issue (submit through JMIR Mental Health): 

● JMH Special Issue Abstract due: August 15th September 1st, 2018 
● Invitations to Present at the Forum: August 31st September 7th, 2018 
● JMH Special Issue Full Paper due: October 5th, 2018 
● Notification of Acceptance to JMH: January, 2019  
● Camera-ready version of the JMH Special Issue Full Paper due: April 2019 
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Short Papers, Social Papers, Posters (submit through EasyChair): 
● Submissions due: August 15th September 1st, 2018 
● Notification of Acceptance: August 31st September 7st, 2018 
● Final Version due: October 5th, 2018 

 
 

Organizers 
Max Birk, University of Saskatchewan 
Vero Vanden Abeele, KU Leuven 
John Torous, Harvard Medical School 
Greg Wadley, University of Melbourne 

https://easychair.org/conferences/?conf=chiplay2018vgmh

