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Digital Fictions (DFs)

Digital-born media

Depression Quest: Text-Based

2/15



Digital Fictions (DFs)

Tale of Tales: Multimodal
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Digital-born media



Digital Fictions (DFs)

Digital-born media
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Twine-Based



Digital Fictions (DFs)

Digital-born media
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• Interactive form of 
storytelling

• Combines reading, 
viewing, physical 
interaction, and gameplay



Digital Fictions (DFs)

Digital-born media
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• Critical (depression, 
suicide, body image 
issues, political & social 
issues)

• Non-profit
• Often multilinear what-if 

scenarios



Bibliotherapy

• Intervention method
• Employs directed 

reading
• Helps with 

psychological issues
• Expressive disclosure 

writing
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Writing New Bodies

• Targeted towards young, 
woman-identified & gender 
non-conforming individuals

• 21st century, digital-born 
bibliotherapy

• Addresses distress, self-
hatred, anxiety  body 
image issues

• Place of hope and comfort
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Body Image Issues
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Body Image Issues

Parental Feedback 
& Expectations

Familial Feedback 
& Expectations
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Writing New Bodies Methodology

• Critical Co-Design 
• Feminist Participatory Action Research (FPAR)
• Collaborators: 
 critical psychologists, 
 social scientists, 
 body image, social justice, and bibliotherapy experts, 
 (digital fiction) game designers
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Writing New Bodies Findings

THEMATIC 
FINDINGS

Health

Identity Technologies

Narrative Themes

Embodiment

Affect-Oriented
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THEMATIC 
FINDINGS

Health

Identity Technologies
Narrative Themes

Embodiment

Affect-Oriented
Illness, Eating, 

Disorders, 
Depression

Femininity/Gender Roles, 
Social Media, Beauty 

Standards, Space, Support, 
Resistance, Empowerment, 

Privilege, Sexual Assault, 
Self-HateRace, Sexuality, 

Disability, Queerness, 
Digital Identity, Trans 

Identity, Indigeneity, Cis 
Identity

The Body, Weight, 
Body Parts, 

Clothing

The Gaze, Digital Fictions, 
Character, Direct Themes, 
Nonlinear/Rhizomatic/Loo

ping, The Mother, The 
Father
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Design Plan (in progress)

Technology Protagonist Antagonist Genre Application

Smartphones;
Downloadable
Apps

Abstraction for
Self-Projection;
Recovery/Fighting 
Voice

Alienation; 
Sick/Self-Critical
Voice,
Compulsory
Femininity

Beautiful
Body
Horror,
Magical Realism

Therapy Setting,
School Setting,
Private Use
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Towards designing narrative-driven 
games in therapy

• Interactive storytelling
• Alternative, critical platform
• Artistically appropriate & matter sensitive
• Easy to learn & develop 
• Applicable in therapy 
• Appeal to younger audiences 
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https://sites.google.com/ualberta.ca/writingnewbodies/home
@writenewbodies

writingnewbodies@gmail.com 

Thank you!

https://sites.google.com/ualberta.ca/writingnewbodies/home


Illustrations

Sarah Mazzetti: Illustration slide 7
Luke Brookes (www.lukebrookes.com), slide 8
Gillian Levine (dribbble.com/gillianlevine), slides 10, 11

Ludography

DEPRESSION QUEST (The Quinnspiracy 2013, O: Zoë Quinn, Patrick 
Lindsey) 
INKUBUS (Dreaming Methods 2014, O: Andy Campbell, Christine 
Wilks) 
WALLPAPER (Dreaming Methods 2015, O: Andy Campbell, Judi
Alston)
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