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Brief Statement of Research on Computing and Mental Health

Regan Mandryk is a Professor of Computer Science in the area of Human-Computer Interaction.

Her work on digital mental health technologies addresses:

e How digital games can assist with assessment of mental health issues (including depression, anxiety, and bipolar affective
disorders), both through custom-designed games with embedded assessments, and through the innovation of novel game-
based digital biomarkers gathered from natural play of commercial off-the-shelf games.

e How playing games can facilitate social connectedness, combat loneliness, and how relationships enacted through online social
game play can contribute to well-being.

e How we can leverage game mechanics to improve adherence in digital mental health treatments, both by increasing intrinsic
motivation and identified regulation.

e How we can leverage augmented reality technologies to help people manage their social anxiety in-the-wild.

e How neurofeedback games can help children with fetal alcohol spectrum disorder learn to self-regulate attention.

e How we can use virtual reality games to develop and test translational models of stress and bipolar affective disorders in both
rats and humans.

Her 2018 E.W.R. Steacie Fellowship—given to 6 scientists in Canada each year—has provided her with two years of full teaching and
administrative relief, and accompanying research funds, to create game-based digital biomarkers for depression.
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