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Who am I? 

• Bachelor Pedagogical and Educational Sciences
• Research Master Behavioural Science

• PhD Developmental Psychopathology
• Postdoc GEMH Lab 

Currently
• Assistant Professor Communication Science/HIB
• Co-Director GEMH Lab
• Chief Science Officer BIT Bridges 



Mental and Emotional Problems 
in Youth

WHO, Merikangas et al., JAACAP



Play is crucial for
development

Developmental psychologists such as 
Piaget, Vygotsky, Dewey, Erikson, etc. put a 
lot of emphasis on play in their theories

Through play, children (and adults) learn to:

• Regulate their emotions
• Invent and try out alternative solutions
• Deal with unavoidable failure
• Persevere in the face of failure

Granic, Lobel, Engels (2014). American Psychologist



The power of games 

Games are: 
• Engaging
• Immersive
• Empowering
• Social 
• Emotional



GEMH lab framework

Based on developmental 
psychology, intervention design, 

and design thinking

Scholten, H., & Granic, I. (2019). Journal of Medical Internet Research



“Real science studies and makes 
accessible that knowledge which 

people at that period of history think 
important, and real art transfers this 
truth from the domain of knowledge 

to the domain of feelings."

Leo Tolstoy





For whom are we 
making our 

games and are 
they engaged by 

them? 

Co-design / 
Co-creation



Interdisciplinary 
Science and 

Design 
Collaborators



Engageme
nt

Fun
Scholten, H., & Granic, I. (2019). 

Journal of Medical Internet Research

Iterative science and design cycle





1
4

MindLight

Neurofeedback 3D video 

game to prevent and treat 

anxiety among children 

between 8 and 12 years of 

age through biofeedback 

and exposure





Mindlight: Outcomes & Transfer 
Prevention context

RCT
Non-inferiority Trial

Screening N > 1200
Selected N = 174

Schoneveld et al., 2018; Prevention Science





Impulse control training

Create supportive network of peers

Scientific mechanisms of change

Youths’ needs and wishes

Take social/peer context into account

Just-in-time intervention

Individual approach





Pre-test

Intervention 
period 

4 weeks

Post-test 3 month follow-up

55% female

Average 
age 19

56% low 
education 

level

Study 
design

Scholten et al., 2019; Developmental Psychopathology
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Scholten et al., 2019; 
Developmental Psychopathology



Game 
group

Scholten et al., 2019; Developmental Psychopathology
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Low dose of gaming sessions



PLUGINS

TEMPLATES

TOOLS



Thanks for listening!

www.gemhlab.com
@GEMH_Lab
GEMH sessions

h.scholten@utwente.nl
Hanneke Scholten

Short documentary GEMH Lab: 
https://www.youtube.com/watch?v=nDBrm1qClEU

https://www.youtube.com/watch?v=nDBrm1qClEU



