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Game: Leela 
 
An interesting, but ineffective implementation of spirituality. 

 

Deepak Chopra’s Leela aims to have players tap into his brand of New Age spirituality, 

exploring the different chakras of the body. However, if the purpose of the game is to 

become more aware of your body, I cannot see why this is much different from an 

exercise program. Similarly, if the game’s purpose was to educate the player on the core 

aspects of Chopra’s spiritual discipline, then it falls flat. I did not understand the purpose 

of each of the chakras, nor did I understand why I was doing such activities. Without that 

framework, this game more analogous to a mini-game collection such as 

Nintendo’s “Wario Ware” or countless exercise programs. Leela is a game that tries to 

bring spirituality into video games, but I didn’t seem to come away with anything. 

 

Leela is a gesture-based game that can be played on the Xbox 360 Kinect and the 

Nintendo Wii. I was unable to play the game, so I watched a video detailing the different 

aspects of the game. There are seven categories of mini games, which correspond to the 

seven different chakras. Each chakra has a minigame attached to it that highlights a 

particular body part. For example, the root chakra, which is located in the lower torso, 

has the player tilt their body to spin a rotating object. Inside this object are orbs of light, 

which slowly come to the surface. Each orb ha a specific color, which corresponds to 

a rain cloud with the same color that orbits the platform. When the orbs breach the 

surface and the proper raincloud is over the orb, it sprouts. The aesthetics of this game are 

interesting. However, the interests stop there. 

 

The main issue that I saw while watching Leela was that there wasn’t a clear win state. 

You could play an activity until you get tired it. The tension between the player and the 

environment is light, which is indeed consistent with the overall theme of relaxation and 

mediation, but as a game that someone would want to play, it lacks substance. For 

example, in another game corresponding to the heart chakra (upper chest), you were 

trolling the trajectory of a ball that slowly was affected by gravity. There are gusts of 

wind that blow the ball either up or down, depending on the direction of the arrow. While 
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watching the play-through, I expected the “level” to end while the player reaches the top, 

much like in many games, but instead the game kept going. In fact, the ball actually 

“landed” on the ceiling, and the player would now have to work their way down the area 

rather than up. Overall, this particular minigame was an exercise in patience that 

wasn’t fairly rewarded. 

 

Many of the other mini games are like this, which different foci depending on the nature 

of the featured chakra. However, regardless of the type of the chakra, the games have the 

same basic play flow, which ends up getting repetitive. In the end, I didn’t come away 

enjoying the process of chakra-based meditation, nor even understand the basic tenets of 

the process in a intellectual way. I got the sense of going through the motions without 

knowing what’s going on. 

 


