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ABSTRACT

Video games are globally ingrained in today’s
society. They entertain, inform us and, broadly,
shape our culture and ways of being. Gamification
is the application of game elements and digital
game design techniques to non-game problems,
such as health and wellbeing, as well as social
impact challenges. Today, the gaming industry is a
$99.3 billion market. More than 1.2 billion people
are playing games worldwide and 27% of players
are under 18 years old. Researchers are con-
cerned about the impact of video gaming on
youth. A vast body of work on the effects of video
games focuses on its negative impact, describing
potential harm related to aggression, addiction,
and depression, as well as the promotion of stere-
otypes (violence sexism, racism, and ableism). At
the same time, possible benefits of playing video
games has been identified (promoting better
attention, memory, problem solving skills). Evi-
dence suggests gamification can have a positive
impact for health and wellbeing related interven-

tions. This talk presents a review of mental illness
messages, especially how psychosis is represent-
ed, in the video games available on the market;
the integration of empirical knowledge into the
creation of two new serious mental health related
games (a psycho-educational and a commercial
video game); and an evaluation of their impact.
Serious video games are created to train and
educate players, and are recognized as having the
potential to change stereotypes and share
knowledge.

OBJECTIVES

At the end of this presentation, participants will:

1.  Increase knowledge on the use of video
games and gamification strategies related to
the health field, in general, and mental
health in particular.

2. Gain critical knowledge on how video games
shape health-related messages and benefits
as well as ethical issues related to play video

games and the use of gamification strate-
gies.

3. Advance understanding of gamification
strategies and evaluation processes —both
qualitative and quantitative.

4. Assess the impact, efficacy, and social value
of two mental health-related video games.
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