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Abstract : The current study shows the assessment made by university students of a video game entitled Stigma-Stop where
the characters present different mental disorders. The objective is that players have more real information about mental
disorders and empathize with them and thus reduce stigma. The sample consisted of 169 university students studying degrees
related to education, social care and welfare (i.e., Social Education, Psychology, Early Childhood Education, Special Education,
and Social Work). The participants valued the video game positively, especially in relation to utility, being somewhat lower the
score awarded to the degree of entertainment. They detect the disorders and point out that in many occasions they felt the
same (particularly in the case of depression, being lower in agoraphobia and bipolar disorder, and even lower in the case of
schizophrenia), most students recommend the use of the video game. They emphasize that Stigma-Stop offers intervention
strategies, information regarding the symptomatology and sensitizes against stigma.
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