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1. An introduction to Gamification 

 

“Gamification” is placed at the heart of the Health Points learning design.  

Gamification is defined as the application of typical elements of game-playing (rules of play, point 

scoring, and competition with others) to other areas of activity, specifically to engage users in problem 

solving1. It has been used in marketing, but also has applications in education.  

According to Karl M. Kapp, one of the leading researchers in this field, "Gamification is using game-

based mechanics, aesthetics and game thinking to engage people, motivate action, promote learning 

and solve problems"2. It is applying game elements such as fun, feedback, storytelling, rewards or 

competition to non-game contexts, as in our case related to the health literacy of young people. 

Furthermore, a recent academic study of a collection of research (Hamari et al, 2014) concluded that a 

majority of studies on gamification found that it has positive effects on individuals.3  

Gamification fosters intrinsic motivation through what the Hungarian psychologist Csíkszentmihályi 

describes as "Flow": the sensation we experience when our skills perfectly match the challenge we are 

facing, when we forget about time and space around us and enter a special state of high intrinsic 

motivation; just because we enjoy the task and feel competent at what we are doing.4  

The interplay between the extrinsic forces acting on persons and the intrinsic motives and needs 

inherent in human nature and the roles of intrinsic and types of extrinsic motivation in cognitive, 

personal and social development is the territory of Self-Determination Theory, initially developed by 

Deci and Ryan.5 People are often moved by external factors such as reward systems, grades, evaluations, 

or the opinions they fear others might have of them. Yet, just as frequently, people are motivated from 

within, by interests, curiosity, care or abiding values.  

So, gamified educational approaches have considerable educational potential to raise attainment and 

engagement from learners, in particular young people with a rather low level of education: e.g. the Bill 

and Melinda Gates Foundation has set up a school (Quest to Learn) centred on game-based learning, 

with the intent to make education more engaging and relevant to modern young people. Gamification 

makes learning more active, interactive, fun and memorable. In some cases gamification includes the 
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use of badges – think scouting merit badges in digital form – to promote learning and recognize 

competencies (e.g., Khan Academy has a badging system). 

In the Health Points Programme we want to use these insights, and incorporate gamification elements, 

enabling self-paced learning in some areas that way, following a not unduly moralising or patronising 

but rather empowering and facilitating approach- one we call ‘journey and discovery’ - including a 

feedback and reward system 

 

2. An introduction to Health Points 

There is a strong link between adult education and health and well being; learning can provide a healthy 

lifestyle, develop health literacy and foster personal well-being and overall happiness (EPALE, 2016). At 

the same time, published studies at the European level highlight that health literacy itself is a relatively 

new concept in Europe – and that there is a crucial need to improve health literacy among young adults.  

This is particularly the case for those with lower educational attainment, from BAME/migrant 

backgrounds and from communities facing socio-economic factors of disadvantage (e.g. Quenzel et al, 

2015; Perry, 2014).  

A lack of health literacy can be an important, yet hidden barrier to employment. Many young adults in 

Europe are not aware of how an unhealthy lifestyle has direct influence on their life and career 

prospects or, in the long run, how it can be detrimental to their ability to work. In the UK, the National 

Mental Health Development Unit (2010) briefing ‘Employment and mental health’ highlights that 

unemployment at all ages is known to be detrimental for mental health - the longer people are out of 

work the harder they find it to return and the greater the impact on their health and well-being. It also 

states that evidence is now clear that good health improves an individual’s chances of finding and 

staying in work, of enjoying the consequent financial and social advantages and wider social well-being. 

Furthermore, while young adults are thought of as being healthy, they can face not only health 

challenges associated with being younger but also many serious diseases in later life have their roots in 

youth, such as cardio-vascular diseases, diabetes and other chronic conditions, which are caused by 

unhealthy behaviour such as smoking, poor eating, substance abuse, lack of physical exercise (WHO 

2013).  
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Young people living in vulnerable circumstances with socio-economically disadvantages and/or 

migration backgrounds often lack a healthy lifestyle due to the absence of positive role models within 

their intimate social or family environment. Educational interventions can play a central role in 

promoting and strengthening health literacy (World Heath Organisation, 2013). However, for many 

disadvantaged young adults there are few opportunities to develop health literacy through health 

education. In many community-based and non-formal adult education contexts which provide 

innovative learning opportunities, many tutors have a lack of expertise and/or a lack of relevant health 

literacy resources with which to support disadvantaged learners in their programmes.  As set out 

throughout this application, the need to adopt measures to address health literacy for young adults is 

highly relevant to each of the partners’ operating contexts, their trainers, their learner target groups and 

local policies. 

Therefore, the overall aim of Health Points is to introduce and integrate health literacy for young adults 

from disadvantaged backgrounds, by providing an attractive, interactive lesson-based learning strategy. 

It addresses trainers and educators that work with disadvantaged young adults in a range of community-

based, adult education, formal and non-formal learning contexts. 

Its specific objectives are to: 

 Develop a lesson based approach to provide an attractive access to information on health 

prevention and education for young disadvantaged adults. The project will fully incorporate 

gender and cultural dimensions in health, and will also include learning elements to foster key 

competences, such as ICT skills, reading and writing, social and civic competences.  

 Equip trainers, educators with an innovative tool to promote awareness for and provide 

information on health related topics in their training or in any other context or initiative 

addressing young disadvantaged people. 
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3. The Health Points Lesson Platform 

 

The Health Points platform is a fully responsive web-based platform suitable for every device and 

screen size. The platform is designed to incorporate a set of learning lessons. It has to be easy to use for 

trainers and learners without too much time and capability needed for getting familiar with the 

structure and preparing educational interventions.  

The IO3 Learning Lesson is based on Moodle, which allows for the design and hosting of interactive 

lesson technology to a great degree of diversity and digital design flexibility.  

The intellectual output lead for IO3 Learning Lesson, opted to utilise a mixture of technologies such as 

Moodle, h5P and Ranking and customization of the moodle interface that will provide a more diverse 

and digitally flexible website, which allows for the design and hosting of interactive lesson technology.  

In accordance with the modular training design the lesson section of the platform is structured around 

the following five subject areas: 

 

Figure 1: Modules in Health Points 
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The Health points platform may be used by trainers and students with similar but also different 

functionalities in each case. The status of each user is defined by his or her login details.  

a. Access the health point platform 

Enter or copy paste on your browser the HealthPoints platform url: 

http://hplesson.projectsgallery.eu/ 

A note on terminology 

The platform consists of five Modules. Each Module consists of several lessons. 

 

 

Modules Lessons 

Module 1: Being aware of the concept of good 

health and healthy living 

1.1.: Introduction: What do "being healthy" and 

"health" actually mean?  

1.1.: Play the game with Find the hotspots 

Interactive  

1.1.: Play the game with drag the words Interactive  

1.2: Factors Influencing our health Interactive  

1.3: Lifestyle and Health Behaviour 

Module 2: Taking care of your physical health and 

well-being  

2.1. Knowing the benefits of sufficient physical 

activities Interactive 

Learn More on Benefits of Functional Training  

Learn More on Negative Impact on Sleeping 

URLNot completed: Learn More on Negative 

http://hpgame.projectsgallery.eu/
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Modules Lessons 

Impact on Sleeping 

Learn More on Improve Joint Pain URLNot 

completed: Learn More on Improve Joint Pain 

2.2 Taking part in physical activities Interactive 

Content 

Building a budget friendly gym Assignment 

2.3 The importance of healthy nutrition Interactive 

Content 

2.4 Nutrition and healthy lifestyles Interactive 

Content 

2.5 Sleep Interactive Content 

2.6 Sexual Integrity 

Module 3: Taking care of your mental well-being 3.1 Understanding and managing stress Interactive  

Additional Material 3.1 Stress FolderNot 

completed:  

3.2 Being able to apply prevention measures in 

order to avoid circles of negative thoughts  

3.3. Identify and assess resources for mental well-

being Interactive  

3.4 Healthy relationships in a modern world 

Interactive Content 

Module 4: Understanding mechanisms of addiction 4.1 Understanding mechanisms of addiction  
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Modules Lessons 

4.2 Knowing basic facts about relevant addictive 

substances-Drag and drop!  

4.3. Be aware of media addiction risks  

4.4 Understanding the benefits of living without 

being addicted  

4.5 Understanding ways of preventing and 

managing addictions  

4.5 Understanding ways of preventing and 

managing addictions Assignment 

Module 5: Health Support Services 5.1 Is it an emergency? 

5.2 Knowing where to seek support and guidance 

for health issues  

Table 1: Modules and lessons 

 

The following two sections present differently the functionality of the platform 

depending on your own role ie a student or a teacher 
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Use of the Health Points platform by 

students 
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In order to access the platform, please follow the above steps 

b. Entering the platform: Three main steps 

1st Step 

Enter or copy paste on your browser the HealthPoints platform url: 

http://hplesson.projectsgallery.eu/ 

 

You will be navigated to platform’s home page 

 

 

Figure 2: Home Page of Health Points 

 

Request to log in (red button, upper right corner of the screen) 

http://hpgame.projectsgallery.eu/
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2nd step 

Use the credentials provided by the administrator 

 

Figure 3: Health Points Log In Page 

And press log in 

3rd step 

You would be registered at your account. On the right hand corner you would be able to see your profile 
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Figure 4: Home page after login 

You can access your profile from the user menu top right. It's where you see your name and an arrow. 

Click there (1) to open up the menu (2) Clicking the Profile link will then display other options, such as a 

list of your courses, any forum and blog entries and a link to edit your profile (3). 

 

c. The main screen of the platform 

Messages and Notifications 

Your site can alert you when you have new messages from your teacher and other participants. You can 

receive alerts about new forum posts or graded assignments and more. 

 

Figure 5: Messages and notifications 

Messages and 

Notifications 
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Your dashboard 

Every user has their own dashboard which they can customize.  

 

Figure 6: Dashboard 

Your trainer will have already enrolled you to specific modules which you will be able to see at the main 

screen or under MyCourses on the right hand side.  
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If you have already started some of the modules you will see the percentage of completion on the left 

hand side of the screen 

 

Figure 7: Course overview 

At the right hand side, you can find Navigation panel. From that you can redirect back at Homepage or 

choose another Module to continue with your training. 
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d. Selecting a Module 

You can now select a Module by clicking on it. 

In this example L1: Being aware of the concept of good health and healthy living is selected. 

 

Figure 8: Selecting a Module 

Enter the appropriate course and select the lesson(s) you want to access.  

 

Figure 9: Selecting a lesson 
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e. Moving around 

In any stage you might be, the main ribbon will be always visible.  

At this ribbon you can find you way to Home page, your Dashboard, the Events you are enrolled 

(Calendar page will be displayed) and all the courses that you are already enrolled in. 

Moreover you can hide the right information bar (Hide block button) and change the view from Full 

screen to Standard view. 

 

Figure 10: Main ribbon 

 

You can navigate among Modules by using the right hand bar or the tab from upper ribbon  

 

Figure 11: Selecting course 
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Moving around in a lesson 

When you are playing a lesson at the platform, you can navigate among different stages by using the 

small left-right arrows at the bottom of every slide 

 

Figure 12: Moving around in a lesson 

If you want to change lesson or even Module, you can select the one you desire, from the right handed 

information bar 

 

Figure 13: Changing lesson 
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f. The philosophy of the Modules 

Every Module contains a number of activities. Those activities may come in different forms. The table 

below depicts the different activity formats that have been used in Health Point platform lessons. 

 

Activity format Activity Name/function Activity type 

H5P Fill in the blanks Lesson 

Single choice Lesson 

Multiple choice Lesson 

True/False question Lesson 

Drag and Drop Lesson 

Drag text Lesson 

Mark the words Lesson 

Interactive video Lesson 

URL Further reading Link to electronic material for 

further development of the 

student 

Assignment Written assignment in various 

formats (ppt,word etc) 

Upload files by pupils 

Folder Further reading Files in various formats (ppt, 

word etc) for further 

development of the student 

Table 2: Different formats of activities 
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Single choice 

In this lesson students are called to choose the right answer among a number of statements. There is 

only one correct answer.

 

Figure 14: Single choice lesson 

Multiple choice 

In this lesson students are called to choose right answers among a number of statements. There are 

more than one correct answers. 

 

Figure 15: Multiple choice lesson 
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True/False question 

In this lesson students are called to choose the True statement between two possible answers. 

 

Figure 16: True/False question lesson 

Drag and Drop 

In this lesson the students are called to drag and drop the right block –might be a picture or a text-to the 

correct dropping zone. Dropping zone are marked and are right answers among a number of 

statements. There are more than one correct answers. 
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Figure 17: Drag and Drop lesson 

Drag text 

In this lesson the students are called to drag and drop the word(s) -to the correct dropping zone, in 

order the sentence to be correct. Dropping zone are marked in blue highlight colour. 

 

Figure 18: Drag text lesson 

Then by pressing the Check button the learner can see how well he/she did.  

Mark the words 

In this lesson the students are called to select the appropriate words of a provided text, based on the 

explanatory text provided. 
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Figure 19: Mark the words lesson 

Then by pressing the Check button the learner can see how well he/she did.  

Interactive video 

In this lesson students are watching a video, providing them with information over a topic. At certain 

points, the video pauses and a short single choice question appears on the screen. 

 

Figure 20: Interactive video lesson 
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g. Understanding marking  

• Every Module has 250 points in total. Those points are equally distributed among the 

activities. 

• Every lesson has its own Gradebook which can record scores from all types of activities. It is 

also possible to import and export grades. 

• In order for a lesson to be completed, the student must complete all the activities that 

consist that lesson.  

• Students can check their progress from main page on their account 

From Home menu, click on a particular Module 

 

Figure 21: Home page 

From navigation menu click on ‘Grades’ tab 



 

28 | P a g e  
 

 

Figure 22: Module tab and Navigation menu 

For every Lesson of the particular Module, a student can overview his/her grades, percentage and 

feedback (in case of assignments) 

 

Figure 23: grade overview page  
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Use of the Health Points platform by 

trainers 
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1. Trainers 

The philosophy of the lesson is the same for trainers. There is however additional functionality that is 

summarized in the sections below 

a. Entering the platform 

1st Step 

Enter or copy paste on your browser the HealthPoints platform url: 

http://hplesson.projectsgallery.eu/ 

 

You will be navigated to platform’s home page 

 

 

Figure 24: Home page 

Request to log in (red button, upper right corner of the screen) 

http://hpgame.projectsgallery.eu/
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2nd step 

Use the credentials provided by the administrator 

 

Figure 25: Log in page 

And press log in 

 

3rd step 

You would be registered at your account. On the right hand corner you would be able to see your profile 
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Figure 26: Main page 

You can access your profile from the user menu top right. It's where you see your name and an arrow. 

Click there (1) to open up the menu (2) Clicking the Profile link will then display other options, such as a 

list of your courses, any forum and blog entries and a link to edit your profile (3). 

b. The main screen of the platform 

Messages and Notifications 

Your site can alert you when you have new messages from your trainer and other participants. You can 

receive alerts about new forum posts or graded assignments and more. 

 

Figure 27: Main ribbon 

 



 

33 | P a g e  
 

Your dashboard 

Every user has their own dashboard which they can customise.  

 

Figure 28: Dashboard 

 

The administrator will have already enrolled you to specific modules which you will be able to see at the 

main screen or under MyCourses on the right hand side.  

If you have already started some of the modules you will see the percentage of completion on the left 

hand side of the screen 
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Figure 29: Course view 

At the right hand side, you can find Navigation panel. From that you can redirected back at Homepage 

or choose another Module to continue with your training. 

 

c. Selecting a Module 

You can now select a Module by clicking on it. 

In this example L1: Being aware of the concept of good health and healthy living it is selected. 
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Figure 30: Module overview 

Enter the appropriate course and select the lesson(s) you want to access.  

 

 

Figure 31: Lessons of a certain Module 
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d. Moving around 

In any stage you might be, the main ribbon will be always visible. 

 

Figure 32: Moving around 

At this ribbon you can find you way to Home page, your Dashboard, the Events you are enrolled 

(Calendar page will be displayed) and all the courses that you are already enrolled in. 

Moreover you can hide the right information bar (Hide blocks button) and change the view from Full 

screen to Standard view. 

 

Figure 33: Selecting Modules 

You can navigate among Modules by using the right hand bar or the tab from upper ribbon  
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Figure 34: Changing Module 

 

e. The philosophy of the Modules 

 

Every Module contains a number of activities. Those activities may come in different forms. The table 

below depicts the different activity formats that have been used in Health Point platform lessons. 

Activity format Activity Name/function Activity type 

H5P Fill in the blanks Lesson 

Single choice Lesson 

Multiple choice Lesson 

True/False question Lesson 

Drag and Drop Lesson 
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Drag text Lesson 

Mark the words Lesson 

Interactive video Lesson 

URL Further reading Link to electronic material for 

further development of the 

student 

Assignment Written assignment in various 

formats (ppt,word etc) 

Upload files by pupils 

Folder Further reading Files in various formats 

(ppt,word etc) for further 

development of the student 

Table 3: Activity format and type 

f. Course enrolment 

Before a learner can access your course, they must first create an account 

 

Figure 35: Log in page 
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There are several enrolment methods available to a trainer. The proposed way is click Enrolled users 

from the Users link in the Course administration block. This is the Manual enrolment method.  

 

Figure 36: Administration menu 

Then click Enrolled users to access the participants list. As it was mentioned earlier, at this list you 

will be able to view all learners that have been authenticated by the site administrator. 

 

Figure 37: Selecting users 

By clicking Enrol users you will come to the screen below. Select the user and click again the Enrol 

users button 
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Figure 38: Enrolling users 

By clicking Enrol users button, you will be able to enrol students to this particular Module 

 

 

By clicking Enrol users button a pop-up window appears, providing you the chance of search the 

students you would like to enrol, since the administrator has already authenticated them. 

Therefore, in order your students to have access to the content of 

your choice, you must separately enroll them in every Lesson you 

desire. 
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Figure 39: enrollment rights 

By clicking Show more button, you will be provided the chance to manage enrolment duration 

 

Figure 40: Enrollment options 
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g. Participants tab 

Once you have your students enrolled, you can access relevant features from the right handed 

information bar. 

Clicking on Participants button, you can access participants list on this particular Module. 

 

Figure 41: Participants tab 

You can access Module’s blogs, Notes and personal information. 
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Figure 42: Adding notes 

From Notes tab, you can write down notes for any of your participants for this particular course. 
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Figure 43: Notes page 

From you personalized tab, you can view Course details, your role and other personal information. 

 

Figure 44: Personal page 
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h. Understanding marking  

From grades tab you can access student’s grades. 

 

Figure 45: Grades tab 
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Figure 46: Grades overview 

 Every Module has 250 points in total. Those points are equally distributed among the activities. 

 Every lesson has its own Gradebook which can record scores from all types of activities. It is also 

possible to import and export grades. 

 In order for a lesson to be completed, the student must complete all the activities that consist 

that lesson.  

Trainers can overview their students grades, by clicking Grades in Module’s menu 
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Figure 47: Students overview by trainers 

If students have to submit a document in order to complete a lesson, trainers can overview the 

submitted document by clicking on the corresponded button 

 

Figure 48: Assignment tab 
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And then View all the submitted document by clicking the green button 

 

Figure 49: Assignment overview 

For each submitted document they have to grade it by clicking on the green Grade button 

 

Figure 50: Grading assignment  

And by using the appropriate tool they provide feedback on student’s document. Finally, teachers have 

to submit final grade. 
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Figure 51: Correcting tool for assignments  


