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Introduction

Nowadays, technologies rises new challenges to the society, more specifically on social relationships and in the way to
communicate (1). Being online is the fastest way to communicate and interact with each other. However this could be a
threat to human relationships (2). Therefore, it seems to exist a greater superficiality in relationships, leading to less
cohesive and intimate relationships (3). The children and adolescents contact with technology can bring different
consequences, taking into account time management and use. Being online can not be the only activity for children and
adolescents because of the risk of developing a online addiction (1, 4). The game use is a useful tool on health education,
using the playful side of the game, and thus contribute to increase the knowledge area and promote behaviour change
(5). The use of game strategies to be applied in other domains, such as education, training, therapeutic intervention,
among others, is called gamification. The gamification it is a way to promote a psychological experience and a behavioral
outcome, using game design. So, the aim of this study is to use the gamification strategies for the creation of a game in
the field of the promotion of the healthy online behavior.

Method

After formal contact to public and private schools to formalize the authorization and request informed consent, focus
groups were conducted with children aged between 5 and 14 years to testing the game. At the 1º moment a total of 405
children (M=7.7; DP=1.1) in 21 different classes were interviewed for 1 hour to create the game. At the 2º moment a total
of 613 (M=8.3; DP=2.0) in 26 diferente classes play a prototype of the game. The children all had internet access, 29% uses
tablet, 20% uses smartphone, 20% uses game console, 18% uses smartphone and tablet, and 13% uses smartphone, o
tablet and game console. On the interviews, a board game was used, which allowed the child to live an adventure, with
different challenges. They could position themselves on the risks and online potentialities and add some contributes to
improve the game.

Results and Conclusions

The game is an activity of the living being, to
have fun and to organize before activities that will
happen in the future. The game is currently in the
life of the subjects of all ages, that through the
accomplishment of a goal leads to a feeling of
pleasure, combining with the fun.

The children’s adherence was total, which
proves that appealing to their imagination results
as an effective strategy to evaluate their behavior,
attitudes and beliefs, in relation to the online
world. Most children have access to mobile
devices with internet access and games,
multimedia and social medias without parental
supervision, which reinforces the need of this tool.
The preliminary data from this action research
project contribute to the characterization of
online behavior in a sample of children and alert
to the need for investment in online health
behavior promotion.
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