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Gamification and Interactive Play

Teaching sexual health at a large gay 
festival.
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BACKGROUND/AIMS & METHODS:
www.iustiap18.com
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❖ Sexual health can be dull

❖ Fatigue has set in within target communities

❖ Is there a “fun” way to teach sexual health?

_____________________________________________________________________________________________________________

❖ Gaming strategy used to invite interest

❖ Sexual health education injected into game

❖ Presented “where the market is at”

❖ Feedback was collected by event organisers
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RESULTS: www.iustiap18.com
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• Participants enjoyed the experience

• Found the peer to peer education 
“fun”

• PLWHIV participants felt empowered 
& honoured

• Participants expressed new learning 
of STI vectors and transmission

• Opportunity for additional education -
vaccinations, PrEP, U=U, substance 
use and interactions

• Fun ice breaking game for health 
training

CONCLUSIONS/IMPLICATIONS: www.iustiap18.com
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• Use of gaming works as a “back door 
education opportunity”

• By creating an “experience” rather than a 
“lecture”, people were more open to learning

• “Meeting the market where they are at” 
proved to be high impact and opened 
conversation about healthy behaviours 

• Can be rolled out by trained facilitators, the 
kit is highly transportable

• High possibility for peer to peer education


