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Why Do We Need A New Approach to Motivating
Public Physical Activity (PA)?

3 Vitality Glow: Transferring PA Effort into Urban Art to Motivate the Public
(Taking Eindhoven Glow as a medium to apply our approach in the public space)

The Netherlands Light Map and Current Eindhoven Glow Model
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PA data as a design material
Presenting PA data artistically

Regular PA is a promising avenue for tackling
the global physical inactivity pandemic,
which will directly contribute to achieving
many 2030 Sustainable Development Goals
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The majority of existing PA-related apps
use a monitoring strategy based on charts,
graphs and statistical reports potentially
harming motivation, and self-integrity.

formulated by the UNGA[1].
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Socially Engaged Urban Art, an art medium,
contribute to creating social change
through collaboration with individuals,

communities, and institutions in the
creation of participatory urban art.

Increasing physical activity requires a systems
-based approach and collaboration involving
government and key stakeholders across
multiple sectos including health, sports, urban
design, academia, civil society, etc[1].

New Approach: Applying Gamification Elements
in Urban Environment to Motivate PA
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Gamification refers to the use of game elements in nongame contexts, which is a
promising avenue motivating PA through digital interfaces, such as the display and phone.
Adopting gamification elements, our approach extends the gamification from digital
screen for individuals to the city surface as a tangible interface to motivate the public.
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Glow is an annual light festival in
Eindhoven, attracting more than

half a million visitors each year.
Artists and organzation

Vitality Glow Service system Map
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: [ 1]Global action plan on physical activity 2018 — 2030: more active people for a healthier world. Geneva: World Health
‘Organization; 2018. Licence: CC BY-NC-SA 3.0 IGO.
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Exercise for personal or group art - =
with our platfo Vitality Glow Art In the
Urban Environment

Future Work

Develop the digital platform with PhD in Industrial Engineering and Innovation Sciences.

Organize workshops to co-design the light art using PA data as a design material with designers and light artists.

Conduct a preliminary user study to test the visualization of PA data and the prototype of the Vitality Glow platform for further iteration.
Conduct an in-the-wild study with the Eindhoven Glow Festival to evaluate the effect of this approach on motivating PA.
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