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Title: User-centered and evidence-based development and evaluation of a social inclusive immersive 

Virtual-reality exergame to promote physical activity 

Target group: people with sedentary lifestyle 

Main aim: to increase the physical exercise levels 

Physical inactivity particularly is threat during pandemic COVID19 conditions (limited opportunity to 

go to gym, rehabilitation centres, long waiting times to specialists) and as well as for people who are 

living in sparsely populated areas. (Here we can move part of the existing situation). 

This fact points to the urgent necessity to find new solution for qualitative physical activities in remote 

conditions. Existing solutions of VR for physical activities is not providing element of socializing during 

the physical remote exercises. Socializing is a significant element for human well-being. Pre- study 

research survey (during pandemic COVID19 in Latvia) of understanding well- being shows that these 

are main activities that would enhance well-being: social activities (76.3%), outdoor activities (59.1%), 

education (47.3%), physical indoor activities (39.8%) and health assistance (34.4%). We can assume 

that VR solution for indoor physical activities with socializing elements could increase users of indoor 

physical activities. 

Our offered solution focuses on the prevention of the above stated medical and mental conditions by 

means of VR platform to increase physical activity level and to increase socialization in the population 

with sedentary lifestyle. The platform provides the unique and holistic approach to the physical and 

mental aspects possible to realize in remote conditions. Only technological approach can ensure 

patient centered approach based on objective data from the wearable sensors. 

Objectives: 

1.  To develop a socially inclusive VR solution for patients with sedentary lifestyle which allows them 

to perform individualized physical exercises in line with clinical guidelines; 

2. To validate the prototype by assessing the biomechanical and physiological parameters in four 

different countries using different experimental set-up; 

3. To explore the acceptability, usability of the VR solution (mixed methods);  

4. To assess the impact of using the VR solution: studies before and after physical exercise. 


