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Information technology (IT) (…) is "the study, design, 
development, implementation, support or management of 
computer-based information systems, particularly software 
applications and computer hardware." 

Information technologyInformation technology

Information and Communications Technology (…) is an 
umbrella term that includes all technologies for the 
manipulation and communication of information. 

Information communication technologyInformation communication technology

www.wikipedia.org
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• development of sport equipment
• technical training
• membership management for clubs
• promoting events 
• providing access to results
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• Support for sport and physical activity providers and 
professionals

• Facilitating access to offers and facilities
• Motivation and support for becoming and remaining 

physically active 
• The potential of exercise-generating video games

The potential of IT in promoting physical activity
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Support for providers and professionals

• Support for sport instructors
• Support and training for physical activity counsellors
• Exchange platforms for promotion professionals

Support for sport instructors
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Support and training for physical activity counsellors

www.ratzurtat.ch

Support and training for physical activity counsellors

www.ratzurtat.ch
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Exchange platforms for promotion professionals

World Health OrganisationWorld Health Organisation
WHOWHO

www.who.int

Exchange platforms for promotion professionals

www.agitamundo.org

Agita MundoAgita Mundo
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Exchange platforms for promotion professionals

www.globalpa.org.uk

Global Alliance on Global Alliance on 
PhysicalPhysical ActivityActivity

GAPAGAPA

Exchange platforms for promotion professionals

www.ap-pan.org

AsiaAsia PacificPacific
PhysicalPhysical
ActivityActivity

NetworkNetwork
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Exchange platforms for promotion professionals

www.rafapana.org

Red de Red de ActivitadActivitad
FisicaFisica de lasde las

AmericasAmericas

PhysicalPhysical ActivityActivity
NetworkNetwork of of thethe

AmericasAmericas

RAFARAFA--PANAPANA

Exchange platforms for promotion professionals

HEPA EuropeHEPA Europe
European European NetworkNetwork
forfor thethe promotionpromotion

of of healthhealth--
enhancingenhancing

physicalphysical activityactivity

www.euro.who.int/hepa
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Exchange platforms for promotion professionals

www.euro.who.int/hepa

IT IT cancan supportsupport exchangeexchange......

Exchange platforms for promotion professionals

... ... butbut itit cannotcannot replacereplace meetingsmeetings and personal and personal discussiondiscussion
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• Support for sport and physical activity providers and 
professionals

• Facilitating access to offers and facilities
• Motivation and support for becoming and remaining 

physically active 
• The potential of exercise-generating video games

The potential of IT in promoting physical activity

Facilitating access to offers and facilities

• Electronic databases for training and exercise offers 
• Integrated information systems
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Electronic databases for training and exercise offers

www.qualitop.org

The real challenge is not in the information technology, The real challenge is not in the information technology, 
but in keeping the database up to datebut in keeping the database up to date

QualitopQualitop

CertifiedCertified
commercialcommercial

fitnessfitness centrescentres
in in SwitzerlandSwitzerland

Integrated information systems

www.veloland.ch

CyclingCycling inin
SwitzerlandSwitzerland
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The potential of IT in promoting physical activity

Motivation and support for physical activity

• Automated counselling systems 
• Potential of feedback providing systems
• Training diaries and personal coaching
• Integrated systems linking to real life offers
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Automated counselling systems

www.active-online.ch

Potential of feedback providing systems
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Potential of feedback providing systems

Training diaries and personal coaching

www.vicsystem.ch
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Integrated systems linking to real life offers

www.feelok.ch

Feelok

Youth
prevention
progamme

including
physical
activity

and sport

Integrated systems linking to real life offers

www.feelok.ch

Feelok

Physical
activity
module
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Integrated systems linking to real life offers

feelok.ch

Feelok

Sport
presen-

tation
module

Integrated systems linking to real life offers

feelok.ch

Feelok

Sport
club

search
engine
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Sport
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search
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The potential of exercise-generating video games
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Exercise-generating video games - physiological issues

„Conclusions: Playing new generation active computer games
uses significantly more energy than playing sedentary computer
games but not as much energy as playing the sport itself.“

Exercise-generating video games - physiological issues

Alisdair Thin: 
www.gamersizescience.ch
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Exercise-generating video games - physiological issues

Alisdair Thin: 
www.gamersizescience.ch

•• Energy expenditure in conventional eEnergy expenditure in conventional e--games: games: 
1 to 2 METS 1 to 2 METS (1 MET or metabolic equivalent = resting)(1 MET or metabolic equivalent = resting)

•• Energy expenditure in Energy expenditure in ““ExerGamesExerGames”” up to 6 MET ("Cascade"), up to 6 MET ("Cascade"), 
7 MET ("Box the Robot", Dance Games) 7 MET ("Box the Robot", Dance Games) 
or over 10 MET ("Dodge...")or over 10 MET ("Dodge...")

Energy expenditure sufficient for health recommendationsEnergy expenditure sufficient for health recommendations

Very high intensities (10 MET) might raise health Very high intensities (10 MET) might raise health 
screening issuesscreening issues……

• Information technology can help us to do faster and more 
efficiently many of the things we already have been doing

• For motivation and support, there seems to be specific 
potential in feedback providing and in integrated systems

• Exercise-generating video games can be physiologically 
adequate for health and fitness in individuals, participation 
and exercise adherence are important issues

• Be realistic in expectations, particularly if the intervention 
focuses on the individual and not the environment

• IT can support physical activity and sport for all promotion, 
but it cannot replace human interaction and personal 
experiences

ConclusionsConclusions


