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Evaluating the Effect of Social Interaction in a Pervasive Game
to Promote Physical Activity of Older Adults
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Abstract: Pervasive games incorporate elements from the real world into their gameplay, creating more
engaging experiences that can be used to stimulate positive behaviour. In this paper, we describe the evalua-
tion of a pervasive game that used social interaction as a design element to promote physical activity among
older adults. We used two variations of the game, one with social interaction (intervention) and another
without it (control). We observed a larger positive effect on levels of physical activity at the intervention
group, suggesting a positive influence of social interaction to stimulate physical activity.
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