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Due to the engaging digital revolution, adolescents interact 
with electronic screens more often, while on the other hand 
their physical well-being keeps decreasing. 
Move on stimulates them to be more physically active by 
means of gamification.

The Move on enables the user to actually be rewarded 
for his/her physical activity instead of only keeping track 
of it. This rewarding feature is the core value of the Move 
on. When starting the activity, integrated accelerometers, 
gyroscopes, and heartbeat sensor makes sure that the 
movement will be registered. When the activity is finished, 
the user’s motions will be combined in the master device 
and transferred to the smartphone app. The app makes 
sure the users data will be analysed and motions will be 
recognized by machine learning. Next, the data will be 
categorized into specific movements, forces and energy 
consumption. These variables can therefore be converted 
to any desired gaming console and enables for achieving 
specific new rewards.  
Thus, the user will obtain online rewards, by offline effort. 
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