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calculated using Tanaka’s formula: 208 - (0.7 x Age) [13]. The target incline was
1dentified using a submaximal exercise test, where the exercise test began at a 0% » "
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Conclusion

Subsequently, the incline was increased by 1% until the THR was achieved. The , , o , , , : : :
treadmill speed was set at 3.5 mph for females and 3.8 mph for males. Participants were Evidence showed that augmented reality (AR) conditions (gamification/social) We tested the ,effeCtS ,Of m?m,erswe teChnOIng on affectlve Yalence’
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Experiment phase: Affective valence was measured with the Feeling Scale (from —5 dissociation (at p < 0.001) relative to control (see Table 1, Figures 1 and 3). lifestyle exercise between VT and RCP across four conditions
to +5) [9], arousal with the FAS (from [ to 6) [19], RPE using the Borg CR10 scale Arousal and RPE did not differ significantly across conditions (see Table 1). (gamification, social, encouragement, control). Our results showed
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S condition was not as effective in eliciting higher affective valence and behaviours and physiological habits in daily life.
pete o w0 s eereie o ek attentional dissociation compared to the other two conditions. This would shed
o | romin | | ssomn | | oomn | light on understanding what specific qualities of immersive technology may
elicit the greatest positive feeling during moderately intense exercise and the Re ferences
Note. FS = Feeling Scale, FAS = Felt Arousal Scale, BS = Borg Scale, AS = Attentional Scale adoption of iImmersive technology 1mn dally life. .
* Feasibility survey only administered once, after all four conditions (and post-trial surveys) have been completed. Link to References
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