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BACKGROUND:

According to WHO, childhood obesity, classified as the epidemic of the 21st century, is
reaching alarming values all over the world.

Mobile technologies, specially smartphones and tablets, are an important part of a children’s
life. Many studies believe that these technologies can be used in a healthy way, helping
children to grow, so caregivers allow its use hoping to help in their kid’s development. With
educational games kids learn better and faster, because they feel motivated.

OBJECTIVES:

The aim of this project is to develop a system composed by a mobile application, that helps
fighting childhood obesity, by monitoring and controlling kids. It should have a user-friendly
layout, and to lead kids, in the age group of 6 to 9, to increase their movement. It’s intended to
develop a structure of control that allows caregivers to see app scores and follow their
commitment. This information determines if the app is helpful to fight childhood obesity and
help them become more active.

METHODOLOGY:

At first, a detailed problem analysis will be performed, followed by a mobile app interface
definition. After this, the app will be developed and tests done to improve the proposed
solution. Then, a selected group of kids will play with the game and the results will be used to

validate this project.

RESULTS AND CONCLUSIONS:

It’s expected that the developed game can help fight this epidemic, and allow kids to improve

their food habits and obtain a healthy lifestyle, specifically in the targeted group.
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