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Resumen

El sedentarismo se ha convertido en una preocupacion grave en el siglo
XXI, ya que indica que las personas pasan mas tiempo usando la tecnologia
que participando en actividades fisicas al aire libre. Esta tendencia, segun el
FAO en 2023, ha contribuido al aumento de la obesidad infantil en los ulti-
mos anos, destacando a Ecuador como el pais con la mayor incidencia de
este problema en comparacion con otros paises de Sudamérica. Dentro de
este contexto se podria aportar de manera significativa a esta problematica,
a traves del diseno de productos que estimulen la actividad fisica infantil,
mediante la combinacion de principios de diseno emocional, gamificacion
y varios mas. El objetivo era ofrecer una experiencia divertida que motiva-
ra a los ninos a realizar mas ejercicio y evitar el sedentarismo, fomentando
asi habitos saludables desde temprana edad y contribuyendo a combatir la
obesidad infantil para promover el bienestar a largo plazo.

Palabras clave: Obesidad Infantil, Sedentarismo, Gamificacion, actividad fi-
sica, Diseno de productos, entrenamiento

Abstract

Sedentary lifestyle has become a serious concern in the 21st century, as it
indicates that people spend more time using technology than participating
in outdoor physical activities. This trend, according to the FAO in 2023, has
contributed to the increase in childhood obesity in recent years, highlighting
Ecuador as the country with the highest incidence of this problem compared
to other countries. from Southamerica. Within this context, a significant con-
tribution could be made to this problem, through the design of products that
stimulate children's physical activity, through the combination of principles
of emotional design, gamification and several more. The goal was to offer a
fun experience that would motivate children to exercise more and avoid a
sedentary lifestyle, thus promoting healthy habits from an early age and hel-
ping to combat childhood obesity to promote long-term well-being.

Keywords: Childhood Obesity, Sedentary lifestyle, Gamification, physical ac-
tivity, Product design, training



