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Rationale 

• The world around us is changing fast.  

• Challenges – Health-Societal-Economic 

 

 

• How can we stay healthy?  

• How can we keep vitality in our ageing population?  

• How can we make our mobility more sustainable and 

efficient?  

 

 

• These are the kinds of challenges that compel us to 

be creative and effective. 



Stedelijke & regionale ontwikkeling – Toerisme, recreatie & cultuurhistorie – Europese projecten & programma’s 4 

“To become a key economic player in the world and create an attractive place 
to work and live, with high levels of innovation, sustainability and cohesion”  

 

Interreg IV NWE 

 The EU-project ProFit aims to stimulate innovation and new 
business creation by developing a network of FieldLabs in public 

areas for societal and health benefits.  





Outline of activities 
Assessing user needs: In five  cities, IPAQ, 

QOLI – Baseline, demographics for 
competition and impact. 

 

Co-creation: developing products, services, 
prototypes, events, evaluation and 
feedback 

 

Acquiring data (gamification and monitoring): 
movement patterns, usage patterns, 
Physical Activity Data 

 

Achieve network of cities designed to move, 
community engagement, place 
management. 





Location 
Innovating for Health and Wellbeing 



Innovating for Health and Wellbeing 



Co Creation - Consultation 



Product Development - Competition 
 OptiTrainer Running 

electronic pacing system with 
LED’s along a track. 

Cone 2020 
Electronic ball trainer 

 Innovative 
throw and catch sports 

game 



International Competition 
Yalp Memo 

Improve PA & Social Inclusion 

• Usage over time 

compared to weather 

and events 

• Monitoring devise 

testing 

• Observation - Parent 

Interaction and 

Physical Activity 

• Product 

Development  

• Child Led PA (impact 

of no instructions) 

Testing 





Monitoring Resources 

FieldLabs faciliate real time provision of 
quantitative and qualitative data on user 
experiences within the public play area. 

  

Data is generated by fixed and mobile 
monitoring systems capturing information 
on users’ movement and interaction with 
the equipment and each other. 

 

Monitoring software developed to allow 
user feedback. 

• Ipad  
• Performa Sports App 
• Observation template 
• Validated questionnaires 
• Bioharness, Fitbit and Mobile 

phone; 
• People counter post 
• Yalp Memo data recorder 
• Polar Team App 



Running High Tech Project 

 
• App with profile builder 
• Assigned profile group 
• Personal training schedule 
• Targeted offers 
• Cameras and pillars placed  
• on course 
• Connection feedback to  
    app  
• All user data stored for  
    individual and group  
    comparison 
• City collaborations 
 
 

Fontys – Mobile data pillars categorisation 



Outputs 

• Innovations to help people move 

• New products on the market 

• Return on investment measures  

• Evidence of ‘what works’ 

• Evidence of impact on people’s lives 

• Research Papers and Conferences 

• Further Collaborations – Vital Cities 





Thank You 

Questions 


