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"E-WAFE"

A Full Body Embodied Social Exergame

Alexandra Kalaitzidou, Nathalie Senechal and Paschalis Dimitriou
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Conclusion

“E-WAFE" is an immersive, longtime engaging gamification of exerci)
with social interaction, utilising new technologies and motivating people
to exercise for physiological health as well as connecting people by
indulging in social play.
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