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This qualitative study used semi-structured interviews. Four focus
group interviews were conducted with 23 young adults aged between
18 and 25 years. The qualitative data were analyzed using Colaizzi's
phenomenological methodology.
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Experience with previous weight control methods
Three major factors were found to influence
young adults’ preference for virtual reality
exergames in weight control settings: individual Individual factors
factors, social or environmental factors and Attitudes toward personal BMI
expectations of virtual reality exergames. Preference of exercise type
Individual factors included experience with
previous weight control methods, previous
experience with virtual reality, psychological Social definition of beauty
status, attitudes toward personal BMI, preference Social or environmental factors Weather or public health event
for exercise type, and acceptance of virtual
reality exergames. Social or environmental
factors included social definiton of beauty, Cost of the device
weather or public health events, and knowledge Fun of virtual reality exergames
of virtual reality provided. Expectations of virtual
reality exergames included cost of the device,
the fun of virtual reality exergames, supervision, Expectations of virtual reality exergames Modality of virtual reality exergames
modality of virtual reality exergames, feedback Feedback after exercise
after exercise, convenience to use, and weight
loss effect.
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CONCLUSIONS

Young adults take various factors into account when deciding whether to use virtual reality exergames for weight control. These factors
can inform the development and further refinement of devices, guides, and policies related to virtual reality exergames for controlling
weight.




