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ABSTRACT

Over the last few decades, there has been a rise in the prevalence of overweight and obesity in American 
youths. This chapter describes the rationale for the virtual world features of an ongoing obesity preven-
tion project that engages middle school aged girls in a 3-week summer science enrichment program. The 
Get in the GROOVE! program is designed to promote self-efficacy for healthy behavior change, increase 
health knowledge, facilitate healthy behaviors related to physical activity and nutrition, encourage a 
healthy body image, and promote the development and consolidation of a health self-identity. The vir-
tual world component supplements experiences and reinforces curriculum and concepts learned in the 
physical world component of the program. Preliminary findings suggest that The Get in the GROOVE! 
program is a promising social environment to motivate healthy habits.
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INTRODUCTION

In the United States, more than one-third of all children and adolescents are overweight or obese (Og-
den, Carroll, Kit, & Flegal, 2014). The high prevalence of excess weight in youth is not unique to the 
United States but is also observed in many other countries (Wang & Lim, 2012). This situation is of 
considerable public health concern due to the well-documented health and psychosocial consequences 
associated with excess body weight together with the fact that overweight and obesity during childhood 
is likely to persist into adulthood (Must & Strauss 1999; Thompson et al., 2007; Pulgaron, 2013; Wil-
liams, Mesidor, Winter, Dubbert, & Wyatt, 2015). 

The determinants of excess body weight are multifactorial and overweight and obesity have been 
linked to a number of lifestyle factors. Among children and adolescents, overweight and obesity have 
been associated with the consumption of sugar sweetened beverages, refined grains and high-calorie 
foods, and other poor nutrition choices, physical inactivity, and high levels of sedentary behavior (Bourke, 
Whittaker, & Verma, 2014; Drewnowski, 2004; Maher, Mire, Harrington, Staiano, & Katzmarzyk, 2013; 
Mitchell, Pate, Beets, & Nader, 2013). While data indicate engaging in healthy lifestyle behaviors such as 
improving diet, increasing physical activity, and decreasing sedentary behavior may contribute to a more 
optimal weight status and decreased cardiometabolic risk (Hagobian & Phelan, 2013), most American 
children and adolescents do not meet dietary (Banfield, Liu, Davis, Chang, & Frazier-Wood, 2016) or 
physical activity recommendations (Olvera, Kellam, Menefee, Lee, & Smith, 2010) and spend up to 8 
hours each day in various sedentary pursuits (Tremblay et al., 2011). 

Virtual reality technologies have the potential to improve eating habits, increase physical activity, and 
promote healthy lifestyle choices. In 2010, experts identified several research and education priorities 
to prevent and treat obesity (and its comorbidity, type 2 diabetes) including but not limited to “making 
smarter food choices,” “improving self-efficacy by virtual reality-guided practice of desired behaviors,” 
and “using virtual reality to make behavior change more reinforcing and participatory” (Ershow, Peterson, 
Riley, Rizzo, & Wansink, 2011, p. 217). Virtual technologies, in general, and virtual world technologies, 
in particular, have the potential to augment learning experiences as they can immerse users in social 
learning environments (Johnson & Levine 2008). Additionally, children of all ages enjoy engaging in 
virtual activities, and are, often, familiar with virtual worlds and similar technologies (Coles, Strickland, 
Padgett, & Bellmoff, 2007; Prensky, 2001). 

This chapter describes the rationale for the virtual world features of our ongoing obesity prevention 
randomized controlled trial, Get in the GROOVE (Girls Realizing Options through OpenSim Virtual 
Experiences)! The project compares two summer science enrichment program curricula that have similar 
health-related content (addressing physical activity and nutrition) but differ in the use of virtual world 
technology to reinforce health science concepts. Get in the GROOVE! was designed to investigate the 
extent to which a 3-Dimensional virtual world environment, explored in the context of a 3-week (90 
contact hours) summer program (at the Patricia and Phillip Frost Museum of Science in Miami and the 
New York Hall of Science in New York), engages and immerses middle school aged girls in a unique 
learning environment that promotes self-efficacy for healthy behavior change, increases health knowledge, 
facilitates healthy behaviors related to physical activity and nutrition, and encourages a healthy, realistic 
body image. The GROOVE Island virtual world component supplements experiences and reinforces 
curriculum and concepts learned in the physical world components of the summer program and extends 
to the social environment of the summer program. GROOVE Island was designed to provide girls with 
opportunities for social support and for learning, modeling and imitation of healthy behaviors, and the 



 

 

19 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/get-in-the-groove/199752

Related Content

A Critical Cultural Reading of "YouTube"
Luc Pauwelsand Patricia Hellriegel (2009). Handbook of Research on Social Software and Developing

Community Ontologies (pp. 381-399).

www.irma-international.org/chapter/critical-cultural-reading-youtube/21384

Embedding the Net: Community Empowerment in the Age of Information
Brian D. Loader, Barry Hagueand Dave Eagle (2000). Community Informatics: Enabling Communities with

Information and Communications Technologies  (pp. 81-102).

www.irma-international.org/chapter/embedding-net-community-empowerment-age/6705

Intelligent Supply Chains and Logistics in the Era of Digital Twins
Damar Aditya, Qori Halimatul Hidayah, Kartini Kartini, Shavi Bansaland Akshat Gaurav (2026).

Revolutionizing Consumer Experience With Digital Twins and the Metaverse (pp. 127-154).

www.irma-international.org/chapter/intelligent-supply-chains-and-logistics-in-the-era-of-digital-twins/403688

Information and Communication Technology (ICT) and Its Mixed Reality in the Learning Sphere:

A South African Perspective
Ntokozo Mthembu (2018). International Journal of Virtual and Augmented Reality (pp. 26-37).

www.irma-international.org/article/information-and-communication-technology-ict-and-its-mixed-reality-in-the-learning-

sphere/214987

Evaluating Computer Games for the Professional Development of Teachers: The Case of

Atlantis Remixed
Hakan Tüzün, Tansel Tepe, Tülay Dargut Güler, Fatih Özerand Volkan Uluçnar (2017). International

Journal of Virtual and Augmented Reality (pp. 60-74).

www.irma-international.org/article/evaluating-computer-games-for-the-professional-development-of-teachers/188481

http://www.igi-global.com/chapter/get-in-the-groove/199752
http://www.irma-international.org/chapter/critical-cultural-reading-youtube/21384
http://www.irma-international.org/chapter/embedding-net-community-empowerment-age/6705
http://www.irma-international.org/chapter/intelligent-supply-chains-and-logistics-in-the-era-of-digital-twins/403688
http://www.irma-international.org/article/information-and-communication-technology-ict-and-its-mixed-reality-in-the-learning-sphere/214987
http://www.irma-international.org/article/information-and-communication-technology-ict-and-its-mixed-reality-in-the-learning-sphere/214987
http://www.irma-international.org/article/evaluating-computer-games-for-the-professional-development-of-teachers/188481

