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SPACE MISSION 
SANITAS

Integrating physical activity into the daily 
life of cardiac patients - A persuasive 

game during rehabilitation

7. 8. 9. 10. 11.2. 3. 4. 5. 6.

Repeat phase 2: 
Clapping for 
achievements

Phase 2: 
Clapping for achievements
Start of the rehabilitation training

3. If the majority of the people in 
the team achieved the fuel goal 
they may put their team shuttle 
block on the space shuttle. 

2. The participants all come 
together and check with their 
teammates if they achieved 
their fuel goal.

4. The practitioners initiate an applause 
for the teams who contributed to the 
space mission!

5. The practitioners initiate an 
applause for the new team that 
joined the rehabilitation training this 
week and gives them a shuttle block.

1.

Phase 1: 
Introduction & team forming
Before the first rehabilitation training

1. The new participants in cardiac 
rehabilitation form a team with 
all other new participants. They 
get to know each other, and the 
rehabilitation training starts.

6. The team need to come up 
with a team name and they are 
recommended to make a Whatsapp 
group chat after the training is 
over.

7. The space shuttle stays in the 
sports hall during the rest of 
the training.

Phase 3: 
Selecting a fuel goal
End of the rehabilitation training

8. All participants come together 
and draw a new fuel card. One of 
the drawn cards will be chosen to 
carry out this week.

9. The practitioners remind people to 
take a picture of the chosen fuel goal 
and send it in their Whatsapp group 
chat.

Phase 4: 
Performing fuel goal
Daily life context

10. The team stays in contact to 
perform the fuel gaol this week! 

11. During the week, the fuel goal 
is performed. For example, by 
joining the cycling tour on Thursday 
together.

The game

Space Mission Sanitas is a game where six teams 
are challenged during the cardiac rehabilitation 
period to achieve their weekly fuel goal. This fuel 
goal needs to be reached to provide their space 
shuttle with enough fuel to complete the overall 
mission. 

The fuel goal can be seen as a metaphor for a weekly 
physical activity goal since the goals are related to 
physical exercise they can practice in their daily 
life context. Every week during the training, they 
will evaluate which team has achieved their fuel 
goal and every week they will draw and select a 
new fuel card for the coming week. 

Scan for the introduction 
movie of Space Mission 
Sanitas (Dutch): 

SCENARIO OF USE:

Space Mission Sanitas is a game-based 
health intervention to help cardiac patients 
maintain their physical activity level after 
cardiac rehabilitation. Often people find 
it hard to maintain their physical activity 
level after cardiac rehabilitation. They 
face different barriers that lower their 
motivation, resulting in an unhealthy 
lifestyle with low physical activity.
The target group for this project were 
participants that rehabilitated at Capri 
cardiac rehabilitation. The people that 
come to the rehabilitation training are 
often open to a lifestyle change but need 

guidance on how to achieve this. A part 
of the participants are people with a low 
socioeconomy position(SEP), for them, it 
is even harder to maintain their physical 
activity after rehabilitation. When 
designing the game, the barriers of people 
with a low SEP were considered.
To integrate physical activity into the 
daily life of cardiac patients, this game-
based health intervention is designed 
and tested. The game is a tool to motivate 
physical behaviour in the gamified world, 
so that the experienced physical activity 
for the game will motivate people to 

perform this behaviour in the real world. 
The evaluation cycle of one week, showed 
that the game had a positive effect 
on people their sense of competence, 
relatedness, and autonomy. This suggests 
that the game has a promising effect on 
the maintenance of physical activity after 
rehabilitation. In future research, the 
game will be tested over a period of six 
weeks to measure the actual effect on 
people’s physical activity maintenance. 
The variety of insights gathered in this 
project can be used in future CR research 
and CR health interventions.  
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