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Blog 1: The Effect of Wearable Technology in Overcoming Physical Inactivity in England.
Physical Inactivity as a Public Health Concern in England.
Physical inactivity is a serious issue of public health concern in England, although there has been an increase in participation levels. The national statistics reveal that a quarter of adults (about 11.8 million individuals) are not engaged in physical activities and do not spend more than 30 minutes in moderate activities per week (Sport England, 2025). The reports of the survey on health conducted in England indicate that 27% of adults are inactive, which is one of the supporting pieces of evidence supporting inactivity as a common behavioural risk factor (NHS Digital, 2026). It has been shown that physical inactivity is a cause of preventable chronic disease burden, and 66% of adults reside with the overweight or obesity risks of cardiovascular disease and type 2 diabetes (NHS Digital, 2026). These results highlight the importance of inactivity as one of the population health priorities that should be addressed.
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Figure 1. The level of participation in physical activity by adults in England (Sport England, 2025).

Use of Wearable Technology in Health Promotion.
Wearables like watch-fits and smart watches are also becoming more popular in digital health campaigns to promote physical exercise. These gadgets record the instant physiological and behavioural measurements, such as the number of steps and heart rate, which allow tracking of lifestyle behaviours continuously. The use of wearables is usually part of health promotion interventions by helping people actively participate in their health management by tracking their activities, automatic prompts and goal setting, and managing their health (Brickwood et al., 2019). Their scalability allows interventions to cover large groups of people outside of the conventional healthcare environments, and this corresponds to the preventive direction in public health.
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Figure 2: Examples of Wearable Technology
The role of Wearable Technology in Health Promotion.
Wearables enhance health behaviour change strategies such as self-monitoring and feedback, as well as motivational prompts. It has been proven that wearable users show a higher level of physical activity attendance than non-users (Ferguson et al., 2022). Real-time feedback enhances self-efficacy and awareness, which aid in the long-term change in lifestyle (Michie et al., 2019). The population evidence also correlates the high level of activity with the enhanced wellbeing and social connectedness (Sport England, 2025).
Impact of Wearable Technology in Health Promotion.
The contribution of wearable technologies to personalised monitoring and accessible health support is rather ambivalent. Although there is technological development, 27% of adults are stayers, which implies that access may not guarantee behaviour change (NHS Digital, 2026). Inactivity prevails because of behavioural and social determinants, as is shown in Figure 3. Interactions with wearable devices tend to decrease with time, which decreases the effectiveness in the long term (Attig and Franke, 2020). There are also affordability and digital literacy barriers, which, again, may contribute to expanding health disparities in already inactive groups (Vandelanotte et al., 2020).
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Figure 3. Physical inactivity in adults in England (NHS Digital, 2026).
Filling the Shortfalls of Wearable Technology.
Wearable technologies need to be incorporated into broader health promotion systems and not applied as individual solutions in an effort to maximise the effect on the health of the population. A combination of wearable monitoring, community-based programs, and professional behavioural support can improve adherence and inclusion. There is also a need for policy programmes to enhance affordability and access to digital health so that digital health disparities may be narrowed. This integration is what will make wearable technologies complementary to structural interventions in public health and sustain changes in behaviour among different populations.
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Blog 2: The design of an AI-assisted digital technology to enhance physical activity in England.
Physical Inactivity as an Ongoing Public Health Issue.
Physical inactivity is a major behavioural risk determinant of population health in England (Santos et al., 2023). According to national statistics, 27% of adults have less than 30 minutes of physical activity each week, which exposes them to more risks of having chronic diseases such as cardiovascular disease and diabetes (NHS Digital, 2026). These improvements have not eliminated the fact that the level of participation remains unequal even within the socioeconomic and ethnic groups, showing that current interventions have limitations and new digital health promotion strategies need to be developed (Sport England, 2025).
Developed Digital Technology: MoveSmart AI.
In order to deal with long-term inactivity, a proposed digital health promotion system, the MoveSmart AI, is a combination of wearable sensors and an artificial intelligence-based mobile platform. The technology constantly examines the physical activity habits, daily patterns and behavioural tendencies to provide individualised activity suggestions. In contrast to standard fitness trackers, MoveSmart AI dynamically sets goals with respect to the progress of the user and other contextual limits like time limitations or sitting work habits. The system also links the users to the opportunities of community activities based on their location, which helps them to interact with others beyond personal tracking.
The Health Promotion of the Designed Technology.
The intervention uses proven methods of digital behaviour change such as personalised feedback, action planning and adaptive goal setting. It has also been demonstrated that AI-based coaching can improve motivation and adherence through redesigning interventions according to personal behaviour change readiness (Shi et al., 2024). Digital prompts are associated with enhanced engagement in physical activity because personalised prompts reinforce the three primary determinants of behaviour change frameworks: capability, opportunity and motivation (Cole-Lewis, Ezeanochie and Turgiss, 2019). MoveSmart AI intends to help people live sustainably by modifying lifestyle through the application of monitoring and contextual support instead of temporary rises in activity.
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Figure 2. Conceptual framework of the MoveSmart AI digital health promotion system (Author’s own design).
Impact of the Design Technology on Health Promotion.
MoveSmart AI has the potential benefits of personalised intervention delivery, real-time and scalable population reach. Artificial intelligence-based customisation has the potential to enhance long-term interaction, which is a well-known weakness of conventional wearable devices. However, online interventions also present the problem of data privacy, the transparency of the algorithms and unequal accessibility to populations that are digitally non-participatory (Ahrweiler et al., 2025). Moreover, technological solutions are not enough to overcome environmental barriers like unsafe neighbourhoods or inactive jobs (Knoke, Woll and Wagner, 2024).
Solving Possible Shortfalls.
Their limitations can be minimised by ethical information management, human clinical governance and access programmes under subsidies to the deprived populations. These collaborations with the local public health programmes and active-travel policies should be integrated in a way that technology is an addition to the structural health promotion programmes and not a substitute. The possible solution is equitable and sustained behaviour change through such implementation on a multi-level.
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