SAMPLE PROPOSAL

Obesity has recently been termed an epidemic in the United States. However we are now
seeing children facing obesity-related issues such as heart disease, high cholesterol and diabetes.
Childhood obesity affects a child and a family’s quality of life, and may result in substantial
health-related resources and additional health-related costs. During my childhood, I didn’t have
the electronic devices that children today have. Instead of playing video games and watching
television, | would play outside with my brother and sister, partaking in what is now seen as
vitally important exercise for healthy children. Initiatives like NFL Play 60 and NBA Fit have
radio and television commercials instructing kids to increase their mobility by playing games
outside. While many factors affect a child’s disposition for becoming obese, what role does
modern technology play? How does technology affect childhood obesity? My cousin plays his
video games every chance he gets; you can’t even talk to him while he’s playing because he’s so
zoned in on his game. Last November he weighed 80 pounds. In December he got a Playstation 3
for Christmas, and this November he weighed 102! Are his video games to blame? Although |

plan to look at technology in various forms, my main focus will be video and electronic gaming.

Interestingly, Wii and X-box have recently come out with motion-censored games that
incorporate minimal to rigorous mobility depending on the game. The idea is to provide gamers
with a more interactive experience with a game instead of just sitting on the couch. But do these
games provide the exercise and movement needed to maintain a healthy lifestyle? Is it possible
to develop technology that also helps children fight obesity? Also, although technology may be

potentially responsible for childhood obesity, what are technology’s benefits?
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