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Introduction

* Energy expenditure provided by physical activity (PA) can be significantly increased by daily behaviors (stair use, walking) [1,2].
* Factors from the environment, and motivational and volitional processes, tend to impact the decisions when an active solution (stairs) Is
available at the same time as an inactive solution (elevator) [3].

The aim of this study was to identify the decision-making processes implicated in daily PA
when time and effort to reach an objective (e.g., a meeting) vary. 9, 'A r)/_,-,
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Discussion

v' Environmental factors such as accessibility of the stairs and prompts did not impact the percentage of active choices.
v' Absence of urgency, lower effort to produce (i.e., floor to reach), and previous knowledge of the building predicted active choices.
» Asking people to arrive in advance to their meeting could lead them to more active choices (e.g., taking the stairs)

v Previous intention to take the stairs predicted later choice to take the stairs in a virtual reality simulation.
v Actual PA level and motivation to be more physically active did not predict active choices

» Steps forward:
1. Continue inclusion and data collection to increase statistical power
2. Verify ecological validity of such results with an after-simulation gquestionnaire
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