
Internationale (UCI). The purpose was to improve the
comfort, ergonomics, and safety of the cyclist.
Methods
Reverse engineering, 3D modelling and manufacturing were
the methodology applied to design the device with a crank-
arm, a quick step-in pedal type clamp system, a carbon fibre
composite shell, adapting the pedal position to support the
cyclist stump, and an aluminium alloy 7075-T6 component to
anchor to the seat post, providing stability to his body.
Results
The device which provided stability to the athlete’s body was
submitted to static and dynamic laboratory tests and real-life
(in-track) try-outs. The developed clump system guarantees
the athlete’s comfort and safety by automatically detaching
him from the bicycle in case of fall.
Conclusions

Veggies4myHeart—a digital game to promote
vegetable consumption in preschool children

Cátia Braga-Pontes1,2,3, Sara Simões-Dias1,2,4, Marlene Lages1, Maria
Pedro Guarino1,2, Pedro Graça3

1ciTechcare - Center for Innovative Care and Health Technology
2School of Health Sciences of Polytechnic of Leiria
3Faculty of Nutrition and Food Sciences of University of Porto
4EpiDoC Unit, CEDOC, NOVA Medical School, Universidade Nova de Lisboa

Background
Vegetable consumption is particularly low in childhood and is
one of the main concerns about diet in this age range.
Vegetable consumption is associated with better cardiovascular
health and the prevention of other chronic non-communicable
diseases. Therefore, it is important to find strategies to
promote vegetable consumption at early ages, since eating
habits established in childhood tend to persist into adulthood.
The purpose of this study is to evaluate the impact of using a
digital game on knowledge about vegetables and his consump-
tion, in preschool children.
Methods
This is an experimental study conducted in a Portuguese
preschool, with children from 3 to 6 years (n = 39). A pre- and
post-test were conducted to determine vegetable intake (carrot,
lettuce, cucumber, tomato and purple cabbage) and knowledge
about vegetables. The intervention consisted of 20-minutes
educational sessions with the digital game Veggies4myHeart,
once a week for five weeks. A 6-month follow-up was realized.
Results
There was a statistically significant increase in the consumption
of all vegetables from the pre- test to the post-test. Intake at
follow-up was higher than pre-test for the five vegetables and the
intake of cucumber and tomato was higher in the follow-up
than in post-test. In the knowledge assessment, a higher number
of correct answers were obtained in the post-test.
Conclusions
The use of the digital game ‘Veggies4myHeart’ had a positive
impact on the consumption and knowledge about vegetables
in preschool children. The use of digital games could be a
useful tool for conducting nutrition education with preschool
children.
Keywords: child, preschool, video games, vegetables, health
education.

The consumer perspective of labeling on foodstuffs—
review

Bruno Abreu
Instituto Politécnico de Coimbra, ESTeSC - Coimbra Health School, Portugal

Background
The information present on food labels is essential to provide
consumers with proper guidance on the quality of food
products, allowing the choice of a nutritionally balanced diet.
Easy-to-read systems can help hungry consumers make
healthier choices at the time of purchase. The goal of this
research is verifying the efficacy of different food labels on
foodstuffs by the consumer choices.
Methods
Scientific articles were analysed from 2016 to 2020, based on
Pubmed and Google Scholar. Keywords such as food label,
foodstuffs, food industry and consumer were used.
Results
From scientific research, six articles were analysed. Thus, it
is estimated the analysis of 2069 participants were recruited
through a large web panel provider. Age, gender, and
socioeconomic status quotas were applied to recruit a
diverse sample of consumers. The participants choose the
healthfulness (less healthy, moderately healthy, healthier) of
the foodstuffs. The Multiple Traffic Light led to significant
differences in choices between healthier and less healthy
products, but not moderately healthy products. No sig-
nificant differences in choices were observed by product
healthfulness when the Daily Intake Guide was present. The
Nutrition Facts Panel was viewed for only 7% of all
packages.
Conclusions
On some food labels it is possible to find wrong information
due to the use of ambiguous and confusing words that are
easily disseminated. Effective strategies are needed to promote
both food choices made by consumers and food industry
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