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[Abstract]

Based on an extended technology acceptance model, this study quantitatively analyzed the user experience of immersive virtual
reality (VR) exergaming among a sample of people (n=70) with prior experience of VR gaming. The results showed that the more
enjoyable and stress-relieving the VR exergaming content was, the more useful it was perceived to be for exercise. This usefulness
also correlated with specific usage attitudes: the more users perceived VR exergaming as useful for leisure and exercise, the more
satisfied and immersed they were in the content. The degree of immersion increased when users perceived a pleasurable feature
of the VR content, when they considered themselves heavy users, and when they perceived ease of use with the controls and how
to engage in the game. The more self-control they had over their exercise time and the less challenging the content, the more they
experienced a sense of physical exercise. Finally, the more satisfied and immersed users were, the more likely they were to say

they would become heavy users in the future.
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Fig. 1. The research model using ETAM in this research

E1 o7 oM
Table 1. Hypothesis settings

No. Hypothesis
H1 PV affects to PU
H2 PE affects to ATEC
H2-1 O(Frequency) effects to AT (Satisfaction)
Bl(Heavy User) effects to AX, AY, AZ
H2-2 .
(Immersion)
H3 PU affects to ATEC
H4 PEOU affects to ATEC
H4—1 PEQU affects to AT(Satisfaction)
H4-2 PEOU affects to AX, AY, AZ(Immersion)
H5 ATEC affects to BITEC

3-2 EAE 7|28 H(ETAM) X VR AINA0|Y ZEI= A
245471 20l
71454=& 2 2 (Technology Acceptance Model)& 417]

oL ARl e Ao ARRE= BEEH 1L ofAl(Icek
Ajzen)¥} M. FAJuFI(Martin Fishbein)®@ & &2]4 &%
o]2(Theory of Reasoned Action, 1975), 1. o}Ale] A%
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ST 35]. F. D. dlo]H]2(Fred D. Davis)& ©|$ TAMS
dbd A7) 2, o] V. #F}FE]$)(Viswanath Venkatesh) 9} 8F
7' &3 714482 A(Extended Technology Acceptance
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= 8799 o]8-8olido] AR Eix=e} Q13 HAIE B4
shar, ARg BET) AT o W AA] AR JES vk
31 7MgskeE Bdolth ETAMS 7 R o= et vt
o] M3 AT % 7i1e] 7| 8 H8& 11Es] 918,
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Value, ©]3} PV), 9145 584 (Perceived Usefulness,
o]} PU)T} 21X ¢ o] 8-8-0]X(Perceived Ease of Use, ]
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0|5} ATEC), X144 35 o]-& o%=(Behavioral Intention
toward Exergame Content, ©]3} BITEC) 522 A%
o, Z47te] Wloll= AlF- 8910] XFFALE 53] ARSAL
9] Abd ¥ (Previous Experience, ©]3} PE)oll+= Zel=
AH o] AE, 5 HEF, 25 #Ho THE Fo] X3
ATt
3-3 MEZAF A
A9 VR X Ao 9 7kx], AR8AFe] VR ZHl= A}

A 49, VR oA Aol ] 784 % ol 8-golgo] ol% d
ol n)x G, A ek 0§ elr} A4

o]-& oxtell MX|= FEFHE g Etaat gk B, = o
| AP AE A sl gk =Tt Tr«]‘ﬂOPF‘ﬂ iR E =
g RIS d 54 i ) o] & g8l AT ES
AxAlel Aol A= AREA 708E Yo R, = =2
9l d#(Google Online Survey)[42]2 B3] AEZA}

(2022.11.06.~2023.01.07.)2 233t}
Table 2014 BE= A o], AEFAeE
A AE(PE), IA1E ZHEAI(PY), JIAE #-84(PU), 1A
# o] &-80]F(PEOU), AAAlelel] gk o]& Ei=
(ATEC), A4 o]§ <JAKBITEC) & 443302 AAH
o YAE 74 #%(Likert Scale, 178="$- 52|35}

FE, TH=TNS st ey Bgo] BEHA) wel

el ol v

Fel= o] & A &5 AEE =AY £ e = U
(RPE; Rating of Perceived Exertion)E &3l AF&A}9] &
& ZA=ol st dlolHE FRFHAE AT A A
5, HJ':H“ Uz A5, oS AR, AR,

QS FHEARE F9 AL DA
V. 45 24

Re] AR 36%, o4 34%)

= Ao, A3 Wl ZAt(21~304] nlwhe] v)&
(75.7%)°] d=Hoz FHPTH31~404 vk 12.9%,
10~20A40 mlmk: 7.1%). RI=RA Ale] 38 8-S Aun
W AREoixte] BaE(55.4%)E 5o B3k Bl 3
QEE AL} B 0]5K45.2%) AEe] AEHo= ]
2 FEYXA AlE] B BB A998 ZFXoA 308 oA &

1981

(45 6%) ol o}# 40

]»M 611 [e) U.1
73 3H82.5%) 3} thololE
. kR o)3le] Aol zH(49.1%) = I
EYX AEE o]83loy, PT(Personal Training) A8
v A7 23] o) &R EAHT71.9%) 53R e
5 gt Table 3).

F 2. #Hel & MF wel

Table 2. Variables and detailed variables

Variable Elements

— Gender
- Age
— Occupation

Demographic
information
(n=3)

— Importance of exercise

— Frequency of exercise

— Duration of time, motivation of exercise
— Location

— Presence of trainer

— Companion

Interest In
exercise
(n=7)

— Types of exergame

— Rationale for selection

— Content discovery pathway

— Frequency of playing exergame
— Preferred exergame

— Motivation of playing exergame
— Duration of play time

— Heavy user

PE(n=8)

— Enjoyment of content

— Perceived cost efficiency

— Perceived value of using VR exergame
— Stress management

PV(n=11)

— Rating of perceived exertion (RPE)
— Usefulness for exercise

— Pleasurable feature

— Consumption strength and energy
— Sense of physical exercise

PU(n=3)

— Ease of use

— Clarity of the ways of using content
— Self-control

— Level challenge

— Connection between devices

— Device discomfort

PEOU(n=12)

— Degree of satisfaction (DOS)

— Factors of satisfaction

— Degree of immersion (DOI)

- Degree of fatigue(DOF)

— Degree of presence for exergaming(DOPFE)

ATEC(n=11)

— Intention to reuse VR exergame (ITRVE)

— Intention to recommend VR exergame to
others (ITRVETO)

- Intention to use other VR exergames (ITUOVE)

BITEC(n=6)
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VR Aol ezl gk AR 3ol 24, divke
ARl 2} (98.6%)= VR Zel= & AY Zel= o]&-3 A
gk VR = Melo] gk Fa
= U892.9%)°] A=A o2 =7 AAE Qe AREA} 3
7H50.0%) 7FA(44.3%) = FrAkek vl&S 24 gtk dick
o AR xE= 9 13)(78.6%) VR Ze=ZS o]-&3 |7t
F 13]9] o]& W% 11.4%°] HEZLE VR Aol
3t & HAA(B5.7%)S F2 olE F7]|7 FEgon &
5(25.7%) Ktz o7} 88(45.7%)S EH o2 o] g3th
T R SHdME FFE Ag 9 9 FH 9
(42.9%)°1 9 #Q12] F3(30.0%)l Wt o]E=7} H]
WA A A= AT

o

lnt}

>
2>
o
1o
o,
o

K
o

N

£ 3. XA SHO| S

749~ VR Boxing(18.6%)°]4}+ VR Fitness(7.1%)° |3}
Beat Saber(65.6%)°ll 3l A&7} #9kth VR A7 o]
) o] A|7ke] A%, gtk AR RH88.6%)7F 104~50
E(108~20% 24.3%, 20%-~30%: 22.9%, 30&~40%:
21.4%, 40%~50% 20%)°l AA A FR=E o]
£33}, 39 &% % AERPR)Q A, ‘AEH D)
Al SFshe B A= 6(24.3%) 0] M EE HES
F5gom, Otk R A 4(efgte] w=go] aghet 4
% 5ol oA, Ui FEAE &th7t 247 15.7%
2 UERTh 7.1%9] AEgteixinte] 7 AErt (e
9) ‘JE Al STk Frt (Table 4).

E 4. RPE Zz}
Table 4. The result of RPE

Table 3. Statistics from survey responses Degree Hardness Ratio(%)
Sample 3 Comfortable pace 10
Category
n % 4 Comfortable with some effort 15.7
Gender 5 Progressive pace 15.7
Male 36 51.4 6 Hard activity 243
Female 34 48.6 7 Vigorous activity 10
Age 8 Hard intensity 11.4
10~20 5 12.9 9 Extreme hard intensity 7.1
21~30 53 757 10 All-out sprint -
31~40 9 71
150 ; » o] AR ZH77.1%)+= VR M Alo|w el =] gt
: o gzl gAA o R gl ow(Table 5), frAkgh vl&
o1 2 29 (72.9%)¢] AF-Fol2k = Aoy 2Zel=s} Abd 7ozt
Exercisa interest < SEANAFAG SHYL VST A ke A
Not interested 2 2.9 7o wighol| A, A|&A] 3% AL FARSE o] FAA T
Slightly interested 10 14.3 71 853 =d(Table 5), AEHAREL 712 o431 o
Moderately interested 18 25.7 AA T o] AolE 2IAK64.3%) R= Al et
. VR Ao o]8 e)AH74.3%)0] thal & 87 7}
Very interested 27 38.6 B . ~ N B
Hek mEgt B(60.0%)S] AoiAls T8 ARSI A
Extl ly int it 13 18.6 - - -
Xremely Interested VR A Alo] Zelx o] g2 7fks vl thsf 344 ol
Frequency of usage for exergaming w2 Ry}
Once a month 55 78.6
At least once a week 8 11.4 E 5. AMAo|Y ZEl=xof CistEfE
) Table 5. The attitude toward VR exergame contents
At least three times a week 4 5.7
Attitude toward exergame content (ATEC) Ratio (%)
At least five times a week 3 4.3
DOS 771
Every day - - DOI 51.4
DOPFE 64.2
AEZARI S A 71 =& o] 858 F53 VR A Behavioral intention toward exergame content Ratio (%)
olm e e 57to] BeH AY(74.3%)019 0, BA| 2F= (BITEC)
. ey 4.
o Ak AQYEA, B2, B, B2 E 3H(54.3%) ITRVE 043
o] o] 452 ngonh, IEYZL vl A21.4%)2 Feh TRVETO o0
o vre WS AH3ch VR oA Alo]gel ik A5 TUOVE 3
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AR ] F(51.4%)= A Ao Frl=ol ts|

S(engagement) s “=ZTh =29 FEER ARy,

4.2%°] Ao xks ZHI=E o] 8dt= & S&

QIA|B}R] 3= FEo] Bl %(engrossment)E =% A

22.9%°] AEFoAx k= U ARple] EAE slojH| A

73 B % (total immersion)E =Zr}H43]. E3F VR
[e}

W ZAE ol §hEA $EUS =A% U

L RN o

s
jins

2
>,
o
1o,
of
e

(o)}

dodzl= IHER(62.9%)5 ARG, v A3
A =7 A e AR =2

A

2 2w 2 oo
5 f
X
o,

4-2 MR Yot EfSE A

ol

N

ry

A= VR Aol o] ARAE el tiel] 254
3| A

317 f1al, thsl A 2 kA,
A(p-value)S AlFPr}. & Aol A] HA
F3E 270 o)de] a9 S AL qlenw o
Aoz oy|d & gl Ho(bias)E A8 Y
227307 R Studio® U374 2 thH k3]
S A B4 A8 A, PE, PV, PU, PEOU7} ©]
& H=(ATEC)O "= 43k, ATECT} A|&4] o] & 9
AKBITEC)el| WA= &9 & 599 1F AadA7) =
2 A5 AA &t
ATEe SHAS| s ZbzF 24 B
Inflation Factor, ©]3} VIP)S Aaiglon »
oA VIF7} 5 oldl2 &5 = AL 91
A EE AT f8l AR 3 T SAE AEE AR

hi

Ve

X

R - A T
o o
> o

o

of
2
M

§A17F IX]gE VR A Aol o] 7EX|(PV)<}
VR M Alelg el f-84(PU)2] S E487] Slal, ot
W] RS At SHES PVe] AlE 8Rlddl= &
v =(U), JAAE VR A Aol Y7} A 57 22 712 4
2EY A 4 AE(W), 2= 7HA(Y), A8 A7k
ANRA(2), 2714 A= AE(AB), A8 A A(AC), <y
2 B aIAAF), &5 A& FE(AK), A &5H)
712 e(AL) Tol 3= At
TERR VR dAAlol o] x|zt
glzo] sl AFEAE =71 252 FE(T), HAl +5shE
Aol w8l & SAR(AA), 97} gl didt A34(AD),
A F31e] F-84(AE), oAlyvA] AR a7Pd(AF) o= A
4E Stk PUE VR dXAlolY =7} 57 22 714
7} Qdukal =SV, 1.4529, p<0.001™), ZEl= 71A4S
A8 7HA7F Avkal =A55(Y, 0.2947, p=0.0416"), &
gl =o] th3t F7]40] ES=(AB, 0.7992, p=0.0297"),
AA R gipdo] wrial ARAPE AZFEE(AL,
0.7577, p=0.0012") T34 9 &S JEAUTH1)(Table 7).

PU(T,AA,AD,AE,AF) =7.7+
1.453 V(p < 0.001***) +0.295Y(p = 0.0416*) +
0.799 AB(p = 0.0297*) +0.758 AL(p = 0.001**) @)

B 7. 7Hd10f CHSF CHEZs| 24 2ot
Table 7. Multivariate regression analysis results for
hypothesis 1

lrid\?a[)r?;gg Estimate Std. error t p-value
| e B3-S A A%k 5, aEuket Dl (chronbach’s @)%t
} . v 1.453 0.271 5.36 <0.001"**
S AHEEle] 4S8 AAIJEHTable 6). P
Y 0.613 0.295 2.079 0.042"
E 6. A=lE 24 :
Table 6. Reliability analysis AB 0.799 0.359 2.224 0.297
ym—— o . AK 0.355 0.243 1,465 0.148
PV (n=10) 0.9 AL 0.758 0.223 3.398 0.001**
PU (n:3) 0.72 adj.R2 = 0.7297, F=38.25 (D—V8|UG<0.001 M*)
PECU (n=12) 0.9 B 59 male] AuEe 739 Are Z4Eon F7
ATEC (n=11) 0.9 Ao 2 FomPrHF=38.25, p-value<0.001™). ol A+
BITEC (n=5) 0.81 E]ﬂ% A]"%X]'ﬂ' IAgH VR Quﬂ}‘i 7'"O] o] 7FX(PV)+= VR O—’]
: Aol o] 24PV AAdo] sictar akglon, Ax)

4-3 917 78 A3

1) H1. A&7} QA3 VR dAAle]™e] 71x]= VR ¢
A A1 e F-8437 g o] & Aol
AR} Q1IR3 VR A Alo|H o] 7EX(PV)E VR 9lA
Aol ] F-84(PU)H Aaado] qittar detglon, Axty
o7 7 18 A7} =9t

Aoz 71 12 A=At

2) H2. AR8ALS] VR Z'IZ AP 8L VR A A0
9] o] & Bj=ol] Y& MAE=71?

ATE2 FHRl algsls VR Zelzol] i Abd 73

& O(VR Aol ] o]-& ®lk), BI(@AA VR A{A ]y

aHl A ek FEHT Aol Felzel] tgk o] &

H=Ql AT(HER), AX(FEE), AY(ES): ARk 35
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2-1) AH&AE] VR SRI= AP AR HIsT 855 &

W] gt BEEE £ Aol

ATHE 7ML 2-18 AF] 99 9Ask 2e tFal)
B4 AAgen, O(VR 28l APl 49 HIE)s) AT
%) b folnd WANS wEEA Gtk E 0% AT
W3NS QYO AF7)0.333 (p=0.387) o] &
% Frelulaha gkon e ol 712kl

2-2) AR8AZE VR M Alol) Zel=9] 3H] frA=ta A

3) H3. AHA A8 VR AT 84 ol
Bjsel] Fofm @ G mAE7P?
S PUS O 7HA] Al 2l tis] AleA7F =

7 o] AT, AA FEshks A vgl 52 S7%
(AA), o7} 28l tigt AY(AD), AlE So] +88

(AR), oA 42xe] g3(AR)I oA 71x|9] F&Hu4:
AT(RIFE), AX(RAFE), AY(EY: Alzke) a8 gk <l
2 7FsAd), AZ(ESRY: ARxle] EAfel tiehgzh), BC(sHo
S8R Aol ARl tigk AAzh, BD(EAA &5

sh= A} 22 5ol sl o3 A8 S Aok
TERS ATERIFE) sl AD()7) 2ol dist A%
¢lo 2 FlEATH0.339, p<0.014%). &3

7 Freme el
F4W5 AXCRFE)E ABVR o] 2027k 49 5

L
L

Z8rE VR XA =9 BYEE 5 A el F-&3hell Aoz S 93 LATH0.633,
o]t} p<001™). AY(E: A17ke] 8ol thdk ¢1#] 7}s4) &= VR
ATEE EUEDS AX(AEW), AV(ES: A7) s8¢ AT Fazrt 44 $5ahs sl A% 255
3k 21x] 715A), AZ(ES: #ARple] &0 gt 42h) 5 3 (AA, 0.337, p=0.0017), ollUA] A% G3}Ado] Artar Azt
7 fgow FRIon, BIEA VR Al alb] f  BFF S7ISIUEHAF, 0.3491, p<0.0057). gk VR A
A 49k B 3w7E o) lpao] QleA] tiEER Ao ZREE AW olux] axe] abgel Artm
28 AT, 11 An}, AY(EQ: A7ke] B2 tigk 2] AE(AP), Aegoize 2 4ol fedhs A 22 &
TRsA ol ZEkalA] ofelle} 2Ee S-olu|dk 7] BA Alo] v EHBD)S =ATH0.59, p<0.001™")(Table 9).
FHACH2)(Table 8). dlH] FAUYFE F3F wrle] 2] A RS T BY, SHET T A4w)s 2
(AV)ollA frefmaiA] ko] AaaAE noorz A7Ee € TENT frofnet AFS 7IAA gokon, AACA]
7V 2-2% g, SEohE Bl Njs) 2 SADE AV(ES]: ARk 58
gk 1A 7FsAd)ell, AD(17F Z-gofl tigh A @A) = AT(H
AY = 4.327 + 0.222BI(p < 0.05*) ) =5), BD(@AolA 53h= 23 22 &57hel, AE(VR
AxAlelY Fel=7 A Sl 83 AXHTW),
E 8. 7Hd20f cHst CkEsFEA 2ot AF(AIYA] 2R ) E AY(EY: A7) 58 tig
Table 8. Multivarigte regression analysis results for o1x] V549 BD(HA A £551= A} 2o £%7H0
Independ htypor\;hi'SIT 2 Adjusted 298 gus Ak
nv‘z‘:z';l:n R—Stéll,llgl’id R—sj(;ﬁa?ed F-statistic| Estimate | p-value AFEl e JhA 39 AES ZAS] Y8, 5719 SHW
o 6709] FEWNFE BA] BASHE DA RS
Bl 0.07866 0.06511 5.806 |0.22226|0.0187 AN 1 AR, Oew) 2o thaeks] 75 Ao] w31
E 9. 7Hd 30f chst CkEEAEN &
Table 9. Multiple regression analysis table for hypothesis 3
Depgndent Indeplendent Multiple R— Adjusted Festatistio Esimetic p—value
variable variable squared R-squared
AT AD 0.133 0.099 3.382 0.339 0.014"
AX AE 0.193 0.181 16.26 0.633 <0.001"""
AA 0.337 0.001™"
AY 0.318 0.298 15.65
AF 0.349 0.005™
AZ - - - - - -
T —-0.189 0.094
BC 0.064 0.036 2.275
AE 0.269 0.088
AD -0.257 0.152
BD 0.181 0.157 7.415
AF 0.59 <0.001"""
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ATH3).

ATEC=15.5968+0.91944A(p = 0.036*)
+1.4493AE(p = 0.006**) (3)

AREALS] VR dIA Aol o8 EjE= AA| -5HT VR
Aol o] ZA&TE(AA, 0.919, p=0.036"), VR 24
Aol Zel=7} A SRl f-838itta AYLT5E(AE,
0.145, p=0.006") &4AQ FaS Wdrt. ths3| A
2 thAEks] 724 A3 Table 10), AZ(ES): =}A1e] ERj0
gt g7he] gEeAE Aol JSHA ke, v}

Ad 3L 714+ e

F 10. JHd 301 CiEt CclHzE? =4 Aot
Table 10. Multivariate regression analysis results for
hypothesis 3

eF) et AT(RES )0l sl th53]71w4]S AAIskSith
3|95 Aol oJshd(Table 12), AFEA} &5 A7HS
AHEA Z-8=(AH, 0.458, p=0.003"), o] &7} Yst
v ez AdS AT F ASFEHAO, 0.382,
p=0.008"), AY(EH: Al7te] 55l gt =] 7FsA)) 7t
A58l EH0.279, p<0.0017). &, ARRAPF % AIZHS
AH-EA 24 85=(AH, 0.537, p=0.011%), &= &<
HErb BHERE(AN, -0.486, p=0.032"), &= 1 tjulo]
2(EPA) Alo] 0] 4255 (AQ, 0.385, p=0.015") &
Aol Eshs AP B EHBD)IE =ATH0.198,
p=0.002"). “1&Jt} VR dIAAlo]" o]&-Lo|d¥} e
(AT) 7t Frofm|g A& TE=A] okt

o

Independent Estimate Std. error t p-value
variable

AA 0.919 0.429 2.141 0.036"

AE 1.449 0.514 2.822 0.006™"

adj.R? = 0.1784, F=8.491 (p-value <0.001""")

4) H4. AREAP) X% VR AAlo|H 9] o] 8-804
ol& Hl=o] fron|gt &S X=7P

SHHS VR A Ao 9] o]8-8-0]4(PEOU)S] A% &
210l AGAFEA O R $% &% 4) AH(SS A7 24),
A5 24), AJ(AY b= 24), AME5S 44 wet
& 9, AN(ZEI= U8 o]al7h 41-8), AO(Hsh= w2
o7 A Aol 7H53h, AP(o]-& Wol 41-2), AQ(EH
= ] tupelA(ER]A) Alo] 425), AR(HHle] 2 o]-g-o] 4
), AS(tupe]~vl o WalEA ket TS
ATECH] AR 831 AT(RESE), AX(HFE), AY(=S: Al
ko] BE gk Q1% 7FeA), AZ(EY: A1) EA o)
F 7)), BC(3He 57dsh= Abgrolu Aol F-53 A 2
2 A%, BD(@AA 53 A9 22 &5 E o
3| AEA] F P AR S AT Table 11).

o ok
)

i

oy r

4-1) VR XA 9] o] &gl ISk Fomd
FEFES XL

U374 23, VR Aol o880l d 3} v
(AT) 3 frofm|gh #AES EEEA] Fstonz 7l 4-1
< 71ZE3A A9Ee VRO Aol o]8-8ol
(PEOU)?] &9l ¥F AGCRHEA R 5 HE85 £4),
AHGEE AIRE 24), Al(e3 24), AJIY e 2=4),
AMGEES G weh & 5 905), ANEZRIZ= g ola)7}
A, AO(Ish= WA ow AQ) x1do] 7Hs3h, AP(o]&
ol #w), AQEHI= U] Hule]A(ERA) Ao ),
AR(Hufe] 2 o] go] F5), AS(Hute] 27} ol W8l ¥4

E 1. 7H45 25t Sgiuis pel 2y
Table 11. Independent variables and related questions for
H4
PEOU Question

AG VR exergame allows you to exercise autonomously at
your own level or pace.

AH VR exergame allows you to customize the duration of
your workout to suit your level.

Al VR exergame allows you to adjust the amount of
exercise to your level.

AJ VR Exergame allows you to freely adjust the difficulty
of the game

AM The exercises in VR Exergames are easy to follow.

AN VR exergames are easy to use because of their
content.

AO VR Exergames allow you to progress through the
game in any way you wish while playing.

AP With VR exergames, you'll quickly learn how to use
them.
VR devices such as headsets and triggers worked well

AQ with the content and there was no physical discomfort
in using the content.

AR No psychological resistance to using devices like VR
headsets and triggers.

AS Wearing devices such as VR headsets and triggers
does not interfere with exercise.

E 12. SEHS PEOUO| CHH CHE3|H 24 2ot
Table 12. Multiple regression analysis results on the
independent variable PEOU

AT AX AY AZ BC BD

AH 0.22 | 0.458™ 0.537"
AN -0.486"
AO 0.382™ 0.277

AP 0.273

AQ -0.19 | -0.147 0.385"
AR -0.307
AS 0.194 -0.182
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4-2) VR Al ol8golie B

g mATY.

VR @A 7e] e

o]-8-8-°14

u=], 7Hd 4-2% XA} H Ak

87 05 ABe
p=0.003"), o|&A17} s
ST5(A0, 0.382, p=0.008"), AY(%%V A3k

]_

71;

S50 1)

3 91X 7154 7F Z7FFl o B 2(0.279, p<0.001), 7}
A 4-2= A E L)
ﬂfrA Sl
16“5}. 1 AT} AREAPE 2 AR A}
A 2EIFF(AH), ZHl= o] 8 o] ﬁ%?%(AP)
AP%ZH °o]§ Hjxol 9
3 5o 2 &R 29t Table 13).

F37EHE A

EEE S ERE)

Fe mlgon, i W

F 13. 7Hd 4of CHEF Chs| 24 At
Table 13. Multivariate regression analysis results for
hypothesis 4

lndep.endem Estimate Std. error t p—value
variable

AH 1.014 0.666 1.521 0.133

AP 1.263 0.698 1.811 0.075

adj.R? = 0.124, F=5.867 (p-value = 0.004™")

5) H5. AH874¢] o]§ Bz VR
% ol§ 9o
QERCIES

AHE-A]S]

A5 A,

Sl A%
FIRIE GRS VAN

VR Sl Aol o] A% A ol
ol el frolm|et Jake vfETh Aurh

EEgo

2

=M. 7}

7h, BD(EANA 58k 217 22 5h)7F SE5WF
BE(A &34 VR A Alo]w-& o]&-8F 2JA}), BR(VR 9417
oW Fel= FH oAb, BG(E} VR AMAYE o]&et 9
AD, BI(EA] VR Aol &b] 4 ), BI(3$- VR
A Al 3] FAZ] T ThsADel frendk Jeks
WX =A] ol ) 918 thss] 4] A ik

T AR= AREAR] o] 8 BTt 54 oA A&A 3
T ol ARE FYnd o R OFdhs AL TFssH
g}, A2H o2 AY(EYE), BD(EED 7} fFovgh -
2 Uepgton, o= ofgfe} o] 3| oR 7]EHS
t} o] A5 F3] VR AAA0]Y o]gale] EYPES} dE
o] HET5E, AREA] AEAQ1 AX Ao o8 oA}
Folzlth= ARde] YEE Atk Bgk BR(ERICA VR <A
Aol F4 2xhiE AY(EYE)SF BD(EEH ke #-29]v
F A7 EEE I

U8 784 23 A HARZ AY(EY: Alzke] a8 o)
sk 214] 71549 BD(EED 7 BE(RIE4 22 VR O“Hﬂ]
o] & o] &3t oJahel| fFojn|gt JFS nA= ZoR e
WTHA). o] VR dXAleldel] tigh Yol HS55F
(0.475, p<0.001™), ¥ AEWS =25=(0.234, p=
0.026) 2] oz Walg] o]i= Aoyl AY(ES:
AlZke] s digk 914 715A) 9 BD(EED 7} ARSAE
o] A&3A VR Al Yg o]-83 oAl F-ofu] gt ul 7|
gEo] Hrli= A& AAbeh

(

¢

BE=1.5999 4+ 0.475AY(p < 0.001***)
+0.2341BD(p = 0.026*) 4)

AR, AY(EY: AR S5 Uigk 94 7k
]

SHAT AT(WER), AX(HTE), AY(E: AREe] 55 <71z BEERICA VR eixqAloly 53 oAb 2] =l
1 = 3 = Kok =
oA Wt /1A 7Fe ), AZGESE: Alel EAlel HgE WA, gk w3 rh0.393, p=0.003")(5). BD(BF7H ®& BF(e}
BCGIAA 57d8hs Aoy Al 8 2 28 Al oo VR A0 4 elabsh o) A wAR =E
F 14. Jpd50l T ckEEl 2
Table 14. Result of hypothesis 5
Dependent Independent Multiple Adjusted S ) B
variable variable R-squared R-squared Fostatistic Estimate pvalue
AY 0.475 0.00554™"
BE 0.3859 0.3676 21.05
BD 0.2341 <0.001"""
AY 0.3931 0.003™
BF 0.2592 0.2256 7.699
AZ 0.3251 0.019"
BG AY 0.2162 0.1928 9.24 0.3339 0.007™"
AY 0.4852 0.002™
BI 0.1366 0.1109 5.301
BC -0.2903 0.0396"
AT —0.4068 0.021"
BJ 0.2567 0.211 5.613
AY 0.5531 <0.001"""
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gom, o284 BD(HEL o 717 BF(ERICNA VR <)
AAeIY 4 rhel Fotell frefnlgt ko ® 283
th0.325, p=0.019%)(Table 14). A3t 24 Az}pzKEg ol
MAelH el AY(EY: AlZre] EE tigk Q1A 7FeA) <F
BD(@ED7T AFEARSo] Al 4T 7FsAdel frefnlgt
uj7l] o] Fthi= AR o] JFE ST

BF=0.3931AY(p =0.003**)
+0.3251.BD(p < 0.01*) (5)

AY(EYE) = BG(EF VR 8= o]& 2abel tis) #-<]
u) gk w7l W<42(0.334, p=0.007")& 1= JrKE). =, BI
(@Al VR XAl 3n] FA4 ol AY(EYE) <
BC(A&7ho] frefneh w7l a9lo = 2H8-girk(7).

BG=1.737+0.334AY(p = 0.007**) (6)
BI=1.737+0.4852AY(p = 0.003**)
—0.2903BC(p =0.038*) (7)

Ao 2, BI(FS VR A0l &) fAze]
7Ford)e AT(RERR)SF AY(=95)7F frolvl g wiz) #i5=
2 2H3-TKE).

BJ=3.956-0.4068 A T(p = 0.022*)
+0.5531AY(p < 0.001***) (8)

7P H5 3 thge] S 9 FHUEE 73 99
omz, M AE on g peal] I8 ATYe i)
A4S AR 7 A, ofelsh PE ThARRFIRA A

o] =EHATH9).

BITEC=14.824+2.345AY(p < 0.001***)
—1.465BC(p = 0.023**)
+1.428 BD(p = 0.041**) 9)

AREALS] VR dlxAlolRe] A|&3 dF o]& %
(BITEO) & AY(ES: A7k &84 digh 1A 7154) 7}
=555, BC(EHAd| 533k Algelu A& 528 A
e A7y FESE, BD(AAAA &5k AT 22
TE57F =55 o THF=8.258, p-value<0.001™).

Aoz FHNEH, UFIAEN F ATERED)=
BI(3% VR XAl FR] fA =] W 7hs/d)el <]
13k JkS wHTh AY(E9%)E BE(KE3A VR A7)
o|WE o] && oAb, BF(VR dAAl oY Zrl= 3 oA},
BG(tHE VR IXAIYNE o] && oAb, BI(@AA VR XA
o9 3lH] §-A f), BI(ES VR X Ao|Y FH] fA=
o] vk k5ol frejvlgh das mHTh AZ(ES: A4l

I~

EA0] digk WZhi= BR(VR Aol Zal= 3 9JAh
o fromg Jaks vt we BC(EHH Sgehs Al
oL} AbEof Fid A e A7) BI(EA VR A A 0]
W &ln] 54 el frejnlg g o 21-8-3ick. BD(A
Aol 53R A} 22 57 BE(HIESIA VR 9A
Aol & o]-&& oJahol] J&FeS WAk

gk thHEEs] A Az VR A Ao e] X459
o]4 ool HX|i= Fojndk WMo 2N AY(ES]: ARt
BEo| tigk ¢1x] 7VsAD), BC(EHdel S48hs Aol AL
Bof| Btld] A ke A7), BD(AANA 58k A 2

7 frejulgk Wl o R SRIFUTHTable 15).

F 15. Jpd50]| Cfgh cHEZS|FEA At
Table 15. Multivariate regression analysis results for
hypothesis 5

Independent Estimate Std. Error t p-value
variable
AY 2.345 0.655 3.578 <0.001"""
BC -1.465 0.627 -2.337 0.023*
BD 1.428 0.686 2.083 0.041*

adj.R? = 0.24, F=8.258 (p-value <0.001™"")

W) @) lan
& .75
/

0.29%0,79* 0.

Perceived
Value

Perceived
Usefulness

Previous
Experience

)
PE2 022 (PE) 14*_ | pU4
(B]) (AE)
\

N pus

(AF)

PEOUI

Perceived }—1-017 | (AH)

Ease Of Use
(PEOU) 1.26__|pEOL2
(AP)

Behavioral Intention
toward Exergame
Content

(BITEC)
(81 235

o\ AT {43
N\
ATEC3 ATEC4| |ATECS ATECH
(AY) (AZ) (BC) (BD)
38 2. ETAM 7|gte| 7kd AZ &3}
Fia. 2. Hypothesis testing results based on ETAM

Attitude toward
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