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Abstract

The global game market is growing rapidly. Domestic functional game research is focused on specific
topics or commercialization, and in particular, research physical interactive fitness serious games for the
general public is lacking. The main direction of physical interactive fitness games in the COVID-19
pandemic has created a trend of home fitness. On the other hand, it was found that the continuous use of
general games decreased.This study conducted an empirical study to confirm what is the fun factor that
constitutes the physical interactive fitness serious game and the greatest effect on continuous use in relation
to any fun factor. First of all, the fun factor was derived through prior research and FGI, and the fun
factor was finally derived through Delphi analysis.The effect of the correlation was confirmed through two
pairing analysis for each factor. An experimental study was conducted for 8 weeks on 360 adults over the
age of 17 in the metropolitan area with a physical interactive fitness serious game.As a result, physical
activity (strong) and compensation (strong) effects were significant in continuous use. We intend to
contribute to the expansion of development by presenting effective fun elements.
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[Table 1] Pre-homogeneous verification of demographic characteristics

CIREA TN EH X2 af p
ot x 44 3.26 23 1.00
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[Table 2] Results of repeated measurement covariance analysis on persistent use intention
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[# 3] X|&0[82|=0f Ciet SikaA] Zut
[Table 3] Results of Covariance Analysis on persistent use Intention
o zxol
20|20
g £ =y | #w ew a ;:;(:E‘)'E
1 & (15%) z Z . - 4.75(.07)
2 Mg (15%) z of . - 4.72(.07)
3 &Eh (15%) of 2t . - 4.66(.07)
4 B (15%) of of . - 4.66(.07)
5 HEE (15%) ] . z z 4.01(.07)
6 Mgk (15%) B . oF VA 3.94(.07)
7 &gk (15%) B . z of 3.72(.07)
8 Rt (15%) _ _ oF of 3.43(.07)
9 Rtk (15%) z . - Pa 4.49(.07)
10 ZIEF (159) z - - o 445(.07)
11 B 5% % - - g 444(07)
12 FE (15%) of - - o 4.36(.07)
13 ZEk (159) Z - Gl - 466(.07)
14 Zek (15%) Z - of - 462(.07)
15 T (15%) of - Gl - 462(07)
16 T (15%) of - of - 462(07)
17 meF (159, . 2t ) z 4.29(.07)
18 ZIEH (153) i % . oF 4.26(.07)
19 ZIEH (15) i of . u 4.21(.07)
20 R (159) i of . oF 4.20(.07)
21 ZEH (158 ] z z - 4.61(.07)
2 Ao (15%) j 2t oF - 4.59(.07)
23 Zo (15%) j of u - 4.57(.07)
24 TEH (159) . oF oF - 4.56(.07)
F 23.26%%x
1> 5-8, 12, 17-20, 2, 3, / 4> 5-8, 17-20,

Bonferroni 5,/ 6> 8, 9-11, 12> 6-8, / 13> 5-§,

(a= .05) 18-20, / 14-16> 5-8, 19-20, / 17-20>

7-8, / 21-22> 5-8, 19-20 / 23-24> 5-8

*rap< 001
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