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A Study on the Character-Based User Experience Design
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Abstract

This study examines the impact of character-based exercise game user experience design on users'
exercise habits through the popular mobile game ‘Pikmin Bloom’. In particular, it identifies key elements
contributing to the formation of bonds between users and Pikmin characters and verifies their influence on
actual exercise habits by conducting in-depth, one-on-one face-to-face interviews with 10 subjects. The
results show that users' affinity for Pikmin characters significantly increased due to game play experiences,
and direct interactions with characters and realistic settings within the game played a crucial role in this
change. Additionally, it was found that the bond users feel towards characters extends beyond immersion in
the game to positive changes in actual exercise habits. However, users' immersion in the Pikmin Bloom
game and Pikmin characters did not reach the level where characters felt like they exist in reality, and the
study concludes by suggesting design development directions to overcome this limitation.
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[Table 1] In-depth interview subject information
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[Table 4] Questionnaire based on five-level Likert Scale
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[Table 5] Change in subjects' average daily steps after playing Pikmin Bloom
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