=

BT A =T —LIZBI2EFR—Y 3 VOMENKITTHE

74 i

Rl

ROBETT — L2 HETERT 4 =7 — o, K0 EBNREEL2AEEICTS. LU
BIRS, TVAY—PREDIIBRANZALTT L2 LD, HEOHIONTVR.
AFEOHMIE, RT A =T =Ll BFBT LAY =BT L2 LA N XL EMEHT
528 THD. MELTE, TLAY—DZ VT —IU A MIEETLEERERE LT,
[RINA~OEHE ) | DEBAOEEE ] | (7 — LD ZIRE L, RAE21T > 72, fEER, (%
U7z 3 DDIdEFF S N7z, %% 2 Tlk, TPB(Theory of planned behavior ) % iz, = v
T—=UA Y MIATORECHHOLELRILL 2. #5R, BEERL LT [HE#F] ¥, §
BEEEFE L LT TR, 5% DS, LAY —DIZ U7X —I A MIEETHLI LR Dh o
T, Fo, DUV A Y NMCERET B2 EE R NNER (B, B8, Bik), KOV —
LER (AR F v LY BENF v L oY, BIENREEER) 2OV THERLZ. 612
RT4 =T —LDEOVRVTHA v DDDREETTS 7=

F—7—K KFa—T—L 8 =2 F75—TY AV



Abstract

Studying effect of motivation on game experience in full-body

games

MIZOBATA RYO

Body-based interaction enable intuitive input in video games. However, little is
known regarding how players engage/disengage in body-based game. The purpose of
this study is to understand the mechanism of player engagement in body-based games.
In Study 1, we investigated player differences and their preferences in body-based games.
Specifically, we hypothesized three human factors that influence player engagement in
body-based games, i.e., the motivation to succeed, interest of movement, and gaming
experience. The result suggested a significant main effect of the three factors. In Study
2, we investigated impacts on attitudes and motivations on player engagement. The
result suggested “ worthwhile-attitude” and “ challenge-competition-motivation” are
important predictors of engagement. We also discussed a relationship human factors
(attitudes, motivations, and interests) and game factors (physical challenge, cognitive
challenge, and realistic interaction) for body-based game engagement. Furthermore, we

also presented implications of design of body-based games.
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