FHF b A4 6 i g e r L PR

E
Bl B 22fFde ~ F R KT AT
asky@hcvs.kh.edu.tw
P AR %
SRR LU R S St
sch911 @gmail.com
&

SEFYERNG Hrenllik 2 K 2 AR B RT i s e LR 2 SN B T
ARG e 3 ER PP IR AP DD hAFEH PR Y SRR ki
SRR AE TR B A B A8 A G GF B~ fR40 8 2 Kinect #5 % z%)\#;% e i
g g)),?gmﬁ 2R, ﬂwﬁ’“u@ "3’54;,2%»],:% 1‘"15""‘*%’}\3&/)5’?75)?% YT LTR
AR PRt P endg 2Bt Kinect R K # 0 A 12 Kinect R R K # & (7 2558 ot B2 58
AR L AT MUY YRS G A RER Y o R
BEA R ABAG DLR AL ERRELHE T DT
B ase - %lﬁH‘A%ﬁm\W@\ﬁﬁim\ﬂ4ﬁwﬂm



FAd b A0 6 SR LR B

BRAELZEFRNEELLE O AHERS S 2 - > Flib%;-lzi—"?fﬁﬁfﬁf% ¢ (Entertainment
Software Association; ESA)** 2011 # $$3* % B 5pk & ¥ o7 (7 87 7 45 11> 2010 # £ |
PRPRFASRAAMAFORL NG 2] REAL IFRSIRSBTRE 12T L
W’Mk‘)—f’— A B (ESA2011) o SgF 25k o HFrenlik = K 2 §iA a7 rh 37> DIRZHR S 5
B MIEt A 2015 #E T 1,121 R E L B 0 42 2010 £ 0670 i E v & T
67.4% (Gartner 2011) od LT v B RN AR M A F ik dliTa e e ig—:iéz-\} *
AR~ 50 SR ER AR DR N A O BRI R E R
&I %‘,Eﬁm"?% S ﬁ"g ST Y RAL 0 B2 § A A RN AR M T g E'T”fz? 7t
K e b RAF ISR " FTE 2 13 5 4o % (Flow) 548 % (Animesh et. al.
2011; Wang & Chen 2010; Wan & Chiou 2006) ~ 254\ ed% #5714 (Jennett et. al. 2008) ~ £ % 4
o 5 et & (Sundar et. al. 2010; Straker et. al. 2009; Rekimoto 2008)£7 ¥52k 5 5% i ¥
4 (Brockmyer et. al. 2009; Jennett et. al. 2008; IJsselsteijn et. al. 2008) % o i Feix 25k 4p
MATE e E B G AR R (B oA A -
JEB2 vy VoA @ f EHECSRORLASEER Y LR “,ﬂi TR A
Eoinghfdz b FIp SN A WA G P E PR TE L B - ERNTFF o d RIS
AN G A BT AT T R R A A G F ¢ BERRR ik (T 0k T IS IR
PSR e PSR E 46 iy 47 o Kinect MR & enfe IR * 7 7 pe
E e %)}*ﬂ BARE TSR A o SRR A A 6 LT 3N “Lr)a e
LECIANENEIR I uk <y AN "k SRR R A A Y J'(ﬁ%"’f""“>‘if’r}"“? SEEE SR
B2 d > Kinect R K & 5 — 41 7"? PSR A m o Powe m#ﬁl’g@ﬁﬁ 7% Kinect %8 s %
RBR R P maTy S FFENA BT L o bl R Y R
vv fi (Rekimoto 2008; Sundar et. al. 2010) ~ £ ALZFH B 2 ¥ £ 38K & 0t f(lvory &
Magee 2009) » & &% 327 255N fA @ ¢+ Jﬂ’( e 2 (Limperos et. al. 2011) o F]* >
it g ﬁﬁ?] A m F R iR B Kinect ME K #)E 7 b SR s — £ &
GFT Y RA e AFY LR P i dF A B SR Jﬂfiﬂf:@iiﬁ PSRN E R F 2
A G GF B PR ¥ F 2 Kinect MR 3K %) 2 3 (T rn i 2R 1 7 LA R
Folfmnz  AFTHERBTENT SRR
L% FHRTFEREAY ZFL AT ¢ R FRY RSN PRL AL £
YRR

2.2 B A A5 GF 8~ 4 ¥ 52 Kinect # K # ¥t e # HRLRZ ¥
L MRy AB W - Bar) O

3. Kinect 4 /1 & &7 b #ci-25 BAT(F (AT 2 ZEDEOT R P 1T e
»a'/fg‘x" ?



\‘

*%4v?i£¢ﬁ%ﬁﬁff’¥ AR TEAN AR AT T S B Y FEIRIR LR P R
A FZEAERPFIL R P RFEEAOE R Y E AW Pkt
Fegh s FlE A 47 SUE S RO 44 T%ﬂﬁﬁﬁﬁ%’%zﬁ BECYSER SR BEON
TR

I

>

RS s

AR ARG EN I IR LRI s R <7 AT R R e e RS L Y AR 4
AR g TR SHITR IR I LR PPRL LA R L2 P SRR
R HIFEFR Y LR FE -

N B S

hRTE Y g G S B TR AL il R F BB AP AR 2T
73 b il e > SRR F h R Fl2 - (Prensky 2001) o 25t Hedy = 547 47
wﬁﬁ*%,mﬁﬂﬁﬁ*ﬁ%%wﬁf@ﬁ\&ﬁkﬁWﬁmﬁwﬁﬁwﬁﬁﬁﬁ
AFE XA D E FREE RS TR ESR R A S F R F R FokeA
BER > bld4r PlayStatlon (Sony)s Move ¥ #1# ~ Xbox (Microsoft) 77 Kinect #4 g 3% # 1«
% Wii (Nintendo) = Wii Remote (Arakji & Lang 2007) o -4 7§ ;% cnf g 2% i% PRGN ]
AET B SRR FEET R R AR R SR o £ H Kinect HE
WHEFRET ¥ ZRfEirRd 3 REEL M- F- & (Body Feellng)ixﬁﬁé’r}**«
(mwnmn)g Vel £ﬁwm$%T%% TR ARG T R R B R
31¢ * (Rekimoto 2008) « F|¢t » A #7734 B] i@ * T 9if & ~iPad f§ 4% % 2 Kinect # g

W kA BT FAEZ X ﬁ;ﬁmﬁfkk Eiko Tl s Y BRI REFRED R
SRR RO T SR R Radagr O

-~ f{ﬁ;ﬂné HRAATE R 2 R AR

¥p ¥ Fr T2 % (Expectation-Confirmation Theory; ECT)# 4= d Oliver (1980)#& ! » 3%
3P E Y Eﬁ‘_‘;': 7 #p % (Expectation) 22 P ¥ {2 30405 »x(Perceived Performance):& {7 72
#%(Confirmation)t* # » 11 & 4 48 ¥/ 0% R & (Satisfaction) T B2 58 E X PR B 0 % 32
T ALY P T A 4 1w hl) ¥ 2 Fgzu(Disconfirmation) 0 i ¥ f EBRIRERT

RATEE TR WL L R f EERIIBL  FatPHpE L e
A FERL 0 R /ﬂ HHRLARGEM Bhattacherjee (2001)30 % FaftdendF e +
% BCT 33 anf f%%#m4¢ww’?]' ﬁﬁvﬁwﬁfﬁ“ﬁﬂ@

Post-Acceptance Model of IS Continuance) » i 5k #) ¥ mazafs B B F AL aniirg #

ﬁ&ﬁia’iﬁm‘ﬁﬁmmamﬁﬁéwaﬁ

TR AP RS A SR T £ BSAQOIDA AR A4 A0 1 33%
FRA L TFT RN Al PR EORPEEER o TR R AT B A g #
14 » Webster & Martochhio (1992)#-H ¢ % 5 T A2 e e B 5 $ B2 7 o 5 Sgek 3l i@

MW‘

# Jﬁéﬁ'}i%jﬁ»f #H F AT TRPRE N Jg R R —‘ﬁia’ 445 2 gl arR X o Kamis et.



al. (2008) 41 * —f;}‘ FRLATE R SUATE B AR G A H AR E AR T RE T L
Tjﬁézﬁ’zg w B AR K mf’ﬁt% & B¢ o Lin et. al. (2005)R] 12 ECT 247 31 8 3 reinis ¥
FEIRATRE B e B 55?- B P AT RIS gl B A #87 T B L R R
FRr RRE T AT R RATERP TS HNR Y Lot BT LA
1#F 4§ % * #i27] (Bhattacherjee 2001)2 2 i@ * —‘k RXFEN R F S il g B H
BN AR B o

e ji—f“%ﬁg—fﬁé/“f THEAER G E 0 H P G TE R G F

BERBARETELBA TR e 1T EDI - RS Wik
(Locke 1976) - Woodside et. al. (1989)#-i% & B4k 5 — AR £ BB > 5 AF é’ﬂ“&* EE
&% & goehfe B o Kotler (2000)P32 5 i & B k p 3 PR 4% “é& JRAS e R
o B RO FATE L AR FRIRRAINYE W RAFEREIAEFERE
BREE RS | I ’ﬁ/ﬁgﬂg@i,ﬁgv VAR Y RRR o F A ST TR S AR
B o 2 Hp Y pE g A 24 %R dRLAiEE (Westbrook 1980) < ECT 2w i ¥
H PR A S m*’" “’5 FraE & A i na Y >R EA A DY mRS T e Y
FRERL o T iEA B RS R (Oliver 1980) » Tyt » AFT 3 R * T A LLIF G ¢
%] (Bhattacherjee 2001) 7 & * f EAVEEN R Sl i g M H HEN R R o
B2 D LSRR G F R SRTE L RGE -

Bhattacherjee (2001)% 3 i * 4 % F 3 SABETRRAT P AR o BT Rk deh
AR ,ﬁ B ooomRATy H AR *’T'ngp M R LR e a$ 8 (Kamis 2008;
Moon & Kim 2000) - Lin et. al. (2005)% #& i} a;li’ XA ek R S OELAT SN > LR

F e B F tinart e Davis et al. (1992)9\;71 #FREaE 4 AR D j £-(Enjoyable) -

Webster & Martochhio (1992) 4% F icadT B 7 B R & B 1 € 5 i 6 Pl
HMEBRTLAR Tt AFTHRNRY F R ff}**« (o RRATE B € 1o BRE vy
BEER R R e

B3 @ * 5@ P i LG R o H TR LEG R

= BERNenBE T AP R

Csikszentmihalyi (1975)# 1w % (Flow Model) » § - B A % > & /13— 1B FH
Peane kgl 0§ F5 R 2 p ””r‘/lf,mi#” doom i BB AR AR D
Sl i )J'&'g»‘«kﬁ»/’é@?’*“*ﬂ@i 1@" PR R R - BAREA A L
=~ {E-;fé T 1T A PR R K E %78 5 B (Webster et. al. 1993; Csikszentmihalyi
1990) - B2 5Bz ena B & Fl & 5 H 7712 PR 4 (Csikszentmihalyi 1990) > 7 & & e
I E gl T o0 d k3 R gz i (Novak et. al. 2000) - Ghani & Deshpande (1994)
FdwEad B R AEFY 2250 3 K EH o Webster et. al. (1993)3:% &
MERE - FAROAPEI R T A AT R RY o B AR A B AT I #
M2 %3k fs o Chung & Tan (2004) 247 & 32404 84 i F) 2 fﬁt‘ s TR TR LB

r+*‘



for PITIZE PRRGLE 7 A7 - Tamborini et. al. 2010)%E 5 # ¥ F g i) 2
Eé@%’M%*ﬁ%*éﬁﬁﬁ%@ﬁﬁﬁ$°ﬂﬁ’$Pi ﬁﬁ*% ﬁﬁﬁ
EPBAL AR o Rl F ISR R g R
Kii da & 255 f’ﬂ?—@ TIRITH 4 o F Rt F R DRI AT 5?‘ °
Bz 4b - ﬁﬂwggﬁwﬁﬁﬁﬁ:@9ﬁ%*ﬁﬂﬁmﬁﬁﬁf

@w%

o~ PREECEN R Y LR

Kamis et. al. (2008):#-:3.4v4% % M4 (Enjoyment) T_& > £2 %
BRX o TEHREN T *i PR AL S S
Sz R LR o .,,R&ﬁ»‘;ﬁ"r hoEPRLATRE BT £ 1 ré'%fg‘ﬁn’% * —‘ﬁ i * Z B (Nah et
al.2011; Lin et. al. 2005; Moon & Kim 2000) o 4 % |+ ¢ 3 % + B8 % H . e f.
R & H F A58 b agp i A & (Atkinson & Kydd 1997) » Van der Heljden (2004):}ﬂ
- B2 % # 4t (Hedonic) 3 1 enFi hsbd » R % Fopuivif # g ¥ B FA @ v f
o Fpt > AP T A H —‘ﬁ o RN R R AR AR e

$ﬁ@ﬁ%§4ﬁﬁ*@
PR sk g R L R

ﬁ@

o

BFLS D% g SRR GF A T LG
R HABRLAEN D FH LA - BRELDTF > VARG AU F LY
# &enE £ ¥4 (Bearden & Teel 1983) e @ A3 & Suip B A2 3 < [ﬁ%t‘ A B =R
*ORGRIE Tk AL F Z g B 42 F] & (Venkatesh & Goyal 2010; McKinney et. al.
2002; Seddon 1997; Doll et. al. 1994) o Oliver (1980):% & i 5 7 *‘k Hp i er 2o g endp
PRI EREE B A & e B R J'( LERE L= E‘E‘_‘E: 7 % & & & (Woodside et.
al. 1989) - Kotler (2000):% = % /ﬂ J,i, 3s ,E,EELF gre P BE LY LR “f s
‘ » 424} Bhattacherjee (2001)% § ﬁ*’@%ﬁﬁ*“ﬂiﬁmﬁfﬁ*iﬁ K*
BT S EITER ASER R R R RATE s g R H ik LRA® RIETER,
‘rﬂ#‘r‘éﬂ% * ,e,))??)]* §HF T AT RN j‘ﬁ*“fﬁfk*«m/% LREFFR 15‘?

wbl

\F’QI%L__L?’F&Q'%‘"

BFi6 @7 g7 SRTELRYGRE A GE R T A F

Bl 15008 287 L ARGRE 3 e g I AR I s T B R R SRR -

bl T

B 1A= %



* \,(ZH;Z—» E
ﬁW@%ﬁ%é%ﬁ$pzaﬁ vﬂ giwiza’@ﬁaﬁa%ﬁﬁm%
BT E > I AT HEMEFTEAST T RP AP O LR

N ,{117‘“—:‘;{—;,1-

LA R SRR SRR AR
WICG 2 HFFRY LM BEE > N2 AP0 6 Kinect ~ fR42 ¥ ¥ 2 1 REp
B AAYEEVEES] BT PN e 32 B SRS o FEY BT S o w i TIBM
AEME AT %~ Apple iPad T 4 7 %5 | % [ Microsoft Xbox 360 & AL¥5 % B o A7
THUBEDRRSEAHE NFEIRIEY THNHES TR R e TER
o

ﬁpiﬂrﬂﬁ“é@Jﬁ%}Mmmkés%m%ﬁﬂﬁmmmmJﬁﬁﬁ;A%,

ﬂ&sﬁié fﬂ*£éﬂ***ﬁ%koéﬁﬁﬁé*%gﬁ%%ﬂﬁﬁﬁﬁ
R AR f_p s LA GO TR B ity o ¥R H_ B ) ek % BiE
RS A A B TS RB o be T - SRR A% S0 G

Bt T lféﬁz’é’réh e kY A R AR EF RO T FAEEE o 0 THTF e RS
,@Jﬁ%@%ﬂéﬁ?%cﬁ@ﬁ?éﬁ%ﬁﬂ%ﬁ%Wﬁ%%%%’@?ﬁﬁﬁﬁiﬂ
Mol d B AR E R A A e A BERRY T o 0 B4 SRR 2 B
PRl A o B E G LA BT B HA B H T -

-~ BEBE
AT R HKIEALY 20 g Pl(performance measures)® B 5 B o BT % gk id
P AR EA R OR RIS DRAAMES RIE AT R 6 BiEG 0 F BiES

=2
A YRR B A %1»Wﬁp”mﬁmiﬁmﬁaa’ﬁi"f%*
% 5o $ < (Liker)ehy 2L 8 %

o

21 E ARG ik (FA] T

P EA LA

Bhattacherjee 2001;

* ‘ UERA L RF ST E .
VR 3 B’»Fu A P i | A2 Bhattacheri

TR S | B A BRRERIR B T AP T PR ik Moon & Kim 2000

IJsselsteijn et. al. 2008;
Novak et. al. 2000

B A FIT8 BN B K P IR (e ¢ F]ERE | ITsselsteijn et. al. 2008;

i AT dopd > BT OER

b B M

PRI )z et i Novak et. al. 2000
I HWEnh X EFEgreir g 2 dnisr i & @ $3R | Bhattacherjee 2001;
- e T8k AL Oliver 1980

Moon & Kim 2000;

B DR | BAKTAET L sk loon ¢ ‘
T LA B ORE LR 5l S Fishbein & Ajzen 1975




N R

KF R RE R RA IR0 G kR B FFHAE B AE AL B0
P osx R S 20X ORI A A TR enAnat st~ £ & F]R A 47 ~ PLS 247 0 R RUE R Bt
F2 RREERB LS FHERY AN LRI REF Rt £ R
o e

AFTEFE R R PO L EE LI RS KR R %2
AP BE A oCk B s 202 6o MBI A A R TALE BT AL B )T 1205 4 1k 47% »
4107 4 > 15 53% 0 §F AT AL o A %A/Fjj‘}ofj}*kmq_ﬁﬁﬁ 1] #r b x g;
5% 0 FENE S e 6 £ K 1:"«!-1%\-03'])34%\-mxd?]f54$:'-i’1§ «kf?)‘“«"
s BERFEAH

AR R SRR 0.6 4 ¢ 0 g A 0.7 12+ (Nunnally 1978) » @
TR B A E RO HEE 0.5 12+ (Fornell & Larcker 1981) » 4% 2 #7571 o & —
BRI 1 AVE 354 30 2 - A QI ap i T 2 o Aok 3 90 o FI T Jh A
FErerd B2 4 LG Jacs B uk o

22 RERRES

W e Alpha Ry
W F 3 0.87 0.85 0.91 0.77
#HIE 3 0.74 0.64 0.78 0.55
PeEL 3 0.79 0.73 0.84 0.63
T AT B 3 0.84 0.79 0.88 0.70
mE R 4 0.86 0.88 0.92 0.74
i R 3 0.86 0.82 0.89 0.74

% 3 AR GAlcE TR HNEE

AT S BRI AR O ORY IR

| AN 0.77
I 0.53 0.55
P 0.48 0.41 0.63
TR B 0.28 0.25 0.30 0.70
mER 0.61 0.57 0.44 0.30 0.74
i * LER 0.53 0.32 0.35 0.29 0.44 0.74
HOHER OB THRERE S EME RO AP Gl T 2 o

B OWRPIR A E R > A AR REF R AT 2 PR B A
A3 6BIER # RTINS R IIH S 68000 L Aot et R (Varima)
EEF R REFL AR RADOLAES LP A BAIF 3 i » &R0 8



0 L EFEF IR ARSIl 0 AR JFEAT0S MERE B N AL E
% ehk i F1 % S ip(Hair et. al. 1998)  ##his che 4B g % 4ok 4 9757 o

44 FF A4

R TN I EA AT e TRATAE 4 mE R ® % AR
ECI 0.89 0.45 0.43 0.28 0.56 0.43
EC2 0.92 0.47 0.45 0.25 0.57 0.52
EC3 0.82 0.47 0.38 0.21 0.48 0.45
CP3 0.44 0.83 0.41 0.23 0.44 0.30
CP5 0.38 0.77 0.25 0.19 0.48 0.24
CP6 0.41 0.62 0.19 0.05 0.35 0.11
CL2 0.31 0.25 0.76 0.18 0.27 0.29
CL4 0.47 0.44 0.76 0.17 0.46 0.34
CL5 0.39 0.32 0.88 0.31 0.34 0.26
PEI1 0.33 0.23 0.28 0.87 0.23 0.27
PE2 0.19 0.19 0.14 0.84 0.23 0.30
PE3 0.18 0.20 0.31 0.82 0.30 0.17
SCl1 0.49 0.43 0.36 0.28 0.81 0.38
SC2 0.55 0.54 0.42 0.27 0.86 0.36
SC3 0.52 0.46 0.35 0.27 0.90 0.35
SC4 0.54 0.52 0.38 0.23 0.87 0.42
BIU1 0.45 0.24 0.27 0.28 0.37 0.90
BIU2 0.38 0.23 0.32 0.26 0.36 0.87
BIU3 0.53 0.36 0.32 0.22 0.42 0.81

= PLS A%

AFTY IR FORIL RSN T R Y SRR Y SN R 1Y
PLS 4 47 i3 3 848 ta#ic(Beta E)% A% (5 #8(R”) » & # HEIRAE E L F F
wEEILTS 0 € BEFREH B AR R=039) 0 4t ficiE & Bhattacherjee (2001) B F 30 % Sudd
g ﬁfg’“] A 18 I ey l“ﬁﬁz(R =033)4p % - R @& F’ ER Gy A R IN s R S e P
BMEREEL R %*“sf‘:’rf*« e R RRE(R™=0.22) « Fpt o 123 H - H Atk 2 B
R A 3;%% P FEAATRT R T BRR ] 2 Bk das HAREGLY B A PLS 4
e P

X NN
(R’=.23)

b S,
B 2 PLS A 45 .4 %



o HFFRT AR VR

AL B RGO EE L 2 B F

ANOVA) 1B f& 3 %;éjs?] ]

AR LEE:

b R EF PR o A [Scheff it | % —@Lmsﬁ

I8 m %’%\’ﬁiﬂp |IIF5‘E'F’“mli*J§;;§lmé“'§p—g
@ ¥ Favs R R Y Kinect R &
M % o Kinect 23R A F 1 3304 ¥ % 2 )‘S’wwwkr'%

Kinect 7% & & & ¥ &
I—J}é—?gl% * EE@J lﬁ%

3 i 8
I

LS Fg R LR S £k fi(Scheffe j2)

% B #c~ $7(Analysis of Variance;
B 2 IS ONLAT R R AR EFER Y LR
¥e SRR SEN S

r;gigfﬁziwﬁu o

AEEFAE -

t'l—r—/:r‘ o

HERG  Tiip 95% 1% %% % R¥

@) i

AThE ¥ % | 0.19 0.493 0.924 -1.02 1.41
Kinect

- el B 0.147 0.489 | 0.956 -1.06 1.35

. LR 1.02 0.457 | 0.086 0.11 2.15
R R Kinect

7 B 1.265 0.454 | 0.022* 0.15 2.38

Pl B , ¥ % | 1.033 0.411 0.045% 0.02 2.05

. Kinect -
* R F & 1.206 0.408 | 0.014* 0.2 221

-
1

N SR e R L 3
B OH TS R R AT R R 3 AR R e B2
pg%‘ﬁz FE'(?l%}H’ l—SCheff/z‘J m;:“é‘“‘ﬁx"‘% 2R

P e TioA R B EIEF  m A

ESET S

406 v ing

>

T

FARE, R

% & b #&(Scheffe ;)

FAYEEN AR g (Tt > B TE G
TE RN R T ARG
» Kinect = e (54 »2 ¥
%1%*“ﬁ§#‘}°~§ ¥z /E- RHenid A T 598 dod 6 %77 o

ARG | TiaiB _ +_ 95% 13 4F % B
i BEM
) (I-]) - 7 IS
, ¥ % | 4500 15.660 | .960 -34.46 43 .46
Ll Kinect
F R 13.438 15.660 | .693 -25.52 52.40
. Ay % | -1.34 228 .000% -1.91 -78
F Hp Kinect
F R -1.031 228 .000% -1.60 -46




- FPIEREHEG

d 3N A4 5o B 8 SR E X f Wrife i & N B {4 Ay
Seoo FlUt o AT AR P OEINIFEHI R A A G N R ﬂgﬁgfﬁ%L@mﬁ
W BMHFRGF = 0 % - CPLS AT NS R A @ P F W RS 5 B 2R
PERAR BRE AR YA BB EFR Y SRR o ITHE PPR R
AT P T R FRE . % - ~Kinect AR T A BWF R ALY F IR AP Y
Z % > @ Kinect 245 R ¥ LA - ¥ 303 F 2 F 8> 7 4v Kinect # X # 2
(R %%wAW;ﬁﬁmﬁLE’b“@m&ﬁrmif@%’*;%%ﬁﬁiﬁﬁ
i * Kinect & {7 25 o % = ~ Kinect f & A v5% el 17 % Pl g 10T e S 0588 enff 42
“%&&ﬂﬁﬂwéﬁﬁﬁ%@%FWﬁmwgﬂoﬁ?ﬁéw%%mma%%%%@ﬁ@
#74E 5 % 30FPS (Frame Per Second) » 4 & B & (v @yL & 5 33ms (1/30 )it & e
7> ¢ 17 Kinect &1 7 F &M L ixcnF AFAFLsph pF 0 R TG 000 B o dpik i o

g P*ﬁ%ﬁ?ﬁ

Y s & 2 :;ﬁw,,\ SEHFE GG S G RFHEN ANWEP AT c AP S
Y S *"iwpiéﬂ%ﬁ%*&maW@ﬁﬁﬁ%&céﬁmwwp
T FI AR U REINIR 5 AH D RED F AR AR B A R R
FrRr SR AP P A RREEG P ST R E ¥ AR A6
WHAT ANPENABTAMT SEF R B A AT S EF %o n AT
PISE 7 2 fB ~ 4 6 & 487 P SRR P s 0 X A4 BB~ A5 2 R
1e 5 2 % 4p B Bedh o

MG R IR m'ﬁi}’?’ﬁ = @ % - -~ Kinect %“'}é?){% B R kgl Koty
Pt & 2 A0 0 B GG S RS ASM R Y A RA L F R 2R
A0H R R #ﬁé&l DR T AR PJ%&(J%K 7 R (blhe T
) F RFIEKE o % - ~Kinect ME K # & F &AM By andigi o BT
B AR MO B P4 CE .e)]h,g,&}gaﬁ‘g,g * R E A ,k,%.]% fd oo K0 PR
R fd e B Kinect R R 3K A AP M L3R fa s> e (PR 8 A F AP Raph-iv 5 8 & 97 3
e

AR 4 RBE o A LFFEF I TR B R ER
*ﬂ”%*mmﬁ CF Bk BN IR F 0 e R S ek
R IOTR G 0 AR RS A TR REC O L R PR A R
?”ﬁﬁ?fgiﬂ%wwﬁﬁ LR R BN R AR R
Beoo o~ d N AR %wﬁyﬁﬂﬁéjWiﬁﬁm“qB%Aﬁ’wﬁgipﬂ’§&wg&
BEFFEY AEFAT BRNRE LB VT U A m2IEN & + P N1

F SR TN



ﬁﬁﬁ%’éﬁ%%?ﬂ%ﬁpiﬁiﬁ%?ﬁﬁiﬁmuﬁi°ﬁ \&ﬁﬁmﬁﬁ
ﬁ%ﬁﬁ?iﬁpiﬁ’*?%%*%wﬂﬂ%’l »
g T A~ I T E o ERA R T S R o

1. Animesh, A., Pinsonneault, A., Yang, S. B., and Oh, W. “An Odyssey into Virtual Worlds:
Exploring the Impacts of Technological and Spatial Environments,” MIS Quarterly
(35:3), September 2011, pp. 789-810.

2. Arakji, R. Y, and Lang, K. R. “Digital Consumer Networks and Producer — Consumer
Collaboration: Innovation and Product Development in the Video Game Industry,”
Journal of Management Information Systems (24:2), Fall 2007, pp. 195-219.

3. Atkinson, M., and Kydd, C. “Individual Characteristics Associated with World Wide
Web Use: An Empirical Study of Playfulness and Motivation,” The Database for
Advances in Information Systems (28:2), Spring 1997, pp. 53-62.

4. Bearden, W. O., and Teel, J. E. “Selected Determinants of Consumer Satisfaction and
Complaint Reports,” Journal of Marketing Research (20:1), February 1983, pp. 21-28.

5. Bhattacherjee, A. “Understanding Information Systems Continuance: An Expectation
Confirmation Model,” MIS Quarterly (25:3), September 2001, pp. 351-370.

6. Brockmyer, J. H., Fox, C. M., Curtiss, K. A., McBroom, E., Burkhart, K. M., and
Pidruzny, J. N. “The Development of the Game Engagement Questionnaire: A Measure
of Engagement in Video Game-Playing,” Journal of Experimental Social Psychology
(45:4), July 2009, pp. 624-634.

7.  Chung, J., and Tan, F. B. “Antecedents of Perceived Playfulness: An Exploratory Study
on User Acceptance of General Information-Searching Websites,” Information &
Management (41:7), September 2004, pp. 869-881.

8.  Csikszentmihalyi, M. Beyond Boredom and Anxiety (Ist ed.), Jossey-Bass Pulishers,
SanFrancisco, 1975.

9. Csikszentmihalyi, M. Flow: The Psychology of Optimal Experience, Harper and Row
Publishers, New York, 1990.

10. Davis, F. D., Bagozzi, R. P., and Warshaw, P. R. “Extrinsic and Intrinsic Motivation to
Use Computers in the Workplace,” Journal of Applied Social Psychology (22:14), July
1992, pp. 1111-1132.

11. Doll, W. J., Xia, W., and Torkzadeh, G. A. “A Confirmatory Factor Analysis of the
End-User Computing Satisfaction Instrument,” MIS Quarterly (18:4), December 1994,
pp- 453-461.

12. Essential Facts. “Essential Facts about the Computer and Video Game Industry,”
Entertainment  Software  Association, December 2011 (available online at
http://www.theesa.com/facts/pdfs/ESA_EF_2011.pdf).

13. McCall, T. “Gartner Says Spending on Gaming to Exceed $74 Billion in 2011,” Gartner
Group, December 2011 (available online at
http://www.gartner.com/it/page.jsp?id=1737414).

14. Fishbein, M., and Ajzen, 1. Belief, Attitude, Intentions and Behavior: An Introduction to
Theory and Research, MA:Addison-Wesley, Boston, 1975.



15.

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

29.

30.
31.

Fornell, C., and Larcker, D. F. “Evaluating Structural Equations Models with
Unobservable Variables and Measurement Error,” Journal of Marketing Research (18:1),
February 1981, pp. 39-50.

Ghani, J. A., and Deshpande, S. P. “Task Characteristics and the Experience of Optimal
Flow in Human-Computer Interaction,” The Journal of Psychology (128:4), 1994,
pp-381-391.

Hair, J. F., Anderson, R. E., Tatham, R. L., and Black, W. C. Multivariate Data Analysis,
(5th ed.), Prentice-Hall, New Jersey, 1998.

IJsselsteijn, W., van den Hoogen, W., Klimmt, C., de Kort, Y., Lindley, Craig., Mathiak,
K., Poels, K., Ravaja, Niklas., Turpeinen, M., and Vorderer, P. “Measuring the
Experience of Digital Game Enjoyment,” Proceedings of Measuring Behavior, August
2008, pp. 88-89.

Ivory, J. D., and Magee, R. G “You Can’t Take It with You? Effects of Handheld
Portable Media Consoles on Physiological and Psychological Responses to Video Game
and Movie Content,” CyberPsychology & Behavior (12:3), June 2009. pp. 291-297.

Jennett, C., Cox, A. L., Cairns, P., Dhoparee, S., Epps, A., Tijs, T., and Walton, A.
“Measuring and defining the experience of immersion in games,” International Journal
of Human-Computer Studies (66:9), September 2008, pp. 641-661.

Kamis, A., Koufaris, M., and Stern, T. “Using an Attribute-Based Decision Support
System for User-Customized Products Online: An Experimental Investigation,” MIS
Quarterly (32:1), March 2008, pp. 159-177.

Kotler, P. Marketing Management Millennium Edition (10th ed.), Prentice-Hall, New
Jersey, 2000.

Limperos, A. M., Schmierbach, M. G,, Kegerise, A. D., and Dardis, F. E. “Gaming
Across Different Consoles: Exploring the Influence of Control Scheme on Game-Player

Enjoyment,” Cyberpsychology, Behavior, and Social Networking (14:6), June 2011, pp.
345-350.

Lin, C. S., Wu, S., and Tsai, R. J. “Integrating Perceived Playfulness into
Expectation-Confirmation Model for Web Portal Context,” Information & Management
(42:5), July 2005, pp. 683-693.

Locke, E. A. The Nature and Causes of Job Satisfaction, In Handbook of Industrial and
Organizational Psychology, Dunnette M. D. (ed.), Rand-McNally, Chicago, 1976, pp.
1297-1349.

Moon, J. W., and Kim, Y. G “Extending the TAM for World-Wide-Web Context,”
Information & Management (38:4), February 2001, pp. 217-230.

McKinney, V., Yoon, K., and Zahedi, F. “The Measurement of Web-Customer
Satisfaction: An Expectation and Disconfirmation Approach,” Information Systems
Research (13:3), September 2002, pp. 296-315.

Nah, E. F., Eschenbrenner, B., and DeWester, D. “Enhancing Brand Equity Through
Flow and Telepresence: A Comparison of 2D and 3D Virtual Worlds,” MIS Quarterly
(35:3), September 2011, pp. 731-747.

Novak, T. P., Hoffman, D. L., and Yung, Y. F. “Measuring the Customer Experience in
Online Environments: A Structural Modeling Approach,” Marketing Science (19:1),
Winter 2000, pp. 22-42.

Nunnally, J. C. Psychometric Theory (2nd ed.), McGraw-Hill, New York, 1978.

Oliver, R. L. “A Cognitive Model for the Antecedents and Consequences of Satisfaction
Decisions,” Journal of Marketing Research (17:4), November 1980, pp. 460-469.



32.

33.

34.

35.

36.

37.

38.

39.

40.

41.

42.

43.

44.

45.

46.

Prensky, M. The Digital Game-Based Learning Revolution, McGraw-Hill, New York,
2001.

Rekimoto, J. “Organic Interaction Technologies: From Stone to Skin,” Communications
of the ACM (51:6), June 2008, pp.38-44.

Seddon, P. B. “A Respecification and Extension of the DeLLone and McLean Model of IS
Success,” Information Systems Research (8:3), September 1997, pp. 240- 253.

Sundar, S. S., Xu, Q., Bellur, S., Jia, H., Oh, J., and Khoo, G. S. “Click, Drag, Flip, and
Mouse-Over: Effects of Modality Interactivity On User Engagement with Web Content,”
International Communication Association, June 2010, pp. 22-26.

Straker, L., Pollock, C., Piek, J., Abbott, R., Skoss, R., and Coleman, J. “Active-Input
Provides More Movement and Muscle Activity During Electronic Game Playing by
Children,” Journal of Human-Computer Interaction (25:8), November 2009, pp.
713-728.

Tamborini, R., Bowman, N. D., Eden, A., Grizzard, M., and Organ, A. “Defining Media
Enjoyment as the Satisfaction of Intrinsic Needs,” Journal of Communication (60:4),
December 2010, pp. 758-777.

Taylor, M. J.,, McCormick, D., Shawis, T., Impson, T., and Griffin, M.
“Activity-Promoting Gaming Systems in Exercise and Rehabilitation,” Journal of
Rehabilitation Research & Development (48:10), 2011, pp. 1171-1186.

Van der Heijden, H. “User Acceptance of Hedonic Information Systems,” MIS Quarterly
(28:4), December 2004, pp. 695-704.

Venkatesh, V., and Goyal, S. “Expectation Disconfirmation and Technology Adoption:
Polynomial Modeling and Response Surface Analysis,” MIS Quarterly (34:2), June 2010,
pp. 281-303.

Wan, C. S., and Chiou, W. B. “Psychological Motives and Online Games Addiction: A

Test of Flow Theory and Humanistic Needs Theory for Taiwanese Adolescents,”
CyberPsychology & Behavior (9:3), June 2006, pp. 317-324.

Wang, L. C., and Chen, M. P., “The Effects of Game Strategy and Preference-Matching
on Flow Experience and Programming Performance in Game-Based Learning,”
Innovations in Education and Teaching International (47:1), February 2010, pp. 39-52.
Webster, J., and Martochhio, J. J. “Microcomputer Playfulness: Development of A
Measure with Workplace Implications,” MIS Quarterly (16:2), June 1992, pp. 201-226.
Webster, J., Trevino, L. K., and Ryan, L. “The Dimensionality and Correlates of Flow in
Human-Computer Interactions,” Computers in Human Behavior (9:4), Winter 1993, pp.
411-426.

Westbrook, R. A. “Intrapersonal Affective Influences on Consumer Satisfaction with
Products,” Journal of Consumer Research (7:1), June 1980, pp. 49-54.

Woodside, A. G, Frey, L. L., and Daly, R. T. “Linking Service Quality, Customer
Satisfaction, and Behavioral Intention,” Journal of Health Care Marketing (9:4),
December 1989, pp. 5-17.



Investigate the effects of different interfaces on the continuance use of

digital games

Bau-Yi Li
National Kaohsiung Normal University
asky@hcvs.kh.edu.tw

Shu-Chun Ho
National Kaohsiung Normal University
sch911 @gmail.com

Abstract

With the rapid development of game market and continual innovation of software and
hardware, the investigation of the fitness and satisfaction between different HCI
(Human-Computer Interface) and digital games becomes a critical researching issue. The
objective of this study is to examine whether different interfaces affect the user’s continuance
use intention and the operational performance of HCI (Mouse, Touch-Screen, and Kinect
Body-Feeling) on different digital games. We conducted field experiment and developed
questionnaire to collect data. The results show that mouse and touch-screen interface need
more precise positioning performance than Kinect, and using Kinect’s somatosensory to play
games is positively related to the users’ continuance use intention. Based on the Expectation
Confirmation Theory (ECT), we test and verify different interfaces on the continuance use of
digital games and to provide the theoretical and practical contribution.
Keywords:  Body-Feeling,  Expectation = Confirmation = Theory, Digital Game,
Human-Computer Interface, Operational Performance.



