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ABSTRACT

In order to predict satisfaction and performance of sensible healthcare game using
motion recognition sensor, this study analyzed the effects of flow, presence and social
cognitive factor and then, it attempted to verify structural relationships thereof.
Self-efficacy, being a social cognitive factor, was found to affect the level of functional
satisfaction of health game but it showed no direct effect to intention of using game. Flow
experience was also observed to be a meaningful predictor for the level of functional and
entertainment satisfaction in the direction hypothesized. It is also shown that presence
exerts a direct effect on functional satisfaction. Finally, it is discovered that functional
satisfaction has meaningful influence on entertainment satisfaction as well as future
intention to use. The results verifies that even in sensible healthcare game, user
experience and social cognitive factor have significant effects on satisfaction and
performance of a serious game.

Keywords : Healthcare Serious Game, Flow Experience, Self-efficacy, Game
Performance, Structural Equation Modelling
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