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ABSTRACT

The objective of this research is to evaluate the usability test of ‘Paldokangsan3’
which has been developed as a serious game for the elderly to improve their physical
and mental health. This game machine has been installed in a silver house for one
month that the elderly could play the game as they like in their convenient times. To
promote their participations to practice the game, we set 3 contests with gifts for the
high scores and collect their data through inspection, questionnaire and interviews by the
researchers as well as in—-game measurement for the play. Eight people volunteered to
join the project. While the result analysis for the usability area of easiness of control,
learnability of the game play, memorability and challenge didn't show the statistical
confident t-value, most elderly players participated 2~3 times a day for a month even
though most of them are suffering mild cognition impairment. They showed good
subjective satisfactions in their interviews that we could go on the project further to
expand its applications.
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— Usability Test of ‘Paldokangsan3’ a Walking Game for the Elderly —

(memorability), 2 F-(error), 94 (satisfaction) A ¢k3 A ¥ghelar Yk FFoE ol AE
o2 yd #Hol6]. ste 297t At
BEPT] A9 S dellA] wolEe] Alxfe)
S don &£5xy wsztor AYS Aok sk [Table 1] Questionnaire for usability evaluation
d, Agoli dwe E1 gslebAx T ol%aAA N || NG —
&= Q1 | Has the walk recognized well?
Easi- Has the arm motion recognized
Q2
ness well?
of Q3 Was the game good to control
game as you want?
= control Q4 Could you see if your choice
ﬁ o was correct or not?
epression
Osteoporosis Dementia Learna Q5 Was it easy to understand how
? = ~bility to control the game?
of
A Could you remember easily to
game
Hypertension Diabetes mellitus p]ay Q6 the method to control the game?
SPIEITY Select a disease your want. When you select one, you will see good foods for the diesase. " Q7 Was the game helpful to remember
e“}‘? good foods for a specified disease?
They are related —rabili
Ao aoibug ditoms . ty Q8 Was the game helpful for your
among/ them. normal memorization ability?
Q9 Did you think you would like to
Chal- the game do better next time?
lenge Q10 Did you feel to continue to play
| the game for the next level?
Effi- ol1 Has it got easier to play the
ciency game as you repeat the game?
. Could you be concentrated on
Ta 12 . .
ension | Q the game in the process of it?
Was the background of the game
. Q13 .
Fami- familier to you?
liarity Did you feel the avatar just like
Q14 :
you in the game?
Was the game good to play
. Q15 .
Satis— continuously?
faction Was tie game interesting to
Q16
play?
k2 S H ] (]
}_Z]—o] ﬁﬂ?ﬁx](easmess), }_Z]' Ho]'}llol HHT7] Oi 32 /éhg:.! 7H-I?L al AE.|71I
HAA = L&A (learnabliity), 7194 (memorability),
=7 challenge), 5E4 (efficiency), ¢4t - =7+ A delok daxegs s st A
(tension), <A (familiarity), %A (satisfaction) of YA & AHds HAAHINIT 1 olf+=
o2 Fa ALEE AA 39tk [Table 1]el H 2 2F EYo] AL e A T AF =9E o
E 993 AFES HAYh [Table 1]+ A4 g AALS AT AR B de 34)%
2 BE AEEY V54 B 355 PR sk sbteld siXstn flo £AR s8R &
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[Table 2] Characteristics of participants

Nd Age | Sex | School Characteristic
1] 60 | M Eleme Healthy(game helper)
ntary
ol 631 M No M1ld c.ogrutlon
1mpairment
3169 | M Eleme Mlld clogmtlon
ntary 1mpairment
41 70 M No Not social in the group
Bent back but active
51| 74 F No Nild tion i ‘
6| 62 M No Mild cognition impairment
7187 | M No Mild cognition impairment
81 8 | M | Middle Healthy (normal)
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[Table 3] Result of usability test

1 2
Area week | weeks Change Average
later : later
Easiness 347 | 388 | w1t 3.68

Learnability | 394 | 338 downd  3.66
Memorability | 3.88 3.63 downd 3.76
Challenge 4.00 3.75 downd 3.88

Efficiency 375 400 ¢ upt 3.88
Tension 413 4.00 down<d 407
Familiarity 3.50 3.50 no 3.50
Satisfaction | 4.44 | 413 downd 429
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[Table 4] Analysis of MMSE—KC

MMSE-KC
2 week 4 t-value | p-value
no later weeks
later

1 27 28

2 4 8

3 15 15

4 14 14 -1.581 0.175

5 19 19

6 22 23

avg | 16.833 17.833

4 Ay QA7]E & MMSE-KC7F 54 2
PRl A AR feldt AolE YehA
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