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ABSTRACT

This study attempted to identify differences in user experience and app game fun,
satisfaction, use intention between fitness app games at different level of interaction design.
The playtesting method was conducted on 100(male 50, female 50) university students
using ‘Enjoy Your Fitness’, a fitness app game developed by The Center for Health
Communication Studies. The results found that more interactive app game is higher in the
level of user experience such as fitness accomplishment, flow, and interest. Fitness app
game’s fun, satisfaction, use intention is also higher on interactive fitness app game. As
the study verified that interactive fitness app game had stronger effects in user fitness
experience and user experience than general fitness app games through experimental
studies, it may contribute to design fitness mobile app game for health improvement.

Keywords : Fitness App Game(2% % 7)), Interactivity (F=2H-8-4),
User Experience(AH8-A174 %), Playtest(Zdo]8|~E), Enjoy Your Fitness
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