Journal of Korea Game Society 2017 Apr; 17(2): 155-164
http://dx.doi.org/10.7583/JKGS.2017.17.2.155

I 715 A

DHiel mELIA Aol HIAX| Z2felo] X2kl eyt
Mal wol njxls B3

o

T

7]
st o] wt o] A F YA ]L S st AE A MR g g™
gnoh@hallym.ac.kr”, ff7cloud5@naver.com”

The effect of the message frame on perceived benefits and psychological
well-being in mobile fitness games

Ghee—Young Noh", Han—Jin Jang™
Dept. of Media Communication, Hallym University"
Dept. of Interaction Design, Gradute School, Hallym University

o of
|
2 A3e 2utd JEYUZX AYeA AFste MR Za e uet Aea A AHolE
Ao A= Ad sd, AeA 49, &5 oF, &5 AT WMol A AHEH
ok o5 98] W37 4 A (Repeated Measure Design)$¢l & o] Bl ~E (Playtest) W& A
gsto] dedTE A drddt wukd AEYZLR A]dA o5 wAAE AT
£ WAAE AARE B A4 FE, A Ay, Es ofF, 5 A3 FE e
BE7F o =A deysth oldd ATdse 3R 71548 AdS T AS vAAE A
B ol SHAI AL ARG A% 7154 A AREACA F oo adder dddE
AvkeE AL Azt oo

ABSTRACT

This study conducted to analyze the difference of perceived benefits, psychological
well-being, exercise application attachment, and perceived exercise achievement according
to the message frame provided in the mobile fitness game. Repeated Measure Design
and Playtest methodologies were used*: for this research. As a result, when gain
messages were shown, all factors were higher than the case of showing loss message.
The results of this study emphasize that when persuasion messages need to be
presented through a health functional game, gain messages can be more effectively
delivered to the users of health functional game than loss messages.
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[Table 1] Paried—sample T—test of User
Experience and Exercise Effect Difference by
Messages

Variable Source M N SD T

a Gain  4.032 508 s
P.B Loss  3.356 100 906 6.860

b Gain  3.624 694 .
P.WB Loss 3.114 901 4633

Gain  3.428 351

P.A Loss 2783 867 6.037
Lo Gan 370 66 e
’ Loss 3.186 859 ’

“P.B: Perceived Benefit, "P.W.B: Psychological well-being,

Ll"A Psychological Attachment,

EA Exercise Accomplishment, ‘E.I: Exercise Involvement
: p<.01
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