
Full Terms & Conditions of access and use can be found at
https://www.tandfonline.com/action/journalInformation?journalCode=hihc20

International Journal of Human–Computer Interaction

ISSN: (Print) (Online) Journal homepage: https://www.tandfonline.com/loi/hihc20

Social Balance Ball: Designing and Evaluating
an Exergame That Promotes Social Interaction
between Older and Younger Players

Shi Qiu, Emiran Kaisar, Renbo Ding, Ting Han, Jun Hu & Matthias Rauterberg

To cite this article: Shi Qiu, Emiran Kaisar, Renbo Ding, Ting Han, Jun Hu & Matthias
Rauterberg (2023): Social Balance Ball: Designing and Evaluating an Exergame That
Promotes Social Interaction between Older and Younger Players, International Journal of
Human–Computer Interaction, DOI: 10.1080/10447318.2023.2175157

To link to this article:  https://doi.org/10.1080/10447318.2023.2175157

© 2023 The Author(s). Published with
license by Taylor & Francis Group, LLC.

Published online: 16 Feb 2023.

Submit your article to this journal 

View related articles 

View Crossmark data

https://www.tandfonline.com/action/journalInformation?journalCode=hihc20
https://www.tandfonline.com/loi/hihc20
https://www.tandfonline.com/action/showCitFormats?doi=10.1080/10447318.2023.2175157
https://doi.org/10.1080/10447318.2023.2175157
https://www.tandfonline.com/action/authorSubmission?journalCode=hihc20&show=instructions
https://www.tandfonline.com/action/authorSubmission?journalCode=hihc20&show=instructions
https://www.tandfonline.com/doi/mlt/10.1080/10447318.2023.2175157
https://www.tandfonline.com/doi/mlt/10.1080/10447318.2023.2175157
http://crossmark.crossref.org/dialog/?doi=10.1080/10447318.2023.2175157&domain=pdf&date_stamp=2023-02-16
http://crossmark.crossref.org/dialog/?doi=10.1080/10447318.2023.2175157&domain=pdf&date_stamp=2023-02-16


Social Balance Ball: Designing and Evaluating an Exergame That Promotes Social
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Shi Qiua,b, Emiran Kaisara, Renbo Dinga, Ting Hana, Jun Hub, and Matthias Rauterbergb

aDepartment of Design, Shanghai Jiao Tong University, Shanghai, China; bDepartment of Industrial Design, Eindhoven University of
Technology, Eindhoven, Netherlands

ABSTRACT
As the population ages rapidly, there is a strong focus on the healthy aging of older adults. A cen-
tral part of healthy aging is keeping people connected in later social life. Exergames are recom-
mended as one of the coping strategies to help improve health and quality of life in older adults.
In our study, we developed an exergame called Social Balance Ball to engage older and younger
people to play together, encouraging social interaction between generations. From May to July
2021, we evaluated this exergame in Shanghai, China, performing a user experiment with 18
unfamiliar young-old pairs under three test conditions (virtual player, mediated human player, and
co-located human player). To evaluate the exergame, our main findings demonstrated that partici-
pants felt significantly perceived social interaction in mediated play and co-located play than in
virtual play. Overall, older participants perceived significantly higher social interaction than
younger participants. In this study, we contribute (1) empirical research findings on how the Social
Balance Ball exergame enhances social interaction in generations; (2) design implications for
informing future design and development of social exergames.

1. Introduction

The global population is aging rapidly; between 2015 and
2050, the proportion of older adults will almost double
(WHO, 2021). Globally, people aged 60 or older are growing
faster than in other age groups (WHO, 2019). As the popu-
lation ages, there is often a greater focus on the healthy
aging of older adults. As defined by WHO (2020), healthy
aging is “the process of developing and maintaining the
functional ability that enables well-being in older age.”
Physical well-being is an important part of healthy aging,
and fall is one of the greatest threats to the physical health
of older adults (WHO, 2014), and fall prevention strategies,
such as balance training have been shown to be effective in
reducing the rate and risk of fall in older adults (Gillespie
et al., 2012). Another part of healthy aging involves keeping
social connections, which are central to older adults’
well-being (Macdonald et al., 2021). The power of a social
network can “enhance a senior’s longevity, quality of life,
protect against functional decline and promote resilience”
(WHO, 2015). However, as people age, they become more
likely to reduce social interaction and almost unavoidably
feel lonely. Emotional and social isolation in older adults
can be caused by many factors, such as the loss of family
and friends, poor health, and reduced income (Zhang et al.,
2017). Social trends, such as less intergenerational living and
less community cohesion also play a role (Bernard, 2013).
Additionally, in recent years, due to the ongoing impact of

the COVID-19 pandemic, older adults are advised to main-
tain social distancing and stay at home or in institutions
most of the time. They lack physical activities and cannot
see friends and family members as usual. Such a situation
exacerbates the social loneliness of older adults, adversely
affecting their physical and mental health.

To address these aging-related issues, an exergame [i.e.,
the combination of exercise and video games (Bogost,
2007)] is recommended as a coping strategy to help improve
the health of older adults, especially during the COVID-19
quarantine period (Viana & De Lira, 2020). As stated by
Loos and Kaufman (2018), while exergaming is universally
loved and has benefits for mental health and physical activ-
ity of older adults, it remains unclear whether the outcomes
of exergaming interventions have a strong evidence base.
The majority of previous studies focused on examining the
efficacy of the exergames in improving balance and reducing
the risk of falls in older adults (Clark & Kraemer, 2009;
Garcia et al., 2018; Pisan et al., 2013). For example, Clark
and Kraemer (2009) investigated the effect of a commercial
exergame to address balance dysfunction in older adults in a
nursing home who were at risk for falls. Pisan et al. (2013)
developed the Microsoft-Kinect-based step training system
to predict the loss of balance for older adults under cogni-
tive load. Garcia et al. (2018) evaluated a fall prevention
game’s compliance, fun, and ease of use to determine its
suitability for use as an unsupervised home training tool for
older adults. However, all of these balance training
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exergames are designed to be played alone. Older adults like
playing with other people in a social context (Loos &
Kaufman, 2018; Loos & Zonneveld, 2016; Villani et al.,
2017). Additionally, a narrative literature review (Loos,
2017) found that social interaction is one of the most
important factors in older adults playing exergames.

Thus, improvements in well-being should not be limited
to older adults’ physical or cognitive health but must also
extend to the social domain (Rice et al., 2013). For this
research purpose, we conducted an empirical study that
focuses uniquely on the social dimension of the exergame
(including social interaction, social connectedness, emotional
state, etc.). Generally, intergenerational interactions consist
of two types: (1) older people interact with younger people
in the family, or (2) interact with unfamiliar younger people
(Salehzadeh Niksirat et al., 2022). Unlike most existing
research studies regarding social intergenerational family
entertainment (Fuchsberger et al., 2012; Khoo et al., 2009;
Salehzadeh Niksirat et al., 2022), our design purpose is to
enhance social interaction among unfamiliar older and
younger people. As reported by Thang (2006), family inter-
actions reduce due to lifestyle and family structure changes,
which fosters new synergies in intergenerational exchanges
between non-family age groups. Thus, we focus on evaluat-
ing strangers (rather than family members), motivated by an
interest in understanding how the exergame can be lever-
aged in community practice to encourage social interaction.

In our study, an exergame called Social Balance Ball was
implemented to engage older and younger people to play
together. We examine the impact of the Social Balance Ball on
the mental and social well-being of older and younger partici-
pants to understand how this exergame can best promote
social interaction between generations. We use three different
modes to test the level of social presence of the co-player as a
determinant of player experience. Thus, the system was imple-
mented with three conditions: (1) virtual player, (2) mediated
human player (i.e., participants played online), and (3) co-
located human player (i.e., participants played face-to-face). In
the virtual player mode, the counterpart’s game avatar appears
on the game interface but two remote human players do not
play together. In fact, in this mode, two remote players control
the game independently, while in the mediated human player
mode, two remote players use their own Social Balance Balls
to control the game avatar to play together. Virtual player
mode is a control condition in which there is no social inter-
action between two human players. A within-subjects study of
36 participants, including 18 older and 18 younger partici-
pants, was conducted in Shanghai, China, from May 2021 to
July 2021. We compared three working modes of Social
Balance Ball in terms of social presence, social connectedness,
and emotional state. Our work can contribute to the HCI
research community in two main ways:

1. Empirical evidence suggests that balance training exer-
games in social settings, whether online or in-person,
can have positive effects on intergenerational interac-
tions between unfamiliar younger and old players;

2. Our findings also aid in HCI design and shed light on
innovations in intergenerational balance training sys-
tems that promote physical, mental, and emotional
well-being in older adults.

In this article, we investigate the primary research ques-
tion about how the Social Balance Ball exergame affects
intergenerational interactions. More specifically, we are
interested in which specific factors can influence intergen-
erational interactions in social balance training games, such
as different social modes, different perceptions of older and
younger people, or the impact of gender on exergames. All
of these have rarely been discussed in previous studies. We,
therefore, address the following four sub-research questions:

RQ1: How does the Social Balance Ball impact the social
interaction of all players in three conditions?

RQ2: Do older and younger players perceive social interaction
differently in this exergame?

RQ3: Does gender affect the perceived social interaction of
players in this exergame?

RQ4: How do the findings from this study inform us about
designing exergames in a social context?

For RQ1, RQ2, and RQ3, we presented three relevant
hypotheses in the experimental design:

H1: All players perceive significantly different social interac-
tions under the three different modes of the Social Balance
Ball.

H2: Older and younger players perceive significantly differ-
ent social interactions in the Social Balance Ball exergame.

H3: Male and female players perceive significantly different
social interactions in the Social Balance Ball exergame.

For RQ4, we use semi-structured interviews to gather
qualitative feedback from all players on their attitudes, per-
ceptions, and design recommendations for the Social
Balance Ball.

2. Related work

2.1. Older adults and balance training exergames

Exergames have the potential to facilitate long-term exercise
for older adults. Traditional balance training includes book-
lets or videos demonstrating training procedures, but it lacks
feedback that older adults do not know their performance
and the effects of the training. Nowadays new technologies,
such as immersive VR/AR experiences have been applied to
older adults, showing potential for fall prevention or balance
training. Rings et al. (2020) implemented the VR exergame
for fall prevention and found it promising in motivating exer-
cise. Promising results were also found in an experiment
involving older adults and therapists using an exergame
aimed at stroke rehabilitation (Donker et al., 2015). Older
adults thought the exergame facilitates their training, while
therapists mentioned the effectiveness and ease of use. Nawaz
et al. (2014) assessed older adults’ user experience and
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preference of the exergames, in which older adults indicated
the motivational effects of the exergame, and they expected
the exergame to provide challenging tasks and present the
qualities of their exercise. Some researchers also focused on
the long-term usage of the exergame and found that older
adults playing the exergame are more likely to reach the exer-
cise requirements and adhere to the training plan compared
to those who used the traditional balance training (Uzor &
Baillie, 2014). One of the reasons is that exergames can pro-
vide feedback about training to keep older adults’ confidence
in the process and appeal to them with visual feedback, such
as interesting gaming (Brickwood et al., 2016). Additionally,
among the many advantages brought by exergames, social
interaction of the exergames still needs to be studied. For
example, Pecchioni and Osmanovic (2018) revealed connec-
tions between social interaction and the long duration of
gameplay in the generic games. To achieve an improvement
in long-term balance training, social interaction should be
considered in such an exergame. In particular, older adults
showed more exercise intentions while playing exergames
with younger people (Xu et al., 2016). They may also look
forward to social interaction with younger generations
because it will make them feel young and energetic, and they
consider young people are more aware of the present society
and trending (Fuchsberger et al., 2012; Leung et al., 2012).
Thus, exergames providing proper feedback can make the
training more rewarding while social interaction of the game
facilitates long-term gameplay.

2.2. Social exergames

Social exergames have many advantages. Caro et al. (2018)
found that pre-existing positive relationships, such as friend-
ships positively affect physical activity levels of players when
playing social action-based games compared to strangers,
and this effect increases when more game actions are ampli-
fied. However, the level of overall physical activity declined
after four weeks. Rooksby et al. (2015) developed a mobile
application called Pass the Ball to enable a turn-taking
mechanism. Based on a “research through design” approach,
they found that taking turns can increase the level of enjoy-
ment, communication, and social interaction between play-
ers. In addition, many previous studies have explored how
exergames can facilitate social play in computer-mediated
environments (Mueller et al., 2009, 2010), and how social
elements can be incorporated into exergames to increase
game engagement (Mueller et al., 2017). Mueller et al.
(2009) discussed how social interaction and exergames com-
plement each other to achieve a win-win situation. They
conducted a qualitative case study to show that a social
exergame supported by varying intensities of exertion activ-
ity can convey meaning to players in a social setting.
Mueller et al. (2010) conducted a qualitative study with a
social exergame “Table Tennis for Three.” They found a sig-
nificant theme: anticipation, the idea that the physical
actions of other players create anticipation for the develop-
ment of the game, which is an important part of social exer-
games. While considering physical interaction, Mueller et al.

(2017) focused on the dimension of bodily interplay: parallel
and interdependent play in the social exergame and its affect
on players’ experiences. By studying different coupling of
bodily interplay dimension, they offered tools and guidance
for designing social exergames with better gaming experi-
ence. This section discusses the benefits of social exergames,
which can provide opportunities for new ways of intergen-
erational interaction.

2.3. Intergenerational games

Intergenerational interaction is a promising way to promote an
active lifestyle (Flora & Faulkner, 2007), improve moods
(Newman et al., 1995), self-esteem (Kessler & Staudinger,
2007), and life satisfaction in older adults (Kessler &
Staudinger, 2007; Powers et al., 2013), as well as strengthen
family bonds (Bengtson, 2001). Intergenerational ties can
increase well-being by providing older adults opportunities to
feel young, rediscover their abilities, and share joy with younger
generations (Zhang et al., 2017). As digital devices have become
a core part of everyday life (Bogost, 2007; Sarachan, 2012),
intergenerational games get increased attention in HCI. For
example, Costa and Veloso (2016) pointed to the potential of
digital games to strengthen intergenerational interactions, such
as bridging intergenerational gaps, fostering a sense of together-
ness, and stimulating intergenerational awareness.

Most studies explored intergenerational games based on
family relationships (e.g., father-son, grandmother, and
granddaughter) as it is the most common type of intergen-
erational relationship (Salehzadeh Niksirat et al., 2022).
Pecchioni and Osmanovic (2018) investigated the potential
of cooperative video gameplay to establish or restore inter-
generational family relationships. Findings suggested that
intergenerational games as a shared activity positively
impacted family relationships by increasing relationship
closeness between grandparents and grandchildren.
Fuchsberger et al. (2012) developed a novel online-intergen-
erational game for geographically separated grandparents
and grandchildren to enhance family ties. Furthermore,
Cantwell et al. (2012) designed and implemented a proto-
type for intergenerational exergaming. It offers personalized
difficulty levels so that old and young can work better
together or compete against each other.

A growing number of HCI studies also explored the ben-
efits of playing such games in non-family user groups. Xu
et al. (2016) studied the effects of exergames on older adults’
exercise intentions. They conducted a three-week experiment
to compare the effects of playing the exergame among
young-old and old-old conditions. Findings demonstrated
that older adults in the young-old condition felt more moti-
vated to play the exergame than those in the old-old condi-
tion. Zhang et al. (2017) recruited five intergenerational
pairs to play two Wii games and record their gameplay and
conversations. During game sessions, older participants
acted as students, followers, and storytellers, while younger
participants acted as teachers, leaders, encouragers, and care-
givers. Their conversations were analyzed by the
Conversation Analysis (CA) method which is a systematic
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analysis of social interaction. In this method, social interac-
tions are recorded in the form of video, then researchers con-
struct detailed transcriptions from the recordings containing
both verbal and non-verbal conduct. After transcription, pat-
terns of interaction can be found by inductive analysis. Based
on the analysis, the researchers identify models to describe
these patterns to enhance or replace initial hypotheses.
Findings revealed that cooperative gameplay could promote
intergenerational interactions and prosocial behaviors of par-
ticipants. Seaborn et al. (2019) developed two versions of
intergenerational games to test young-old pairs. They found
that intergenerational shared activity can promote engage-
ment and empathy between older adults and young people.

This section highlights the value of playing cooperative
exergames between old and young, especially in the non-
family setting. Studies mentioned above have investigated
various video games and exergames in the intergenerational
context. However, designing balance training exergames for
intergenerational pairs is still missing. Thus, our study
focuses on the design and implementation of the balance
training exergame and the effects of the exergame on inter-
generational interactions.

3. Methodology

3.1. System implementation

3.1.1. Tangible interaction
The initial version of the Social Balance Ball was created by
a student design team. As suggested by Morat et al. (2019),

an unstable surface was helpful for balance training and
motor skills relevant to preventing falls. Therefore, the
prototype in our study used an unstable surface to provide
better balance training and other features like visual feed-
back to appeal to older adults to play for the long term.
Detailed descriptions of design concepts and system imple-
mentation have been reported in a previous study (Kaisar
et al., 2021). Here, we briefly introduce the prototype design.
The user can control a digital game by using the Social
Balance Ball. The prototype consists of one acrylic layer
(5mm thick) on the top for the user to step on, which is
laser cut to roundness (A¼ 460mm), with a foot-shaped
non-slip mat indicating the right position for standing. The
prototype includes an Arduino microcontroller, a blue-tooth
device, a gyroscope, and a portable battery. To ensure the
safety of older adults, a bracket with two armrests is added
to the system. In a revised version, we use a mature acceler-
ometer (WT901BLE5.0C) to increase the accuracy of the
interaction for a good user experience. The accelerometer is
attached beneath the acrylic board and connects to the com-
puter with a wire. The computer sharing screen with the big
TV screen can provide a good gaming experience. Figures 1
and 2 present the structure of the Social Balance Ball and
system overview, respectively.

3.1.2. User interface design
Game design has three modes consisting of virtual play,
mediated play, and co-located play. Despite the difference in
modes, the workflows are similar. Firstly, choose a mode

Figure 1. The structure of the Social Balance Ball: (a) top view, (b) left view, (c) bottom view, and (d) Social Balance Ball with bracket (revised based on Kaisar et al.,
2021, 2022).
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and a game avatar. Secondly, think of a name for the team
(i.e., in mediated play and co-located play) or the player
(i.e., in virtual play), then there is a guide to introduce the
game’s basic control. Finally, the game begins, and the per-
formance is given. Background music runs throughout the
game; whenever a team gains or loses points, there is the
corresponding audio feedback.

The graphic guide (Figure 3) at the beginning of the game
suggests the simple binding between the avatar and the

tangible device. When a player steps on the board and tilts
the board direction forward, the game avatar moves vertically
upward on the 2D screen, and vice versa. Similarly, when the
player tilts to their left or right, the avatar moves correspond-
ingly. In mediated play and co-located play, the team is made
up of an older adult and a young person who needs to think
of a name for their team, while in virtual play, the player takes
a name for themselves. Therefore, in the end, the perform-
ance of the exergame is attached to the team or the player.

Figure 2. System overview.

Figure 3. The user interface of the game guide.

INTERNATIONAL JOURNAL OF HUMAN–COMPUTER INTERACTION 5



3.1.2.1. Virtual play. Two participants play the exergame in
different places. They know each other’s existence because
the counterpart’s avatar appears in the bottom left corner of
the digital game’s interface. There is no elastic rope connect-
ing them. In the virtual play, the player controls the avatar
to collect the point for themselves.

3.1.2.2. Mediated play and co-located play. Both modes
share the same digital user interface: the white elastic rope
between two avatars indicates a solid social bonding between
two participants during exergaming (Figure 4). The mechan-
ism is that two players form an area with the elastic rope
which connects their avatars. While players increase the
area, the possibility of getting points is similar to losing
them. Two participants can use the Social Balance Ball to
control the distance between two avatars. Then they will
control the game avatars cooperatively to collect as many
points as they can in the given time (6min). Anyone with
two avatars or the white elastic rope that touches the big
yellow five-pointed star (BYS) will get three points for the
team score (total score). Otherwise, the big dark-blue solid

circle (BDC) is the opposite of the BYS. In addition, there
are a little yellow five-pointed star (LYS) and a little dark-
blue solid circle (LDC). When the game ends, the result of
their performance and rank compared to other teams are
given (Figure 5). The total score and smiling faces are calcu-
lated based on the following rationale:

Total Score ¼ NðBYSÞ � 3þNðLYSÞ � NðBDCÞ
� 3 – N LDCð Þ

N Smile Faceð Þ ¼ N BYSð Þ – N BDCð Þ
This article focuses on the cooperation genre of exer-

game, and there should be an indicator of cooperation per-
formance (Sakai et al., 2016). Therefore, the algorithm of the
total score combined with the elastic band is designed such
that to reflect the cooperation performance. Two players
cannot get too close or too far, and this requires two players
to cooperate. Because there is an elastic band between two
players, and together they form an area that collects or loses
points when encountered with correspondent UI elements
(BYS, LYS, BDC, LDC).

Figure 4. The user interface design of mediated play and co-located play. Animation effects: (a) If the distance of two avatars becomes closer, the white elastic
rope is compressed and thickened; (b) Otherwise, the white elastic rope is stretched and thinned or even broken.
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3.2. Hypotheses

The study was designed to understand how the system
impacted participants’ social interaction. Based on four
research questions in Section One, we proposed three
hypotheses regarding exergame modes, participant roles, and
gender differences. Additionally, we discussed the implica-
tions of designing exergaming technology to support inter-
generational interaction.

We mainly formulated the hypotheses regarding how
exergame modes (virtual vs. mediated vs. co-located play)
would affect participants’ social interaction. Specifically,
according to RQ1, RQ2, and RQ3, we present three relevant
hypotheses for the experiment. RQ4 is answered by qualita-
tive data collected from post-experiment interviews.

H1: All participants perceive significantly different levels of
social interactions under the three different modes of the
Social Balance Ball exergame.

We expect participants to perceive higher levels of social
interaction and positive feelings in both the mediated human
player mode and the co-located human player mode (i.e., the
human players interact) than in the virtual player mode (i.e.,
the human players do not interact). Since participants in the
co-located setting can perceive a richer social interaction
(Gajadhar et al., 2008), including both nonverbal and verbal
cues, this mode is expected to have the best performance.

H2: Older and younger participants perceive significantly
different social interactions in the Social Balance Ball
exergame.

H3: Male and female participants perceive significantly dif-
ferent social interactions in the Social Balance Ball
exergame.

3.3. Independent variables

Three independent variables are identified below:
The first independent variable is the mode of the exer-

games. This variable is treated as a within-subjects factor.
According to the level of social presence of the co-player, it
has three conditions:

(1) virtual play (i.e., two remote human players not
playing together despite the presence of co-player’s game
avatar); (2) mediated play (i.e., two remote human play-
ers playing the exergame online together); (3) co-located
play (i.e., two face-to-face human players playing the
exergame together). In this experiment, mediated play
and co-located play are considered due to the following
reasons:

1. Because of the coronavirus disease impact, older adults
are limited in social distance and must stay indoors. In
such situations, online exergames provide them an
opportunity to engage in physical activity and establish
social connectedness with younger people at a remote
distance.

2. We want to investigate whether playing the face-to-face
exergame enhances social interaction between older
adults living in the elderly home (or institutions) and
younger people working or living around.

The second independent variable is the role of partici-
pants. This variable is treated as a between-subjects fac-
tor. It has two conditions: (1) older and (2) younger
participants.

The third independent variable is gender. This variable is
treated as a between-subjects factor. We want to know
whether gender could influence social interaction. It has two
conditions: (1) male and (2) female.

Figure 5. Game outcome.
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3.4. Statistical analysis

In quantitative data analysis, to test hypotheses, we present
a 3� 2� 2 mixed ANOVA, using the exergame mode [(1)
virtual play, (2) mediated play, (3) co-located play] as the
within-subjects factors, and participant roles [(1) older par-
ticipants, (2) younger participants] as the between-subjects
factors, as well as gender [(1) male, (2) female] as the
between-subjects factor.

In qualitative data analysis, we used a thematic analysis
to analyze post-experiment interview data. This method was
chosen due to our purpose of establishing a set of struc-
tured, systematic categories (themes) (Braun & Clarke,
2006). We followed six phases of thematic analysis, which
included (1) becoming familiar with the data, (2) generating
initial code, (3) searching for themes, (4) reviewing themes,
(5) defining and naming themes, and (6) making the report
(Braun & Clarke, 2006). All the interviews were audio-
recorded. They were transcribed verbatim through the
online speech-to-text software (www.iflytek.com) and manu-
ally proofread by the first author. Quotes were selected from
the interview transcript regarding how participants perceived
this exergame and their suggestions for improvements to
generate rich empirical knowledge for future design
research. Two coders (i.e., the first and second authors) ana-
lyzed qualitative data. The coders explained and argued with
each other about the initial coding results, and discrepancies
were resolved by discussion between the two coders.

3.5. Participants

To estimate the sample size required for this study, we per-
formed a prior statistical power analysis using the GPower
software package (version 3.1.9.7) (Erdfelder et al., 1996).
The effect size was set to 0.5, which is considered to be a
medium value based on Cohen’s criteria. With an alpha of
0.05 and a power of 0.80, the estimated sample size required
for this effect size is approximately N¼ 31 for this within-
between group interaction comparison. We also considered
using a similar sample size from the study testing social
interactions between blind and sighted people, consisting of
20 pairs of participants (N¼ 40) (Qiu et al., 2020a, 2020b).
Finally, we recruited a total of 36 participants, consisting of
18 old (Mage¼ 64.94, SD¼ 3.46) and 18 young
(Mage¼ 22.06, SD¼ 3.21). The selection of older participants
is based on four criteria: (a) their age ranges from 55 to 70;
(b) they should at least have a junior high school education
and higher to ensure sufficient ability to answer the written
questionnaires; (c) they can speak Mandarin Chinese with
“no bad accent,” to guarantee no oral communication bar-
rier with participants and the experimenters; (d) they do not
have any medically diagnosed cognitive, motor and visual
impairments. We contacted Ying Chun Neighborhood
Committee nearby Shanghai Jiao Tong University to recruit
older participants. The neighborhood committee director
helped us to post the recruitment information on the
WeChat group of older volunteers. The researchers invited
older volunteers interested in this study to attend a face-to-
face appointment in the Neighborhood Committee Office to

register their participation information. Younger participants
are university students, including freshmen to doctoral stu-
dents. Typically, their age range is between 17 and 35 years
old, which belongs to the age group of young people. The
whole experiment process is time-consuming, and university
students are generally busy with classes, so participants
should ensure that they have enough time to participate in
the experiment. We posted the recruitment information on
the university website (www.tongqu.me) to find qualified
student participants at Shanghai Jiao Tong University.

Older and younger participants were strangers. In the
mediated and co-located plays, they were grouped in pairs
and not familiar with each other. Each team consisted of an
older and a younger participant of the same gender to avoid
any possible heterosexual effect influencing their emotional
feelings during communication. Compensation for each par-
ticipant was 100 CNY for one and a half hours.

Aside from participants’ basic information, we also col-
lected information regarding their situation of doing exer-
cises and receiving social support in their daily lives from
pre-test questionnaires (Table 1). The Lubben Social
Network Scale (LSNS-6) (Lubben et al., 2006) was used to
test whether there was a significant difference in social sup-
port between older and younger participants at baseline. An
abbreviated version of LSNS-6 included six items with two
subscales (Family and Friendships). Family refers to the fam-
ily social network, including the people related by birth or
marriage. Friendships refer to the friendship social network
consisting of all participants’ friends (e.g., people who live in
the neighborhood). From the data analysis, we observed that
older participants (M¼ 7.94, SD¼ 3.21) had a larger family
social network than younger participants (M¼ 7.22,
SD¼ 2.78). This difference was not significant t(34)¼ 0.72,
p¼ .48. Meanwhile, older participants (M¼ 9.28, SD¼ 2.40)
had a larger friendship social network than younger

Table 1. Participants’ demographic information.

Participant role Older Younger

Age Minimum 59 17
Maximum 70 31
Mean 64.94 22.06
Std. deviation 3.46 3.21

Gender Male 5 5
Female 13 13
Total 18 18

Education Junior high school 7 0
Senior high school 6 0
Bachelor student 1 11
Master student 0 6
Ph.D. student 0 1
Junior college 1 0
Secondary teachers school 1 0
Secondary vocational school 1 0
Not mentioned 1 0

Frequency of doing
exercises every
week (%)

7 27.78% 0
6 11.11% 0
5 16.67% 11.11%
4 11.11% 0
3 0 5.56%
2 0 5.56%
1 0 11.11%
0 0 27.78%
Not mentioned 22.22% 27.78%

Social networks Family (mean/std. deviation) 7.94 (3.21) 7.22 (2.78)
Friendships (mean/std. deviation) 9.28 (2.40) 8.94 (2.62)
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participants (M¼ 8.94, SD¼ 2.62). This difference was also
not significant t(34)¼ 0.40, p¼ .69. These statistical results
are not significant, indicating that there were no significant
differences between older and younger participants for their
initial social network of family and friendships.

3.6. Setup

User experiments were conducted in a usability lab inside
Neobay, located nearby Shanghai Jiao Tong University.
Participants stood on the Social Balance Ball, around 1.6m
away from a 65-inch TV screen. One experimenter stood
next to the older participant during exergaming to guarantee
his/her safety. Compared with the previous version of the
prototype (Kaisar et al., 2021), we replaced one large balance
ball with four small balance balls to make the base more sta-
ble. Also, a bracket with two armrests was added to ensure
the safety of participants. Pilot tests were conducted to care-
fully check the prototype system and all equipment to avoid
any safety hazards.

In the virtual and mediated play, two participants were
located separately in the same room by the wooden partition
with a height of 1.9m. In the virtual play, the same game
software was installed on two laptops and connected to two
TV screens via USB cables. When the game ran, its graphic
interface was displayed on the TV screen, and the auditory
feedback was delivered through the headphone. The head-
phones could guarantee two participants in the same room
played the game independently without sound interference
from each other. The mediated play attempted to simulate a
scenario where two participants from a distance played an
online game together by controlling their tangible balanced
ball. In this mode, they were still separated by the wooden
partition and wore the headset to avoid face-to-face social

interaction. One laptop with the game software was con-
nected to two TV screens via USB cables. Thus, participants
could control avatars that appeared in the same game. In
the co-located play, two participants without wearing head-
phones were in the same experimental area. They could talk
and interact with each other during exergaming. The dis-
tance between participants was around 2.1m, to follow the
indoor social distancing during the COVID-19 pandemic.
To enable co-located play, the wooden partition was moved
1.2m from the center to the left. The auditory feedback of
the game was provided by the speaker of the laptop.
Figures 6 and 7 present the experimental setup of three
exergame modes.

3.7. Procedure

Shanghai Jiao Tong University and Ying Chun
Neighborhood Committee approved the study. It is con-
ducted in accordance with the Declaration of Helsinki. The
empirical study was conducted from May to July 2021. In
each test, an older and a younger participant of the same
gender were grouped in a pair. Participants were required to
sign the written consent forms before taking part.
Researchers provided them with an information sheet
explaining the purpose of the study and the data being col-
lected. All participants’ names presented in this study are
pseudonyms. After that, they completed the pre-experimen-
tal questionnaire, including demographic information and
the Lubben Social Network Scale. Three modes of exergames
(i.e., virtual play, mediated play, and co-located play) were
performed in a counterbalanced order to avoid carry-over
effects.

At the beginning of the game, the graphic user interface
of the game guide was presented on the TV screen. The

Figure 6. Experimental setup of virtual play and mediated play: (1) Social Balance Ball; (2) bracket with two armrests; (3) TV screen; (4) laptop; (5) camera; (6)
wooden partition; (7) headphone; (8) an experimenter who stands next to the older participant to keep his/her safe.
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researchers helped explain how to use the game and go
through the game menu for participants. During exergaming,
participants could ask for help from the researchers who
stood nearby. Each exergame mode lasted 6min, covering
four scenario transitions of spring, summer, autumn, and
winter. Each seasonal scenario lasted approximately one and a
half minutes. Initially, we set every exergame mode for 8min.
One female and one male student volunteer were invited to
attend the pre-test to check the feasibility of the experimental
procedure. The female student reported feeling a little tired
after completing three times of the 8-min exergame in one
test. Additionally, considering the physical strength of older
participants, the exergaming duration was shortened to 6min
for each mode. In the experiments, all participants can finish
three modes of exergames without difficulty.

Before starting the first exergame mode, the game inter-
face displayed the user guide. Researchers briefly explained
game instructions to participants. After completing each
exergaming session, participants took 10–20min to finish
the post-experimental questionnaires. Finally, researchers
interviewed two participants separately, and all the inter-
views were audio-recorded. Figure 8 shows the overall
experimental procedure.

3.8. Measurements

To evaluate Socially Assistive Systems, Qiu et al. (2021,
2022) summarized some relevant standardized question-
naires. They are previously validated, yielding consistent
results from repeated samples and different researchers over
time (Boynton & Greenhalgh, 2004). Among them, we
selected a set of standardized questionnaires that have been
used in past empirical studies (Davis et al., 2017; Qiu et al.,

2020a, 2020b) to evaluate social interaction. Here, we meas-
ure participants’ perceived social interaction from the
dimensions of social presence, social connectedness, and
emotional state. The detailed description of each question-
naire can be found in the Appendix.

� Social presence means a “sense of being with another”
(Biocca et al., 2003). “Another” refers to either an artificial
agent (e.g., a digital avatar) or a person (Biocca et al.,
2003). We used the “Networked Minds Social Presence
Inventor” (NMSPI) (Harms & Biocca, 2004) to measure
the psychological and behavioral involvement of the par-
ticipant with other social entities, including in-game char-
acters, mediated (e.g., playing online), or co-located
(IJsselsteijn et al., 2008).

� Social connectedness is “the experience of belonging and
relatedness between people” (van Bel et al., 2009). We
used the “Inclusion of Other in the Self” (IOS) Scale
(Aron et al., 1992) to measure participants’ social con-
nectedness in exergames.

� The emotional state is evaluated by the “Positive and
Negative Affect Schedule” (PANAS) (Watson et al.,
1988). It is the most widely and frequently used scale to
assess positive and negative feelings (D�ıaz-Garc�ıa et al.,
2020). We used PANAS to measure participants’ emo-
tional state after each exergame mode.
In addition to standardized questionnaires, we collected
system logs and did a semi-structured interview to help
assess participants’ performance and experience during
exergaming.

� System logs are JSON (JavaScript Object Notation) files
generated by C# code in the unity game that record
users’ total scores after completing each exergame mode.

Figure 7. Experimental setup of co-located play.

10 S. QIU ET AL.



The logs enable statistical analysis for comparisons to be
made between different modes.

� Semi-structured interviews are conducted to gain a
deeper understanding of participants’ gaming experi-
ence at the end of each test. The interview data
helped interpret the quantitative data collected from
standardized questionnaires and system logs. Two
researchers independently interviewed older and
younger participants (e.g., “Please share your experi-
ence and feel when you play each exergame mode”
and “Do you have any suggestions for the system
improvement”), allowing sufficient space for partici-
pants to freely provide feedback according to their
experience. The interview data helped interpret the
quantitative data collected from standardized question-
naires and system logs.

4. Results

4.1. Quantitative results

Results are presented in Tables 2–5.

4.1.1. Analysis of social presence
4.1.1.1. Co-presence. Mauchly’s test indicated that the
assumption of sphericity had been violated, v2(2)¼ 17.47,
p� .001; therefore, degrees of freedom were corrected using
Greenhouse-Geisser estimates of sphericity (e¼ .69). The
predicted main effect of the exergame modes was significant,
F(1.39, 43.01)¼ 37.51, p� .001, gp

2¼ .55. The post-hoc con-
trast analysis revealed that participants felt significantly
higher co-presence in co-located play (M¼ 5.72, SE¼ .11)
and mediated play (M¼ 5.63, SE¼ .16) than in virtual play
(M¼ 4.02, SE¼ .24).

Figure 8. The procedure of the experiment: (A) complete consent forms and the pre-experimental questionnaires; (B) (experimenters) explain game instructions; (C)
test for the virtual play; (D) complete the post-experimental questionnaire; (E) test for the mediated play; (F) test for the co-located play; (G) semi-structured
interviews.

Table 2. Items of social presence, social connectedness, emotional state, and system logs in older and younger participants in the virtual play, mediated play,
and co-located play.

Experimental conditions mean (standard deviation)

Virtual play Mediated play Co-located play

Older Younger Older Younger Older Younger

Social presence
Co 4.54 (1.33) 3.64 (1.35) 5.29 (0.83) 5.89 (0.65) 5.45 (0.60) 5.99 (0.59)
At 4.13 (0.92) 3.41 (1.25) 4.41 (1.18) 4.60 (0.90) 4.74 (1.13) 4.74 (1.04)
PMU 4.35 (0.74) 3.73 (1.30) 4.73 (1.13) 4.58 (1.08) 4.87 (0.92) 4.94 (1.03)
PAU 4.04 (0.99) 3.23 (1.24) 4.70 (1.10) 4.21 (0.74) 4.74 (1.06) 4.56 (0.98)
PBI 1.49 (4.80) 1.33 (2.64) 0.64 (5.25) 0.85 (5.60) 0.84 (5.60) 0.91 (5.78)
PEI 4.13 (1.53) 3.51 (1.43) 4.26 (1.21) 4.42 (0.78) 3.71 (1.40) 4.93 (1.08)

Social connectedness 4.12 (2.47) 1.50 (1.25) 5.35 (1.58) 4.06 (1.89) 5.41 (1.70) 4.72 (1.67)
Emotional state
Pos 3.52 (0.78) 2.78 (0.71) 3.52 (0.80) 2.79 (0.87) 3.59 (0.75) 2.92 (0.92)
Neg 1.28 (0.31) 1.19 (0.18) 1.28 (0.38) 1.26 (0.28) 1.34 (0.47) 1.29 (0.28)

System logs
Tot 88.53 (28.61) 123.17 (28.75) 73.39 (25.99) 73.39 (25.99) 56.28 (22.59) 56.28 (22.59)

Co: co-presence; At: attentional allocation; PMU: perceived message understanding; PAU: perceived message understanding; PBI: perceived behavioral inter-
dependence; PEI: perceived emotional interdependence; Pos: positive affect; Neg: negative affect; Tot: total score.
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A significant interaction effect was observed between
the exergame modes and participants’ roles, F(1.39,
43.01)¼ 11.81, p< .001, gp

2¼ .28. It indicated that

participants’ co-presence toward the exergame modes dif-
fered according to participant roles. In the virtual play, older
participants felt significantly higher co-presence than

Table 3. Items of social presence, social connectedness, emotional state, and system logs in male and female participants in the virtual play, mediated play, and
co-located play.

Experimental conditions mean (standard deviation)

Virtual play Mediated play Co-located play

Male Female Male Female Male Female

Social presence
Co 3.67 (1.72) 4.22 (1.27) 5.69 (0.63) 5.57 (0.85) 5.69 (0.37) 5.75 (0.72)
At 3.30 (1.01) 3.92 (1.17) 4.56 (0.93) 4.49 (1.08) 4.33 (0.87) 4.88 (1.11)
PMU 3.85 (1.19) 4.09 (1.08) 4.65 (1.07) 4.66 (1.12) 4.91 (0.87) 4.90 (1.01)
PAU 3.74 (1.48) 3.58 (1.10) 4.74 (0.81) 4.35 (0.99) 4.65 (0.89) 4.65 (1.06)
PBI 1.97 (3.80) 1.74 (3.65) 0.74 (5.26) 0.78 (5.49) 0.55 (5.67) 0.96 (5.70)
PEI 4.26 (1.72) 3.66 (1.41) 4.59 (1.10) 4.26 (0.97) 4.78 (1.15) 4.18 (1.43)

Social connectedness 2.78 (2.68) 2.77 (2.25) 4.89 (1.90) 4.62 (1.86) 5.22 (1.48) 5.00 (1.79)
Emotional state
Pos 3.27 (0.52) 3.10 (0.91) 3.46 (0.60) 3.03 (0.97) 3.51 (0.70) 3.15 (0.95)
Neg 1.32 (0.36) 1.21 (0.21) 1.23 (0.15) 1.29 (0.37) 1.41 (0.41) 1.28 (0.37)

System logs
Tot 116.67 (35.85) 102.77 (32.29) 80.22 (30.51) 70.15 (23.94) 55.00 (25.04) 56.85 (22.17)

Co: co-presence; At: attentional allocation; PMU: perceived message understanding; PAU: perceived message understanding; PBI: perceived behavioral inter-
dependence; PEI: perceived emotional interdependence; Pos: positive affect; Neg: negative affect; Tot: total score.

Table 4. Results of main and interaction effects of levels of social presence, social connectedness, emotional state, and system logs for the exergame modes.

Source df SS MS F p ηp
2

Exergame Mode Co 1.39 48.43 34.91 37.51 <0.01** 0.55
At 1.80 15.46 8.59 15.34 <0.01** 0.33
PMU 2.00 11.40 5.70 7.79 <0.01** 0.20
PAU 2.00 14.55 7.28 11.59 <0.01** 0.27
PBI 1.39 54.56 39.23 27.72 <0.01** 0.47
PEI 1.74 3.56 2.04 2.58 0.09 0.08
Soc 1.38 79.95 58.14 19.14 <0.01** 0.38
Pos 2.00 0.34 0.17 1.29 0.28 0.04
Neg 1.91 0.13 0.07 0.95 0.39 0.03
Tot 2.00 37,403.97 18,701.99 45.20 <0.01** 0.59

Exergame Mode* Participant Role Co 1.39 15.25 10.99 11.81 <0.01** 0.28
At 1.80 3.12 1.73 3.09 0.06 0.09
PMU 2.00 2.72 1.36 1.86 0.16 0.06
PAU 2.00 2.31 1.15 1.84 0.17 0.06
PBI 1.39 26.19 18.83 13.30 <0.01** 0.30
PEI 1.74 12.14 6.96 8.82 <0.01** 0.22
Soc 1.38 13.90 10.11 3.33 0.06 0.10
Pos 2.00 0.02 0.01 0.09 0.91 0.00
Neg 1.91 0.10 0.05 0.76 0.47 0.02
Tot 2.00 6165.61 3082.81 7.45 <0.01** 0.19

Exergame Mode * Gender Co 1.39 0.92 0.66 0.71 0.45 0.02
At 1.80 1.75 0.97 1.73 0.19 0.05
PMU 2.00 0.14 0.07 0.09 0.91 0.00
PAU 2.00 0.55 0.27 0.43 0.65 0.01
PBI 1.39 0.86 0.62 0.44 0.58 0.01
PEI 1.74 0.39 0.22 0.28 0.73 0.01
Soc 1.38 0.11 0.08 0.03 0.93 0.00
Pos 2.00 0.26 0.13 0.98 0.38 0.03
Neg 1.91 0.17 0.09 1.26 0.29 0.04
Tot 2.00 688.51 344.25 0.83 0.44 0.03

Error(Exergame Mode) Co 43.01 40.03 0.93
At 55.79 31.25 0.56
PMU 62.00 45.36 0.73
PAU 62.00 38.94 0.63
PBI 43.12 61.02 1.42
PEI 54.05 42.68 0.79
Soc 42.63 129.46 3.04
Pos 62.00 8.17 0.13
Neg 59.29 4.14 0.07
Tot 62.00 25,653.81 413.77

Abbreviations: Co: co-presence; At: attentional allocation; PMU: perceived message understanding; PAU: perceived message understanding; PBI: perceived behav-
ioral interdependence; PEI: perceived emotional interdependence; Soc: social connectedness; Pos: positive affect; Neg: negative affect; Tot: total score.

Significant group difference; **p < 0.01.
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younger participants. However, younger participants felt sig-
nificantly higher co-presence than older participants in
mediated and co-located play.

4.1.1.2. Attentional allocation. Mauchly’s test indicated that
the assumption of sphericity had been violated, v2(2)¼ 9.59,
p¼ .008, therefore degrees of freedom were corrected using
the Huynh-Feldt correction (e¼ .90). The predicted main
effect of the exergame modes was significant, F(1.80,
55.79)¼ 15.34, p� .001, gp

2¼ .33. The post-hoc contrast ana-
lysis revealed that participants felt significantly higher atten-
tional allocation in co-located play (M¼ 4.61, SE¼ .21) and
mediated play (M¼ 4.53, SE¼ .21) than in virtual play
(M¼ 3.63, SE¼ .22).

4.1.1.3. Perceived message understanding. The predicted
main effect of the exergame modes was significant, F(2,
62)¼ 7.79, p� .001, gp

2¼ .20. The post-hoc contrast analysis
revealed that participants felt significantly higher perceived
message understanding in co-located play (M¼ 4.92,
SE¼ .19) than in virtual play (M¼ 4.02, SE¼ .20).

4.1.1.4. Perceived affective understanding. The predicted
main effect of the exergame modes was significant, F(2,
62)¼ 11.59, p� .001, gp

2¼ .27. The post-hoc contrast ana-
lysis revealed that participants felt significantly higher per-
ceived affective understanding in co-located play (M¼ 4.67,

SE¼ .20) and mediated play (M¼ 4.57, SE¼ .18) than in vir-
tual play (M¼ 3.72, SE¼ .22). The predicted main effect of
participants’ roles was significant, F(1, 31)¼ 5.31, p¼ .03,
gp

2¼ .15. The post-hoc contrast analysis revealed that older
participants (M¼ 4.68, SE¼ .23) felt significantly more per-
ceived affective understanding than younger participants
(M¼ 3.96, SE¼ .21).

4.1.1.5. Perceived behavioral interdependence. Mauchly’s
test indicated that the assumption of sphericity had been
violated, v2(2)¼ 17.29, p� .001; therefore, degrees of free-
dom were corrected using Greenhouse-Geisser estimates of
sphericity (e¼ .70). The predicted main effect of the exer-
game modes was significant, F(1.39, 43.12)¼ 27.72, p� .001,
gp

2¼ .47. The post-hoc contrast analysis revealed that partici-
pants felt significantly higher perceived behavioral inter-
dependence in co-located play (M¼ 5.70, SE¼ .17) and
mediated play (M¼ 5.39, SE¼ .14) than in virtual play
(M¼ 3.80, SE¼ .28). The predicted main effect of partici-
pants roles was also significant, F(1, 31)¼ 8.45, p¼ .01,
gp

2¼ .21. The post-hoc contrast analysis revealed that older
participants (M¼ 5.35, SE¼ .20) felt significantly higher per-
ceived behavioral interdependence than younger participants
(M¼ 4.58, SE¼ .18).

A significant interaction effect was observed between the
exergame modes and participants’ roles, F(1.39,
43.12)¼ 13.30, p< .001, gp

2¼ .30. It indicated that partici-
pants’ perceived behavioral interdependence toward the
exergame modes differed according to the participant roles.
In the virtual play, older participants felt significantly higher
perceived behavioral interdependence than younger partici-
pants. However, in both mediated play and co-located play,
older participants generally felt the same perceived behav-
ioral interdependence as younger participants.

4.1.1.6. Perceived emotional interdependence. The predicted
interaction between the exergame modes and participants’
roles was significant, F(1.74, 54.05)¼ 8.82, p< .001,
gp

2¼ .22. It indicated that participants’ perceived emotional
interdependence toward the exergame modes differed
according to the participant roles. In the virtual play, older
participants felt higher perceived emotional interdependence
than younger participants. In the mediated play, older par-
ticipants generally felt the same perceived behavioral inter-
dependence as younger participants. In the co-located play,
younger participants felt significantly higher perceived emo-
tional interdependence than older participants.

4.1.2. Analysis of social connectedness
Mauchly’s test indicated that the assumption of sphericity
had been violated, v2(2)¼ 18.18, p� .001; therefore, degrees
of freedom were corrected using Greenhouse-Geisser esti-
mates of sphericity (e¼ .69). The predicted main effect of
the exergame modes was significant, F(1.38, 42.63)¼ 19.14,
p� .001, gp

2¼ .38. The post-hoc contrast analysis revealed
that participants felt significantly higher social connected-
ness in co-located play (M¼ 5.16, SE¼ .33) and mediated
play (M¼ 4.82, SE¼ .34) than in virtual play (M¼ 2.89,

Table 5. Results of main effects of levels of social presence, social connected-
ness, emotional state, and system logs for participant role and gender.

Source df SS MS F p ηp
2

Participant role Co 1.00 1.14 1.14 1.00 0.32 0.03
At 1.00 0.83 0.83 0.33 0.57 0.01
PMU 1.00 4.69 4.69 2.54 0.12 0.08
PAU 1.00 10.26 10.26 5.31 0.03* 0.15
PBI 1.00 11.85 11.85 8.45 0.01* 0.21
PEI 1.00 0.41 0.41 0.13 0.72 0.00
Soc 1.00 75.37 75.37 13.39 <0.01** 0.30
Pos 1.00 8.56 8.56 4.99 0.03* 0.14
Neg 1.00 0.21 0.21 1.11 0.30 0.03
Tot 1.00 3471.35 3471.35 2.75 0.11 0.08

Gender Co 1.00 0.26 0.26 0.23 0.64 0.01
At 1.00 2.49 2.49 0.98 0.33 0.03
PMU 1.00 0.01 0.01 0.01 0.93 0.00
PAU 1.00 1.24 1.24 0.64 0.43 0.02
PBI 1.00 0.02 0.02 0.01 0.91 0.00
PEI 1.00 6.26 6.26 2.00 0.17 0.06
Soc 1.00 2.06 2.06 0.37 0.55 0.01
Pos 1.00 2.34 2.34 1.36 0.25 0.04
Neg 1.00 0.12 0.12 0.61 0.44 0.02
Tot 1.00 829.38 829.38 0.66 0.42 0.02

Error Co 31.00 35.21 1.14
At 31.00 78.76 2.54
PMU 31.00 57.28 1.85
PAU 31.00 59.88 1.93
PBI 31.00 43.47 1.40
PEI 31.00 97.20 3.14
Soc 31.00 174.50 5.63
Pos 31.00 53.13 1.71
Neg 31.00 5.86 0.19
Tot 31.00 39151.47 1262.95

Abbreviations: Co: co-presence; At: attentional allocation; PMU: perceived mes-
sage understanding; PAU: perceived message understanding; PBI: perceived
behavioral interdependence; PEI: perceived emotional interdependence; Soc:
social connectedness; Pos: positive affect; Neg: negative affect; Tot: total
score.

Significant group difference; *p < 0.05, **p < 0.01.
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SE¼ .38). The predicted main effect of participants roles
was significant, F(1, 31)¼ 13.39, p� .001, gp

2¼ .30. The
post-hoc contrast analysis revealed that older participants
(M¼ 5.26, SE¼ .39) felt significantly higher social connect-
edness than younger participants (M¼ 3.32, SE¼ .36).

4.1.3. Analysis of positive and negative affect
4.1.3.1. Positive affect. The predicted main effect of partici-
pants’ roles was significant, F(1, 31)¼ 4.99, p¼ .03, gp

2¼ .14.
The post-hoc contrast analysis revealed that older partici-
pants (M¼ 3.60, SE¼ .22) felt significantly higher positive
affect than younger participants (M¼ 2.94, SE¼ .20).

4.1.3.2. Negative affect. We did not find any statistically sig-
nificant results for negative affect.

4.1.4. Analysis of system logs
4.1.4.1. Total score. The predicted main effect of the exer-
game modes was significant, F(2, 62)¼ 45.20, p� .001,
gp

2¼ .59. The post-hoc contrast analysis revealed that partici-
pants obtained significantly higher total score in virtual play
(M¼ 108.43, SE¼ 5.60) than in mediated play (M¼ 75.09,
SE¼ 5.14) and in co-located play (M¼ 55.94, SE¼ 4.59).
Participants also obtained significantly higher total scores in
mediated play than in co-located play.

A significant interaction effect was observed between the
exergame modes and participants’ roles, F(2, 62)¼ 7.45,
p< .001, gp

2¼ .19. Participants’ total scores toward the exer-
game modes differed according to participant roles. In the
virtual play, younger participants obtained significantly
higher total scores than older participants. In mediated and
co-located play, younger and older participants co-played
the exergame and obtained the same total score.

4.1.5. Summary
The predicted main effect of the exergame modes was sig-
nificant. From the subjective questionnaires, we found that
participants felt significantly higher co-presence, attentional
allocation, perceived message understanding, perceived
affective understanding, perceived behavioral interdepend-
ence, and social connectedness in co-located play than in
virtual play (Figure 9). Participants also felt significantly
higher co-presence, attentional allocation, perceived affective
understanding, perceived behavioral interdependence, and
social connectedness in mediated play than in virtual play
(Figure 9). Interestingly, from system logs, we observed that
participants obtained significantly higher total scores in vir-
tual play than in mediated play, and co-located play.
Participants also obtained significantly higher total scores in
mediated play than in co-located play (Figure 10). A signifi-
cant main effect of the participant roles was observed.
During three exergame modes, older participants felt signifi-
cantly higher perceived affective understanding, perceived
behavioral interdependence, social connectedness, and posi-
tive affect than younger participants (Figure 11). We did not
find a main effect of gender.

A significant interaction effect was observed between the
exergame modes and participant roles (Figures 12 and 13).
It revealed that in virtual play, older participants perceived
significantly higher co-presence and perceived behavioral
interdependence than younger participants. However, older
participants obtained significantly lower total scores than
younger participants in virtual play. In the mediated play,
younger participants felt significantly higher co-presence
than older participants. Additionally, in co-located play,
younger participants felt significantly higher co-presence
and perceived emotional interdependence than older
participants.

4.2. Qualitative results

In this study, we collected 189 quotes from 36 participants
to identify the major categories and sub-categories regarding
their attitudes and design suggestions. We address these
qualitative findings below.

4.2.1. Attitudes toward the exergame modes
One hundred and twenty-two quotes mention participants’
positive and negative attitudes toward three exergame modes
(Table 6). Every participant was assigned a unique ID to
indicate the source of the quotes. “O” and “Y” denote “older
participants” and “younger participants,” respectively.

4.2.1.1. Virtual play. Eighteen quotes show positive attitudes
of older participants toward virtual play, while three quotes
mention the opposite ideas. The example positive quotes are
“feel excited” (O5, O9, O29, O35), “relaxed and feel free”
(O7, O11, O17, O35), “simple and easy to learn” (O3, O15),
as well as “interesting and without any pressure” (O25, O33).
O7 explained: “The exergame in virtual play can follow my
heart, controlling (the avatar) moving up and down. It is a
cool feeling. However, if two people are playing together, we
need to communicate, cooperate and coordinate, a little bit
difficult. We must play a few more times to establish such
tacit understanding.” The negative quotes from older partici-
pants (O9, O15, O17) are “feel lonely,” “nervous,” and “feel
less responsive than younger adults.”

Eleven quotes mention younger participants liked the vir-
tual play, while 11 quotes show the opposite ideas. The typ-
ical positive quotes are “feel interesting and happy” (Y6, Y12,
Y22, Y36), “control the game easily without being influenced
by others” (Y10, Y14, Y28, Y36), as well as “relaxed and con-
centrated” (Y18, Y34). On the other hand, younger partici-
pants also identify negative factors of playing the exergame
in this mode, such as “monotonous and nothing special” (Y2,
Y4, Y8, Y24), “feel bored and no challenge” (Y2, Y8, Y12), as
well as “unable to interact and feel lonely” (Y10).

4.2.1.2. Mediated play. Thirteen quotes show positive atti-
tudes of older participants toward this mode, while nine
quotes show negative attitudes. The example positive quotes
are “consider others and have team spirit” (O1, O7, O9, O13,
O15), “feel well” (O5, O11, O17, O33), as well as “enhance
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feelings and tacit understanding during interaction” (O27).
Example negative quotes are “cannot feel the presence of the
younger partner” (O19, O29), “not excited” (O3, O21), and
“be a drag on the younger partner” (O11).

Seven quotes mention younger participants liked this
mode, while 12 quotes report their negative attitudes. The
example positive quotes are “interesting and happy experi-
ence” (Y6, Y8, Y24), “concentrated and positive thinking”
(Y18), as well as “a high degree of tacit understanding and a
strong sense of interaction” (Y12). The example negative
quotes are “not able to well communicate and feel anxious”
(Y14, Y22, Y32, Y36), “influenced by the partner and feel
unhappy” (Y10), “sense of constraint” (Y34).

4.2.1.3. Co-located play. Fifteen quotes mention older par-
ticipants liked this mode. The example quotes are “happy,
excited and easy to communicate” (O3, O15, O21, O25,
O31), “easy to know the intention of the partner” (O1, O13),
as well as “relaxed and be more confident” (O17). Also, two
quotes reveal why older participants disliked this mode, i.e.,
“more nervous after being blamed” (O9) and “not as fun as
mediated play” (O11).

Thirteen quotes indicate the positive attitudes of younger
participants toward this mode. The example quotes are
“interesting, happy and excited” (Y6, Y8, Y12, Y16, Y24,
Y32), “increase communication and interaction” (Y4, Y10,
Y12, Y18, Y28), as well as “cooperate easily and reduce

Figure 9. Boxplot of the main effect of the exergame modes on co-presence (a), attentional allocation (b), perceived message understanding (c), perceived affective
understanding (d), perceived behavioral interdependence (e), and social connectedness (f). Significant group difference; ��p< .01.
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mental stress” (Y34). Y32: “I feel like a game at this difficulty
level might be easier for me to play than an older adult. I
will be happy if she can get more points and be happy too.”
Eight quotes show negative attitudes of younger participants,
such as “limited and difficult communication” (Y14, Y20,

Y26, Y36), “easily disturbed by the other” (Y10), and “the
older partner looks embarrassed” (Y22). Y22 found that her
partner looked upset and embarrassed if she tried to guide
her through the game. Finally, she gave up getting high
scores and followed the older partner.

4.2.2. Design suggestions
Sixty seven quotes report design suggestions of participants
(Table 7).

4.2.2.1. Game mechanism. There are 31 quotes relevant to
the game mechanism; enhancing richness (13 quotes) and
challenges (10 quotes) are quoted relatively more than the
other two categories: scoring mechanism (five quotes) and
motion mechanism (five quotes). In enhancing richness,
quotes are mainly about the richness of elements and vari-
ous levels because the limited elements are boring.

Interestingly, in the category of challenges, O17, O29, and
Y18 suggested the exergame should be more challenging, “It
would be more exciting for me if the exergame was harder”
(O17). This implies that older adults also welcome the chal-
lenges and excitement in the game and may not be as vul-
nerable to challenges. Six participants (O21, O23, O35, Y2,
Y22, Y34) mentioned the importance of providing different
game challenge options. On the other hand, Y34 said: “I

Figure 10. Boxplot of the main effect of the exergame modes on participants’
total score. Significant group difference; ��p< .01.

Figure 11. Boxplot of the main effect of participants’ roles on perceived affective understanding (a), perceived behavioral interdependence (b), social connected-
ness (c), and positive affect (d). Significant group difference; �p< .05, ��p< .01.
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want to choose the easy mode while I am not in the mood
because I just want to have a good time.” These quotes sug-
gest that fewer challenges for older adults and more for
young people are not always the case.

There are two prominent opinions on the scoring mech-
anism; one is a more detailed explanation of different scor-
ing mechanisms between three exergame modes.

Figure 12. Interaction effects between the exergame modes and participant roles on co-presence (a), perceived behavioral interdependence (b), and perceived
emotional interdependence (c). Significant group difference; �p< .05, ��p< .01.

Figure 13. Interaction effects between the exergame modes and participant
roles on participants’ total score. The total score reflects the cooperation per-
formance, and the algorithm is mentioned in Section 3.1.2. Significant group
difference; ��p< .01.

Table 6. Frequency of positive and negative quotes of older and younger par-
ticipants regarding three exergame modes.

Modes Participant roles
Frequency of
positive quotes

Frequency of
negative quotes

Virtual play Older 18 3
Younger 11 11
Total 29 14

Mediated play Older 13 9
Younger 7 12
Total 20 21

Co-located play Older 15 2
Younger 13 8
Total 28 10

Total Older 46 14
Younger 31 41
Total 77 55
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All participants mentioned the hand motion interaction
mechanism in the category of motion mechanism. Y8
reported, “More cooperation and interaction may be achieved
with adding hand motion; for example, I can use my hand
motion to stretch the line between two game characters.”

4.2.2.2. Hardware improvement. Fourteen quotes provide
suggestions for hardware improvement, while 12 are con-
cerned with space efficiency, and only two are recommenda-
tions for reducing the latency of the hardware. Participants
preferred the hardware to be compact, so it does not take
up much space and can help players to set up easily before
playing.

4.2.2.3. Game interaction design. In total, 12 quotes describe
participants’ suggestions regarding game interaction design,
including interface and sound design (nine quotes) and per-
sonalization (three quotes). The example suggestions regard-
ing interface and sound design are summarized below:

� Provide more visible feedback on how much time is left
in the game (Y12).

� Improve the interaction of the elastic rope between two
game avatars (Y20, Y28).

� Make game music more athletic rather than relax-
ing (Y26).

� Minimize the error sound feedback because all players
wish to gain a sense of achievement rather than depres-
sion (Y30).

Three quotes mentioned the personalization of game
interaction design. Also, Y34 suggested that players can set

different game modes according to their emotional state in
mediated play and co-located play.

4.2.2.4. Social interaction. Ten quotes mention the aspect of
social interaction, including user groups and scenarios (four
quotes), online voice communication (three quotes), and
cooperative mechanisms (three quotes). Four participants
suggested playing the exergame at home (O15, O21, Y14) or
involving more than three players (Y16). O15 and O21
chose to play this exergame with their family members
because the exergame promoted intergenerational communi-
cation in families. Y12, Y16, and Y28 suggested adding voice
communication to the mediated play.

Three participants proposed cooperative mechanisms for
the exergame. Y18 recommended differentiating task diffi-
culty for older and younger players as their cognitive and
physical abilities differ. Younger players needed more effort
to achieve the same result as older players, for example,
using a gust of wind in the game to increase operational
resistance for younger players.

5. Discussion and conclusion

In this section, we answer four research questions and
acknowledge limitations and future work.

5.1. RQ1: “How does the social balance ball impact the
social interaction of all players in three conditions?”

H1 is supported by both quantitative and qualitative data.
The quantitative results demonstrated that participants felt
significantly perceived social interaction in mediated play

Table 7. Design suggestions.

Theme Category Quotation example Frequency

Game mechanism Enhancing richness “There should be new scenes for each level, for example, this is the journey over
the world and each level we are in a new country. We can also make
changes to our avatars in different scenes. This will create a narrating of the
game and may attract my partner and me more.” (Y8)

“Scenes and elements should change with time; otherwise, I will get bored by
those repeating things.” (Y10)

13

Challenges “The challenges of the exergame should increase as we play, and in this way,
we can see our improvements and feel more confident, and then we can get
fit in the long run.” (O21)

10

Scoring mechanism “What can we do with those scores? Can we buy new equipment or clothes for
the game? These things can make it more attractive?” (Y26)

5

Motion mechanism “Can you add hand motion interaction? Then my whole body gets involved in
the exercise.” (O27)

5

Hardware Space efficiency “The hardware takes too much space; I hope it can be smaller and folded like
an umbrella while I do not use it.” (O1)

12

Latency “Hardware latency should be reduced for better gaming experience.” (Y2) 2
Game interaction Interface and sound design “Optimize the animation effect of scoring and losing points to enrich the game

experience.” (Y24)
9

Personalization “The image of the game avatar can be turned into a small cartoon character so
the player can re-dress it.” (Y8)

3

Social interaction User groups and scenarios “Playing the exergame together can stimulate more communication among
family members. Now there is little communication at home. My son and
daughter-in-law are very busy with work, and most importantly, they have to
help their child do homework after work. We do not have much time to talk
with each other, and there does not seem to be much to talk about.” (O15)

4

Online voice communication “It does not seem feasible for two people to play an online exergame without
any verbal communication.” (Y16)

3

Cooperative mechanism “Maybe you can let the younger player run the game and then directly invite
the older player to join, reducing the difficulty of operation for the older
player.” (Y30)

3
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and co-located play than in virtual play. According to the
experimental results from Gajadhar et al. (2008), participants
who played digital games in the co-located setting perceived
higher positive affect than in the mediated setting (i.e.,
online). Similar results have been reported by Mandryk and
Inkpen (2004) regarding collaborative play. Different from
their findings, in our study, we did not observe a significant
difference in participants’ perceived social interaction
between mediated play and co-located play. There are two
possible reasons. First, their studies used friends or familiar
participants in pairs to play collaborative games, while our
study involved strangers. The initial familiarity of partici-
pants can influence their perceived social interaction and
engagement in games (Ravaja et al., 2006). Second, the dur-
ation of this exergame might not last long enough to iden-
tify the significant difference in perceived social interaction
between these two exergame modes. As stated by Rice et al.
(2013), generally, the longer the gameplay progressed, the
better young-old pairs improved social interaction. The dif-
ferences in social interaction between the two modes can
become more pronounced as playtime increases. It is worth
noting that this finding can provide helpful insights into the
context of the COVID-19 pandemic. Due to the impact of
the coronavirus disease, people have reduced their in-person
social activities and stayed indoors. In our case, the medi-
ated play of the Social Balance Ball can provide indoor peo-
ple with an approximate social experience as the co-located
play.

Interestingly, according to the analysis of the system
logs, the total scores of participants in virtual play were
significantly higher than those in mediated play and co-
located play. The qualitative findings could explain this.
Participants mentioned that virtual play was more straight-
forward. As stated by O7, mediated play, and co-located
play required people to communicate, cooperate, and
coordinate, a little bit more difficult to get scores than vir-
tual play.

5.2. RQ2: “Do older and younger players perceive social
interaction differently in this exergame?”

H2 is supported by both quantitative and qualitative data.
The quantitative results demonstrated that older participants
perceived significantly higher social interaction than younger
participants. In more detail, older participants felt a signifi-
cant difference in PAU, PBI, social connectedness, and posi-
tive affect during the three modes than younger participants.
The qualitative analysis also supported these findings.
Regarding participants’ attitudes across all three modes,
older participants reported more positive quotes (Older: 46
quotes vs. Younger: 31 quotes) and fewer negative quotes
(Older: 14 quotes vs. Younger: 41 quotes) than younger par-
ticipants. We speculate the following possible reasons:

1. Older adults are more likely to be satisfied with social
technologies. After retirement, they are usually busy
with housework and have fewer opportunities to come
into contact with interesting technologies. When scoring

questionnaires, they tend to have high scores.
Consistent with the findings of Kruse et al. (2022), in
VR exergames, older adults rated the games more posi-
tively in terms of higher enjoyment and desire to play
again compared to younger adults;

2. Young people like games and are often exposed to vari-
ous games, which are not easy to arouse interest.
Compared with older adults, they showed lower satis-
faction and more suggestions for improvements;

3. We follow the rules of inclusive design. When designing
the game, we put the cognitive needs of older adults
first. Therefore, in the eyes of young people, the game
design may be relatively simple and lack sufficient chal-
lenge, which leads to a decline in their satisfaction.
Difficulty adjustments for older and younger players
should be considered in game design (Cantwell et al.,
2012; Kruse et al., 2022).

4. Unlike general stereotypes, such findings demonstrated
that games are very attractive to older adults and are an
effective way to promote socialization.

Relevant interaction effects also showed that older partici-
pants perceived significantly higher co-presence and PBI
than younger participants in the virtual play. In comparison,
they felt significantly lower co-presence and PEI than
younger participants in the co-located play. The likely rea-
son is that compared with the virtual play, older participants
perceived pressure from younger players in the co-located
play. People become slower (e.g., the processing speed
decreases) as they grow older (Loos & Kaufman, 2018;
Salthouse, 1996, 2004). Due to the physical and cognitive
decline, it is difficult for older participants to keep up with
younger participants while exergaming, such as speed, reac-
tion time, memory, attention, hand-eye coordination, and
problem-solving (Loos & Kaufman, 2018). Compared with
the simplicity of virtual play, co-located play needed a joined
effort from both sides. For example, O9 made some mis-
takes during exergaming and was afraid of being blamed by
the younger player. Y22 also mentioned the older participant
looked embarrassed if she tried to guide her in the game.
Instead of aiming for a high score in the game, she took on
a more supportive role in helping the older participant. In
line with the quantitative results, most quotes (13/21) from
younger participants expressed their positive attitudes
toward the co-located play. One typical reason is younger
people can feel happy to help older adults (Y32).

5.3. RQ3: “Does gender affect the perceived social
interaction of players in this exergame?”

Our findings do not support H3. Xu et al. (2016) reported
that there were few significant interaction effects between
exergames and gender among older participants. Consistent
with their findings, we did not find a significant difference
in perceived social interaction between male and female par-
ticipants across three modes.
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5.4. RQ4: “How do the findings from this study inform
us about designing exergames in a social context?”

� Differentiating the Difficulty of Game Tasks. Because
older and younger people have different physical and
cognitive abilities, careful consideration must be given to
determine their task difficulty to make more individual
contributions to games. Similarly, the concept of
“adaptive difficulty” (Cantwell et al., 2012) was pointed
out to deal with the same problem. The prototype with
“adaptive difficulty,” enables each player to decide their
own difficulty level while playing together.

� Considering “Family-based” Intergenerational Settings.
This study focused on investigating the exergame in
unfamiliar young-old pairs. However, we found that
older adults (e.g., O15, O21) preferred playing the exer-
game with their family members. Playing the Social
Balance Ball can provide them a good opportunity to
stimulate interaction and have fun together.

� Narrative Contents. Narrative contents are storylines
that players get involved in by controlling their avatars,
and lack of narrative content has been seen as a reason
for players rating the exergame as boring (Baranowski
et al., 2008). It also provides a way to enrich the exer-
game, as the Y8 and Y10 mentioned in the user experi-
ments, with new scenes and elements that can be linked
together along the storyline.

� Various Tasks. Tasks of different challenges enable play-
ers to choose the task according to their skills, ages, and
even their moods to help produce a flow state
(Csikszentmihalyi & Rathunde, 1992; Rauterberg, 2021),
in which players can have a highly intrinsically motivat-
ing experience. In this way, two players do not need to
have some skills and abilities to cooperate, which is very
important in intergenerational gameplay due to the pos-
sibilities of gaps between two generations.

� More Motion Interaction Mechanism. As for the hard-
ware, although many participants in our experiment
mention the hand motion, the whole body should be
considered because it would enable players to exercise
any parts of their body they want (Santos et al., 2015).

We acknowledge the limitations of this study and the oppor-
tunities for future work.

First, the older participants’ ages range from 59 to 70,
and this group is limited in representing other age groups of
older adults. According to the classification by Xu et al.
(2016), in general, older adults below 75 could be catego-
rized as young-old adults, while those over 75 are regarded
as old-old adults. Due to the consideration of participants’
physical and mental abilities, we involved young-old adults
in this study. In our future work, we can try to recruit old-
old adults to participate in our research, although it is more
challenging.

Second, we did not use physiological data to measure
participants’ social interaction in the game. As mentioned
by Qiu et al. (2022), it is not very common to use physio-
logical data for measuring Socially Assistive Systems since
social interaction is a complicated procedure that often

involves two or more people exchanging ideas and sharing
emotions. Sometimes physiological data cannot reflect par-
ticipants’ mental processes and behaviors. In our study, we
cannot simply use physiological data, such as electromyog-
raphy (EMG) signals, heart rate (HR), and galvanic skin
response (GSR) to measure the perceived social interaction
of participants during exergames. Because it is difficult to
identify whether the fluctuations in physiological data are
caused by social interaction and the emotional state of par-
ticipants or their physical activities. Instead of directly meas-
uring their social interaction, in our future work, we can use
gaze data to measure participants’ engagement in the game.

Third, in sociology, a dyad (namely two people) is
regarded as the smallest social group (Charon, 1996). It is
ideal for studying social behaviors because observing and
developing a social connection between participants is more
accessible. Thus, the dyad has been used in this study. Our
future work can be extended to explore testing social exer-
games in a multiplayer scenario.

Finally, a pair of participants took only 6min for each
mode in the controlled lab-based experiments. Each session’s
short duration may influence participants’ perceived social
interaction. A long-term intervention in field settings is still
needed. For example, we can conduct a long-term field
study to observe the gaming behaviors of participants in an
elderly home.

Overall, this study has three significant contributions:

1. Empirical evidence is provided that participants perceive
higher levels of social interaction and positive feelings
in the mediated human player mode and the co-located
human player mode (i.e., the human players interact)
compared to the virtual player mode (i.e., the human
players do not interact);

2. Contrary to the general stereotype, the findings showed
that older participants perceived social interaction sig-
nificantly higher than younger participants in the Social
Balance Ball exergame, suggesting that social exergame
is highly attractive to older adults, and is an effective
way to promote social interaction.

3. We also provide design suggestions, insights, and
opportunities for game designers and researchers
regarding the design and development of social
exergames.

Acknowledgments

We would like to thank Ziyi Zhang for her contribution to UI design.
We also thank Tian Fang and Zheng Zhang for participating in the ini-
tial user testing. Finally, we thank Mei Jing for helping us recruit older
participants for this study. We are grateful for the financial support of
the Industrial Design department from the Eindhoven University of
Technology (Netherlands).

Author contributions

S.Q. and E.K.: conceptualization. S.Q.: experimental design. E.K.: soft-
ware. E.K., R.D., and S.Q.: experiment implementation. S.Q., and E.K.:
formal analysis and writing—original draft preparation. S.Q., E.K., and

20 S. QIU ET AL.



M.R.: writing—review and editing. T.H., S.Q., M.R., and J.H.: supervi-
sion. All authors have read and agreed to the submitted version of the
manuscript.

Disclosure statement

We declare that we have no financial and personal relationships with
other people or organizations that can inappropriately influence our
work, there is no professional or other personal interest of any nature
or kind in any product, service, and/or company that could be con-
strued as influencing the position presented in, or the review of, the
manuscript entitled, “Social Balance Ball: Designing and Evaluating an
Exergame that Promotes Social Interaction between Older and Younger
Players.”

Funding

This work is supported by the Humanity and Social Science Youth
foundation of Ministry of Education of China under Grant
[22YJC760073]; Shanghai Pujiang Program under Grant [2020PJC071];
and Shanghai Jiao Tong University under Grant [WF220543011].

References

Aron, A., Aron, E. N., & Smollan, D. (1992). Inclusion of other in the
self-scale and the structure of interpersonal closeness. Journal of
Personality and Social Psychology, 63(4), 596–612. https://doi.org/10.
1037/0022-3514.63.4.596

Baranowski, T., Buday, R., Thompson, D. I., & Baranowski, J. (2008).
Playing for real. Video games and stories for health-related behavior
change. American Journal of Preventive Medicine, 34(1), 74–82.
https://doi.org/10.1016/j.amepre.2007.09.027

Bengtson, V. L. (2001). Beyond the nuclear family: The increasing
importance of multigenerational bonds. Journal of Marriage and
Family, 63(1), 1–16. https://doi.org/10.1111/j.1741-3737.2001.00001.x

Bernard, S. (2013). Loneliness and social isolation among older people in
North Yorkshire project commissioned by North Yorkshire Older
People’ s Partnership Board Research Report. SPRU Working Paper,
WP 2565, Social Policy Research Unit, York, UK.

Biocca, F., Harms, C., & Burgoon, J. K. (2003). Toward a more robust
theory and measure of social presence: Review and suggested
criteria. Presence: Teleoperators and Virtual Environments, 12(5),
456–480. https://doi.org/10.1162/105474603322761270

Bogost, I. (2007). Persuasive games: The expressive power of videogames.
MIT Press. https://doi.org/10.1111/j.1467-8535.2008.00890_3.x

Boynton, P. M., & Greenhalgh, T. (2004). Selecting, designing, and
developing your questionnaire. BMJ, 328(7451), 1312–1315. https://
doi.org/10.1136/bmj.328.7451.1312

Braun, V., & Clarke, V. (2006). Using thematic analysis in psychology.
Qualitative Research in Psychology, 3(2), 77–101. https://doi.org/10.
1191/1478088706qp063oa

Braun, V., & Clarke, V. (2012). Thematic analysis. In APA handbook of
research methods in psychology, Vol 2: Research designs: Quantitative,
qualitative, neuropsychological, and biological. (pp. 57–71). American
Psychological Association. https://doi.org/10.1037/13620-004

Brickwood, K. J., Smith, S. T., Watson, G., & Williams, A. D. (2016).
The effect of ongoing feedback on physical activity levels following
an exercise intervention in older adults: A randomised controlled
trial protocol. Tropical Medicine and Health, 45(1), 1–9. https://doi.
org/10.1186/s13102-016-0066-5

Cantwell, D., Broin, D. O., Palmer, R., Doyle, G. (2012). Motivating
elderly people to exercise using a social collaborative exergame with
adaptive difficulty. In Proceedings of the European Conference on
Games-Based Learning (p. 615-XVII).

Caro, K., Feng, Y., Day, T., Freed, E., Fox, B., & Zhu, J. (2018).
Understanding the effect of existing positive relationships on a social
motion-based game for health. In ACM International Conference

Proceeding Series (pp. 77–87). https://doi.org/10.1145/3240925.
3240942

Charon, J. M. (1996). The meaning of sociology: A reader. Prentice Hall.
https://doi.org/10.2307/1318008

Clark, R., & Kraemer, T. (2009). Clinical use of Nintendo WiiTM bowl-
ing simulation to decrease fall risk in an elderly resident of a nurs-
ing home: A case report. Journal of Geriatric Physical Therapy,
32(4), 174–180. https://doi.org/10.1519/00139143-200932040-00006

Costa, L., & Veloso, A. (2016). Being (Grand) players: Review of digital
games and their potential to enhance intergenerational interactions.
Journal of Intergenerational Relationships, 14(1), 43–59. https://doi.
org/10.1080/15350770.2016.1138273

Csikszentmihalyi, M., Rathunde, K. (1992). The measurement of flow
in everyday life: Toward a theory of emergent motivation.
In Nebraska Symposium on Motivation (Vol. 40, pp. 57–97).

Davis, K., Owusu, E. B., Marcenaro, L., Feijs, L., Regazzoni, C., & Hu,
J. (2017). Effects of ambient lighting displays on peripheral activity
awareness. IEEE Access, 5, 9318–9335. https://doi.org/10.1109/
ACCESS.2017.2703866

D�ıaz-Garc�ıa, A., Gonz�alez-Robles, A., Mor, S., Mira, A., Quero, S.,
Garc�ıa-Palacios, A., Ba~nos, R. M., & Botella, C. (2020). Positive and
negative affect schedule (PANAS): Psychometric properties of the
online Spanish version in a clinical sample with emotional disorders.
BMC Psychiatry, 20(1), 1–13. https://doi.org/10.1186/S12888-020-
2472-1/TABLES/8

Donker, V., Markopoulos, P., Bongers, B. (2015). REHAP balance tiles:
A modular system supporting balance rehabilitation. In Proceedings
of the 2015 9th International Conference on Pervasive Computing
Technologies for Healthcare, PervasiveHealth 2015 (pp. 201–208).
https://doi.org/10.4108/icst.pervasivehealth.2015.259278

Erdfelder, E., Faul, F., & Buchner, A. (1996). GPOWER: A general
power analysis program. Behavior Research Methods, Instruments,
and Computers, 28(1), 1–11. https://doi.org/10.3758/BF03203630

Flora, P. K., & Faulkner, G. E. J. (2007). Physical activity: An innova-
tive context for intergenerational programming. Journal of
Intergenerational Relationships, 4(4), 63–74. https://doi.org/10.1300/
J194V04N04_05

Fuchsberger, V., Sellner, W., Moser, C., Tscheligi, M. (2012). Benefits
and hurdles for older adults in intergenerational online interactions.
In International Conference on Computers for Handicapped Persons
(pp. 697–704). https://doi.org/10.1007/978-3-642-31522-0_104

Gajadhar, B. J., De Kort, Y. A. W., & IJsselsteijn, W. A. (2008).
Influence of social setting on player experience of digital games. In
CHI’08 Extended Abstracts on Human Factors in Computing Systems
(pp. 3099–3104). https://doi.org/10.1145/1358628.1358814

Garcia, J. A., Raffe, W. L., Navarro, K. F. (2018). Assessing user
engagement with a fall prevention game as an unsupervised exercise
program for older people. In Proceedings of the Australasian
Computer Science Week Multiconference (pp. 1–8). https://doi.org/10.
1145/3167918.3167943

Gillespie, L. D., Robertson, M. C., Gillespie, W. J., Sherrington, C.,
Gates, S., Clemson, L. M., & Lamb, S. E. (2012). Interventions for
preventing falls in older people living in the community. Cochrane
Database Systematic Reviews, 2012(9), CD007146. https://doi.org/10.
1002/14651858.CD007146.pub3

Harms, C., & Biocca, F. (2004). Internal consistency and reliability of
the networked minds measure of social presence. In Seventh Annual
International Workshop: Presence 2004 (pp. 246–251).

IJsselsteijn, W., de Kort, Y. A. W., & Poels, K. (2008). Game experience
questionnaire (pp. 1–9). Technische Universiteit Eindhoven.

Kaisar, E., Ding, R. B., Han, T., & Qiu, S. (2021). NEONEO Balance
Ball: Designing an intergenerational interaction exergame for in-
home balance training. In International Conference on Human–
Computer Interaction (pp. 78–89). https://doi.org/10.1007/978-3-030-
78111-8_5

Kaisar, E., Qiu, S., Yuan, R., & Han, T. (2022). Designing social exer-
game to enhance intergenerational interaction and exercise. In
International Conference on Human–Computer Interaction (pp. 530–
541). https://doi.org/10.1007/978-3-031-05637-6_34

INTERNATIONAL JOURNAL OF HUMAN–COMPUTER INTERACTION 21

https://doi.org/10.1037/0022-3514.63.4.596
https://doi.org/10.1037/0022-3514.63.4.596
https://doi.org/10.1016/j.amepre.2007.09.027
https://doi.org/10.1111/j.1741-3737.2001.00001.x
https://doi.org/10.1162/105474603322761270
https://doi.org/10.1111/j.1467-8535.2008.00890_3.x
https://doi.org/10.1136/bmj.328.7451.1312
https://doi.org/10.1136/bmj.328.7451.1312
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1037/13620-004
https://doi.org/10.1186/s13102-016-0066-5
https://doi.org/10.1186/s13102-016-0066-5
https://doi.org/10.1145/3240925.3240942
https://doi.org/10.1145/3240925.3240942
https://doi.org/10.2307/1318008
https://doi.org/10.1519/00139143-200932040-00006
https://doi.org/10.1080/15350770.2016.1138273
https://doi.org/10.1080/15350770.2016.1138273
https://doi.org/10.1109/ACCESS.2017.2703866
https://doi.org/10.1109/ACCESS.2017.2703866
https://doi.org/10.1186/S12888-020-2472-1/TABLES/8
https://doi.org/10.1186/S12888-020-2472-1/TABLES/8
https://doi.org/10.4108/icst.pervasivehealth.2015.259278
https://doi.org/10.3758/BF03203630
https://doi.org/10.1300/J194V04N04_05
https://doi.org/10.1300/J194V04N04_05
https://doi.org/10.1007/978-3-642-31522-0_104
https://doi.org/10.1145/1358628.1358814
https://doi.org/10.1145/3167918.3167943
https://doi.org/10.1145/3167918.3167943
https://doi.org/10.1002/14651858.CD007146.pub3
https://doi.org/10.1002/14651858.CD007146.pub3
https://doi.org/10.1007/978-3-030-78111-8_5
https://doi.org/10.1007/978-3-030-78111-8_5
https://doi.org/10.1007/978-3-031-05637-6_34


Kessler, E. M., & Staudinger, U. M. (2007). Intergenerational potential:
Effects of social interaction between older adults and adolescents.
Psychology and Aging, 22(4), 690–704. https://doi.org/10.1037/0882-
7974.22.4.690

Khoo, E. T., Merritt, T., & Cheok, A. D. (2009). Designing physical
and social intergenerational family entertainment. Interacting with
Computers, 21(1–2), 76–87. https://doi.org/10.1016/j.intcom.2008.10.
009

Kruse, L., Karaosmanoglu, S., Rings, S., & Steinicke, F. (2022).
Evaluating difficulty adjustments in a VR exergame for younger and
older adults: Transferabilities and differences. In Symposium on
Spatial User Interaction (SUI ’22), December 1–2, 2022, Online, CA,
USA (Vol. 1, pp. 1–11). https://doi.org/10.1145/3565970.3567684

Leung, R., Tang, C., Haddad, S., McGrenere, J., Graf, P., & Ingriany, V.
(2012). How older adults learn to use mobile devices: Survey and
field investigations. ACM Transactions on Accessible Computing,
4(3), 1–33. https://doi.org/10.1145/2399193.2399195

Loos, E. (2017). Exergaming: Meaningful play for older adults? In
Lecture Notes in Computer Science (Including Subseries Lecture Notes
in Artificial Intelligence and Lecture Notes in Bioinformatics) (Vol.
10298, pp. 254–265). https://doi.org/10.1007/978-3-319-58536-9_21/
TABLES/2

Loos, E., & Kaufman, D. (2018). Positive impact of exergaming on older
adults’ mental and social well-being: In search of evidence. In
International Conference on Human Aspects of IT for the Aged
Population (pp. 101–112). https://doi.org/10.1007/978-3-319-92037-5_9

Loos, E., & Zonneveld, A. (2016). Silver gaming: Serious fun for
seniors? In International Conference on Human Aspects of IT for the
Aged Population (pp. 330–341). https://doi.org/10.1007/978-3-319-
39949-2_32

Lubben, J., Blozik, E., Gillmann, G., Iliffe, S., Von Kruse, W. R., Beck,
J. C., & Stuck, A. E. (2006). Performance of an abbreviated version
of the Lubben Social Network Scale among three European
community-dwelling older adult populations. The Gerontologist,
46(4), 503–513. https://doi.org/10.1093/geront/46.4.503

Macdonald, M., Yu, Z., Weeks, L. E., Moody, E., Wilson, B.,
Almukhaini, S., Martin-Misener, R., Sim, M., Jefferies, K., Iduye, D.,
Neeb, D., & McKibbon, S. (2021). Assistive technologies that sup-
port social interaction in long-term care homes: A scoping review.
JBI Evidence Synthesis, 19(10), 2695–2738. https://doi.org/10.11124/
JBIES-20-00264

Mandryk, R. L., & Inkpen, K. M. (2004). Physiological indicators for
the evaluation of co-located collaborative play. In Proceedings of the
ACM Conference on Computer Supported Cooperative Work, CSCW
(pp. 102–111). https://doi.org/10.1145/1031607.1031625

Morat, M., Bakker, J., Hammes, V., Morat, T., Giannouli, E., Zijlstra,
W., & Donath, L. (2019). Effects of stepping exergames under stable
versus unstable conditions on balance and strength in healthy com-
munity-dwelling older adults: A three-armed randomized controlled
trial. Experimental Gerontology, 127, 110719. https://doi.org/10.1016/
j.exger.2019.110719

Mueller, F. F., Gibbs, M. R., & Vetere, F. (2009). Design influence on
social play in distributed exertion games. In Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems
(pp. 1539–1548). https://doi.org/10.1145/1518701.1518938

Mueller, F., Gibbs, M. R., & Vetere, F. (2010). Towards understanding
how to design for social play in exertion games. Personal and
Ubiquitous Computing, 14(5), 417–424. https://doi.org/10.1007/
s00779-009-0268-x

Mueller, F., Gibbs, M. R., Vetere, F., & Edge, D. (2017). Designing for
bodily interplay in social exertion games. ACM Transactions on
Computer-Human Interaction, 24(3). https://doi.org/10.1145/3064938

Nawaz, A., Skjæret, N., Ystmark, K., Helbostad, J. L., Vereijken, B.,
Svanæs, D. (2014). Assessing seniors’ user experience (UX) of exer-
games for balance training. In Proceedings of the NordiCHI 2014:
The 8th Nordic Conference on Human–Computer Interaction: Fun,
Fast, Foundational (pp. 578–587). https://doi.org/10.1145/2639189.
2639235

Newman, S., Karip, E., & Faux, R. B. (1995). Everyday memory func-
tion of older adults: The impact of intergenerational school

volunteer programs. Educational Gerontology, 21(6), 569–580.
https://doi.org/10.1080/0360127950210603

Pecchioni, L. L., & Osmanovic, S. (2018). Play it again, grandma: Effect
of intergenerational video gaming on family closeness. In
International Conference on Human Aspects of IT for the Aged
Population (pp. 518–531). https://doi.org/10.1007/978-3-319-92034-
4_39

Pisan, Y., Marin, J. G., & Navarro, K. F. (2013). Improving lives: Using
microsoft kinect to predict the loss of balance for elderly users
under cognitive load. In The 9th Australasian Conference on
Interactive Entertainment: Matters of Life and Death (pp. 1–4).
https://doi.org/10.1145/2513002.2513026

Powers, M., Gray, M., & Garver, K. (2013). Attitudes toward older
adults: Results from a fitness-based intergenerational learning
experience. Journal of Intergenerational Relationships, 11(1), 50–61.
https://doi.org/10.1080/15350770.2013.755067

Qiu, S., An, P., Kang, K., Hu, J., Han, T., & Rauterberg, M. (2021).
Investigating socially assistive systems from system design and
evaluation: A systematic review. Universal Access in the Information
Society, 1–25. https://doi.org/10.1007/s10209-021-00852-w

Qiu, S., An, P., Kang, K., Hu, J., Han, T., & Rauterberg, M. (2022). A
review of data gathering methods for evaluating socially assistive
systems. Sensors, 22(1). https://doi.org/10.3390/s22010082

Qiu, S., Hu, J., Han, T., Osawa, H., & Rauterberg, M. (2020a). An
evaluation of a wearable assistive device for augmenting social inter-
actions. IEEE Access, 8, 164661–164677. https://doi.org/10.1109/
ACCESS.2020.3022425

Qiu, S., Hu, J., Han, T., Osawa, H., & Rauterberg, M. (2020b). Social
glasses: Simulating interactive gaze for visually impaired people in
face-to-face communication. International Journal of Human–
Computer Interaction, 36(9), 839–855. https://doi.org/10.1080/
10447318.2019.1696513

Rauterberg, M. (2021). How to access and transform the unconscious
for cultural development. in International Conference on Human–
Computer Interaction (pp. 274–294). https://doi.org/10.1007/978-3-
030-77431-8_18

Ravaja, N., Saari, T., Turpeinen, M., Laarni, J., Salminen, M., &
Kivikangas, M. (2006). Spatial presence and emotions during video
game playing: Does it matter with whom you play? Presence:
Teleoperators and Virtual Environments, 15(4), 381–392. https://doi.
org/10.1162/pres.15.4.381

Rice, M., Tan, W. P., Ong, J., Yau, L. J., Wan, M., & Ng, J. (2013). The
dynamics of younger and older adult’s paired behavior when playing
an interactive silhouette game. In SIGCHI Conference on Human
Factors in Computing Systems (pp. 1081–1090). https://doi.org/10.
1145/2470654.2466138

Rings, S., Steinicke, F., Picker, T., Prasuhn, C. (2020). Seated immersive
exergaming for fall prevention of older adults. In Proceedings – 2020
IEEE Conference on Virtual Reality and 3D User Interfaces, VRW
2020 (pp. 289–290). https://doi.org/10.1109/VRW50115.2020.00063

Rooksby, J., Rost, M., Morrison, A., Chalmers, M. (2015). Pass the ball:
Enforced turn-taking in activity tracking. In Proceedings of the 33rd
Annual ACM Conference on Human Factors in Computing Systems
(pp. 2417–2426). https://doi.org/10.1145/2702123.2702577

Sakai, T., Tamaki, H., Ota, Y., Kusunoki, F., Egusa, R., Namatame, M.,
Sugimoto, M., & Mizoguchi, H. (2016). Multiple-player full-body
interaction game to enhance young children’s cooperation. In
Proceedings of IDC 2016 – The 15th International Conference on
Interaction Design and Children (pp. 654–659). https://doi.org/10.
1145/2930674.2935993

Salehzadeh Niksirat, K., Rahmamuliani, F., Ren, X., & Pu, P. (2022).
Understanding intergenerational fitness tracking practices: 12 sug-
gestions for design. CCF Transactions on Pervasive Computing and
Interaction, 4(1), 13–31. https://doi.org/10.1007/s42486-021-00082-2

Salthouse, T. A. (1996). The processing-speed theory of adult age dif-
ferences in cognition. Psychological Review, 103(3), 403–428. https://
doi.org/10.1037/0033-295X.103.3.403

Salthouse, T. A. (2004). What and when of cognitive aging. Current
Directions in Psychological Science, 13(4), 140–144. https://doi.org/
10.1111/J.0963-7214.2004.00293.X

22 S. QIU ET AL.

https://doi.org/10.1037/0882-7974.22.4.690
https://doi.org/10.1037/0882-7974.22.4.690
https://doi.org/10.1016/j.intcom.2008.10.009
https://doi.org/10.1016/j.intcom.2008.10.009
https://doi.org/10.1145/3565970.3567684
https://doi.org/10.1145/2399193.2399195
https://doi.org/10.1007/978-3-319-58536-9_21/TABLES/2
https://doi.org/10.1007/978-3-319-58536-9_21/TABLES/2
https://doi.org/10.1007/978-3-319-92037-5_9
https://doi.org/10.1007/978-3-319-39949-2_32
https://doi.org/10.1007/978-3-319-39949-2_32
https://doi.org/10.1093/geront/46.4.503
https://doi.org/10.11124/JBIES-20-00264
https://doi.org/10.11124/JBIES-20-00264
https://doi.org/10.1145/1031607.1031625
https://doi.org/10.1016/j.exger.2019.110719
https://doi.org/10.1016/j.exger.2019.110719
https://doi.org/10.1145/1518701.1518938
https://doi.org/10.1007/s00779-009-0268-x
https://doi.org/10.1007/s00779-009-0268-x
https://doi.org/10.1145/3064938
https://doi.org/10.1145/2639189.2639235
https://doi.org/10.1145/2639189.2639235
https://doi.org/10.1080/0360127950210603
https://doi.org/10.1007/978-3-319-92034-4_39
https://doi.org/10.1007/978-3-319-92034-4_39
https://doi.org/10.1145/2513002.2513026
https://doi.org/10.1080/15350770.2013.755067
https://doi.org/10.1007/s10209-021-00852-w
https://doi.org/10.3390/s22010082
https://doi.org/10.1109/ACCESS.2020.3022425
https://doi.org/10.1109/ACCESS.2020.3022425
https://doi.org/10.1080/10447318.2019.1696513
https://doi.org/10.1080/10447318.2019.1696513
https://doi.org/10.1007/978-3-030-77431-8_18
https://doi.org/10.1007/978-3-030-77431-8_18
https://doi.org/10.1162/pres.15.4.381
https://doi.org/10.1162/pres.15.4.381
https://doi.org/10.1145/2470654.2466138
https://doi.org/10.1145/2470654.2466138
https://doi.org/10.1109/VRW50115.2020.00063
https://doi.org/10.1145/2702123.2702577
https://doi.org/10.1145/2930674.2935993
https://doi.org/10.1145/2930674.2935993
https://doi.org/10.1007/s42486-021-00082-2
https://doi.org/10.1037/0033-295X.103.3.403
https://doi.org/10.1037/0033-295X.103.3.403
https://doi.org/10.1111/J.0963-7214.2004.00293.X
https://doi.org/10.1111/J.0963-7214.2004.00293.X


Santos, A., Guimaraes, V., Matos, N., Cevada, J., Ferreira, C., Sousa, I.
(2015). Multi-sensor exercise-based interactive games for fall preven-
tion and rehabilitation. In Proceedings of the 2015 9th International
Conference on Pervasive Computing Technologies for Healthcare,
PervasiveHealth 2015 (pp. 65–71). https://doi.org/10.4108/icst.perva-
sivehealth.2015.259115

Sarachan, J. (2012). Book review: A casual revolution: Reinventing
video games and their players. E-Learning and Digital Media, 9(1),
127–129. https://doi.org/10.2304/elea.2012.9.1.127

Seaborn, K., Lee, N., Narazani, M., & Hiyama, A. (2019,
September 1). Intergenerational shared action games for pro-
moting empathy between Japanese youth and elders. In 2019
8th International Conference on Affective Computing and
Intelligent Interaction, ACII 2019. https://doi.org/10.1109/ACII.
2019.8925483

Thang, L. L. (2006). Promoting intergenerational understanding
between the young and old: The case of Singapore. In UN Report of
the Expert Group Meeting in Qatar (pp. 1–11).

Uzor, S., Baillie, L. (2014). Investigating the long-term use of
exergames in the home with elderly fallers. In Proceedings of the
SIGCHI Conference on Human Factors in Computing Systems
(pp. 2813–2822). https://doi.org/10.1145/2556288.2557160

van Bel, D. T., Smolders, K. C. H. J., IJsselsteijn, W. A., & De Kort,
Y. A. W. (2009). Social connectedness: Concept and measurement.
Intelligent Environments, 2, 67–74. https://doi.org/10.3233/978-1-
60750-034-6-67

Viana, R. B., & De Lira, C. A. B. (2020). Exergames as coping strategies
for anxiety disorders during the COVID-19 quarantine period.
Games for Health Journal, 9(3), 147–149. https://doi.org/10.1089/
g4h.2020.0060

Villani, D., Serino, S., Triberti, S., Riva, G. (2017). Ageing positively
with digital games. In K. Giokas, L. Bokor, & F. Hopfgartner (Eds.),
eHealth 360� (Vol. 181). Lecture Notes of the Institute for
Computer Sciences, Social Informatics and Telecommunications
Engineering. Springer, Cham. https://doi.org/10.1007/978-3-319-
49655-9_20

Watson, D., Clark, L. A., & Tellegen, A. (1988). Development and
validation of brief measures of positive and negative affect:
The PANAS scales. Journal of Personality and Social
Psychology, 54(6), 1063–1070. https://doi.org/10.1037/0022-3514.
54.6.1063

World Health Organization. (2014). WHO global report on falls
prevention in older age. https://extranet.who.int/agefriendlyworld/
wp-content/uploads/2014/06/WHo-Global-report-on-falls-preven-
tion-in-older-age.pdf

World Health Organization. (2015). World report on ageing and health
2015. World Health Organization. https://doi.org/10.1016/j.jmgm.
2016.10.012

World Health Organization. (2019). Global issues-ageing. https://www.
un.org/en/global-issues/ageing

World Health Organization (2020). Healthy ageing and functional
ability. https://www.who.int/news-room/questions-and-answers/item/
healthy-ageing-and-functional-ability

World Health Organization. (2021). Ageing and health. https://www.
who.int/news-room/fact-sheets/detail/ageing-and-health

Xu, X., Theng, Y. L., Li, J., Phat, P. T. (2016). Investigating effects of
exergames on exercise intentions among young-old and old-old. In
Proceedings of the 2016 CHI Conference Extended Abstracts on
Human Factors in Computing Systems (pp. 2961–2968). https://doi.
org/10.1145/2851581.2892296

Zhang, F., Schell, R., Kaufman, D., Salgado, G., & Jeremic, J. (2017).
Social interaction between older adults (80þ) and younger people
during intergenerational digital gameplay. In International
Conference on Human Aspects of IT for the Aged Population
(pp. 308–322). https://doi.org/10.1007/978-3-319-58536-9_25

About the authors

Shi Qiu is an Assistant Professor in Design Research on Social
Computing at the Department of Design, Shanghai Jiao Tong
University. She received a PhD degree from the Industrial Design
Department of the Eindhoven University of Technology. Her research
interests focus on Socially Assistive Systems (SAS).

Emiran Kaisar studied and got his bachelor’s degree in the School of
Design, Shanghai Jiao Tong University. He focused on game design
and human interaction with the virtual world. He has experience in
both Design and Computer Science.

Renbo Ding studied and got his bachelor’s degree in the School of
Design, Shanghai Jiao Tong University. He is interested in the social
interaction of gaming and aging design.

Ting Han is a Professor at the School of Design, Shanghai Jiao Tong
University. His research area focuses on user research and develop-
ment, experience, and interaction design. He is an executive director of
the Shanghai Industrial Design Association.

Jun Hu is an Associate Professor in Design Research on Social
Computing at the Department of Industrial Design, Eindhoven
University of Technology. He has interests in the fields of social cyber-
physical systems, the Internet of Things, and human–computer
interaction.

Matthias Rauterberg is a Professor of Designing Interactive Systems
at the Department of Industrial Design, Eindhoven University of
Technology. His research interest is in the area of cognitive systems,
human–computer interaction, and design science.

Appendix

Video link

https://youtu.be/cQCyMeuONT8
We provide a video demonstration to illustrate the effect of an elas-

tic band between two players and its relationship to the overall score.

Details descriptions of questionnaires

NMSPI consists of 36 items with a seven-point Likert scale ranging
from one (strongly disagree) to seven (strongly agree). Six subscales of
NMSPI are illustrated below:

a. Co-presence refers to the degree of peripheral or focal awareness
of the other (e.g., “(My partner) noticed me”).

b. Attentional allocation addresses the amount of attention the per-
son provides to and receives from the partner (e.g., “I did not
receive (my partner’s) full attention”).

c. Perceived message understanding is the ability of the person to
understand the partner’s message and the level of message under-
standing (e.g., “It was easy to understand (my partner)”).

d. Perceived affective understanding is the ability of the person and
the partner to understand their mutual emotional and attitudinal
states (e.g., “(My partner’s) emotions were not clear to me”).

e. Perceived emotional interdependence is the extent to which the
person’s emotional state influences and is influenced by the part-
ner’s emotional states (e.g., “My feelings influenced the mood of
our interaction”).

f. Perceived behavioral interdependence is the extent to which the
person’s behavior influences and is influenced by the partner’s
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behavior (e.g., “My behavior was closely tied to (my partner’s)
behavior”).

IOS is a seven-point pictural scale using two overlapping circles
to indicate the level of closeness between people and their
partners; more overlapping circles stand for higher levels of perceived
closeness.

PANAS consists of two 10-item scales (i.e., the Positive Affect (PA)
subscale and the Negative Affect (NA) subscale). A total of 20 items
are rated on a scale ranging from one (very slightly or not at all) to
five (extremely). The PA subscale reflects a person’s positive feelings
(e.g., attentive, active, excited, enthusiastic, and inspired). In contrast,
the NA subscale reflects a person’s negative feelings (e.g., stressed,
upset, guilty, scared, hostile, and irritable).

24 S. QIU ET AL.


	Abstract
	Introduction
	Related work
	Older adults and balance training exergames
	Social exergames
	Intergenerational games

	Methodology
	System implementation
	Tangible interaction
	User interface design
	Virtual play
	Mediated play and co-located play


	Hypotheses
	Independent variables
	Statistical analysis
	Participants
	Setup
	Procedure
	Measurements

	Results
	Quantitative results
	Analysis of social presence
	Co-presence
	Attentional allocation
	Perceived message understanding
	Perceived affective understanding
	Perceived behavioral interdependence
	Perceived emotional interdependence

	Analysis of social connectedness
	Analysis of positive and negative affect
	Positive affect
	Negative affect

	Analysis of system logs
	Total score

	Summary

	Qualitative results
	Attitudes toward the exergame modes
	Virtual play
	Mediated play
	Co-located play

	Design suggestions
	Game mechanism
	Hardware improvement
	Game interaction design
	Social interaction



	Discussion and conclusion
	RQ1: “How does the social balance ball impact the social interaction of all players in three conditions?”
	RQ2: “Do older and younger players perceive social interaction differently in this exergame?”
	RQ3: “Does gender affect the perceived social interaction of players in this exergame?”
	RQ4: “How do the findings from this study inform us about designing exergames in a social context?”

	Acknowledgments
	Author contributions
	Disclosure statement
	Funding
	References
	Video link
	Details descriptions of questionnaires



