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Trening
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Kmme phone on the floor, with the screen

facing up. Be in plank position with your
hands directly below your shoulders, with the
phone placed under your chest

2. Lower your body, by bending your elbows,
until your torso and legs are aligned.

3. Push yourself to the starting position by
straightening your elbows. Keep a straight
back, with your head looking towards the
ground. Imagine pushing the ground away
from you.
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Metode

e Goal/Question/Metric metoden

1-4:
What is the physical/motivational/enjoyment/engagement effect of playing the
Exermon game?

5:

How does the control, progression and social interaction affect the Exermon
game experience?
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Metode

e Spgrreundersgkelse (24/24)

e Brukerobservasjon (8/24)

e Intervjuer (8/24)

e Logging av spillaktivitet (24/24)

Alle spilte spillet i 2 uker

@ NTNU



Resultater
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Resultater
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Resultater

e 380% enige i at gvelsene matchet formen deres
e (Gjennomsnittlig 3 avelser per pers per dag

e 90% enige i at de var motiverte for a spille
utseende

risiko for at monsteret dar

sla en vanskelig motstander

®
®
®
e sammenligne med venner
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Resultater

90% falte de ble bedre jo mer de spilte

80% like fantasien

90% falte seg engasjert

Kun 25% sa engasijert at de mistet fokus pa alt rundt
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Utfordringer

e \ariasjon i sensorkvalitet i telefoner
e Enkelt a jukse

e Hawthorne-effekten
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