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7‘\15’“ oL A 474 % SPSS18.0 2 SmartPLS 3.2.8 sx el > 7 g * et o 47 & 3 At fE A
GRE R A (¢ 7 Cronbach’s a~ & R 2 Jearrck ) M2 NERE N R I RBRE AT
A T § BRK o

41EBE AT

MG TREEEF T0 4 0 1k 347% 1 AR EE G 132 4 0 b 653% - AESATE 54
B (§) Tt 8 A0 1 4.0% 5 55~59 & 21 4 > ik 10.4% 5 60~64 FF 36 4 0 b 17.8% ;
65~69 At 80 4 > ik 39.6%;: T0~74 & F 38 A 5 it 18.8%:75~79 At 14 4 > ik 6.9%;: 80 & ()
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# 1.STAM £ 6 2 T30@ AFF L

5 34 | = 558(M) | F £(SD)
R 2 5.53 1.259
L 2 5.29 1.256

A v |3 5.57 1.193
Ak e |2 5.23 1.243
PP S |2 5.38 1.120
et g i 4 5.28 1.156
oo 4 4 5.01 0.948
T 3 5.37 0.795

A3 R BB A

BEASITL AT K% L 46 2 Cronbach’sa® ¥ % ** 0.7 k2 & & & (Composite Reliability,
CR)E ¥ % ** 0.8 7€ Jearrc & 2 dp k2 B Bl iE 6 HT 35% £ #c % P~ (Average Variance Extracted,
AVE)3%+ 22 0.5 > & & 223k @ (Henseleretal,, 2016) » #5773 2 G2k A {1 % 4ok 20 JHoh > 57
TR % &4Ee 2 AVE TS 43 404t 8 v 45 6 B hodp B % iz(Fornell & Larcker, 1981) » 4c% 3
Mg AP REL L TR L4 o

% 2.STAM #.& 2 3 %R A {7

Ho Cronbach’sa. | CR | AVE
R 0.926 0.964 | 0.931

EE AN S 0.878 0.942 | 0.891
ATy F 0.950 0.968 | 0.910
ERC IS B e 0.904 0.954 | 0.912
FHp Ao 0.803 0.910 | 0.835
R EE 0.906 0.934 | 0.779
AT 4 0.898 0.929 | 0.766
A 0.828 0.885 | 0.722
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Ay R 0.965
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A% BT 0.313 |0.342|0.850
Fp #Arzac | 0.757 |0.774/0.286] 0.914
weFT s h % | 0.764 (0.792|0.329| 0.835 | 0.955
ATy * % | 0.842 0.846|0.315] 0.803 | 0.814 | 0.954
B 0.185 |0.291/0.675| 0.229 | 0.271 | 0.160 |0.875
#f B g 0.765 |0.719/0.275| 0.747 | 0.713 | 0.745 |0.248|0.882
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BT L HpE Y~ R PR R R e (R A 0 2017) - AiA T B b d A AT
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Factors Affecting Older Adult Learners’ Usage of Digital Game-Based
Learning

*Lai, H. -J.
Department of Counselling Psychology and Human Resource Development, National Chi Nan University

Abstract

The main objective of this study was to investigate factors affecting older adult learners’ usage of
digital game-based learning based on the Senior Technology Acceptance Model (STAM). The aims of the
research were to analyze older adult learners’ perceptions toward using digital games for learning, and
identify the factors affecting older adult learners’ behavior during the use of digital game-based learning
applications. This study employed a survey questionnaire and a structural equation modeling analysis to
test the research model. The subjects of the study were 202 older adult learners participating in
smartphone/tablet and computer courses at active-aging learning centers in central and southern Taiwan.
The research results showed that perceived usefulness of digital game-based learning received the highest
score by the participants. The results of STAM model analysis revealed that the perceived ease of use was
the strongest predictor of older adult learners’ perceived usefulness. Participants’ self-efficacy while using
the technology exerted the greatest influence on the perceived ease of use, and the perceived usefulness
was the significant determinant of participants’ attitude toward the digital game-based learning
environment. Such attitude yielded a positive influence in the participants’ use behavior. Based on the
research findings, suggestions are provided for educators in educational institutions for seniors and digital
game developers.

Keywords: older adult learners, digital game-based learning, Senior Technology Acceptance Model
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