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This study aimed to address whether the varying degree of screen speed in the
context of a Virtual reality exergame will interact with users’ intrinsic motivation in
influencing user perceptions. Results from our experiment (N = 40), showed that screen
speed and intrinsic motivation have significantly interacted in influencing players’ feeling
of flow, attitude, and intention to replay the game (i.e., the 7km/h and 9km/h speeds
have induced more favorable user perceptions than the bkm/h speed). Further
implications of the findings are discussed.
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[Table 2.] Results of Repeated Measures
ANOVA
5km/h 7Tkm/h 9km/h

Variables
M SO M SD M Sp Vvale

Flow 333 092 339 092 339 0.84 0.26

Attitude 24 102 249 096 248 1.03 0.47

IRG 273 119 286 121 288 1.26 2.04

IRG = Intention to Replay the Game
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[Fig. 2] Results of Repeated Measures ANCOVA:
Quadratic Interaction Effects([1] = 5km/h, [2] =
7km/h, [3] = 9km/h in the Graphs)
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