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Abstract 
The objectives of the study are to examine how the senior people’s motivation (safety, 
enjoyment, self-fulfillment), senior people’s perception (perceived playfulness, 
perceived ease of use, perceived behavioral control), social influence and attitude affects 
behavioral intention to use mobile games. A comprehensive literature review mainly 
focused on analyzing the benefits of playing mobile games, the future opportunities of 
game design based on the needs of the senior people, and the motivation of senior people 
to play mobile games. This study focused on Chinese mobile game market and conducted 
on product acceptance of mobile game and use quantitative research approach to verify 
the factors that affect the mobile games acceptance by the senior people and tested 
research hypotheses. The target respondents of this research were senior people who 
aged 60 and above in China. Online questionnaire is the way to collect data in China. The 
sample size of the study was 400 people. The study used SPSS and SEM methods to 
analyze the data. The results showed that motivation (safety, enjoyment, self-fulfillment), 
perception (perceived playfulness, perceived ease of use, perceived behavioral control), 
social influence and attitude significantly affect behavioral intention to use mobile 
games. However, perceived playfulness and perceived ease of use had negative 
relationship with behavioral intention to use mobile games. The study recommended 
that the mobile game developers do not need to focus to improve perceived playfulness 
and perceived ease of use. The study suggested the mobile game companies to focus on 
attitude factors of senior people towards mobile game acceptance. Besides, recommend 
the future research should use flow experience, use context theory to examine intention 
to play mobile games. Moreover, the next study should be conduct mobile games effects 
on daily life. 
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1. Introduction 

With the development of the quality of health care and the improve of living conditions, people 
can live longer than the past (Ministry of Labor and Social Affair, 2008). The population of 
senior people (aged 60 and above) is keeping increasing, population aging is projected to have 
a great impact on society. They gradually withdraw from the occupational activities of labor, 
have more times and want to have a happy and peaceful life. But the majority of senior people 
are living at home, they will feel lonely and lack of sense of accomplishment because they are 
lack of social and do not have much thing to do ( Mubin et al., 2008; Ministry, 2008). There 
should be sufficient ways to solve the problem – senior people want to have a happy and 
peaceful life but they feel lonely and lack of sense of accomplishment. 
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Technology is an important means of addressing the problem. Although the rapid growth of 
technology has made the senior people have challenge in using technology ( Mubin et al., 2008), 
which is new things for them. But it doesn’t mean senior people refuse to accept and use 
technology. Contrary, it provides a great opportunity to find out a way that contains the newest 
technology to serve the senior people, and meet their urgent requirements of physical and 
psychological, such as health, fun, entertainment, and social connection ( Ijsselsteijn et al.,2007; 
Mubin et al., 2008). Mobile game is one example of such a way that can meet the demand of 
senior people. 
From IResearch’s “China mobile game sector research Report” (2015, 2018), in 2013, the 
mobile game players aged 46 and above is only 19.74 million, but in 2014, the number 
increasing to 35.64 million, increasing 80.5% when compared to 2013. And in 2016, the mobile 
game players aged 46 and above is 52.66 million, increasing 47.8% when compared to 2016. 
The mobile game players aged 56 and above are also increasing fast, from 5.29 million in 2013 
increasing to 8.19 million in 2014. All of this shows the trend that mobile game is more and 
more popular among senior people. 

2. Problem Statement 

The increasing number of senior people who playing games shows that senior people have 
intention to play mobile games, but in general, current game market focus on the young people, 
as young people is the main force for playing game, the mobile games designed for senior people 
still are the potential market. The design of mobile games hasn’t taken the senior people’s 
restrictions of physical and psychological demand into consideration as much as possible (Cota 
et al., 2015; Mubin et al., 2008). For the social and financial reason and to filling the vacancy of 
the aging market, there should be the mobile game created for senior people. But how to build 
a mobile game that can meet the requirement of senior people and can be acceptance by them? 
With the increase of age, the physical and psychological of senior people also change. It requires 
that the mobile game designer should take these changes into consideration and the mobile 
game should be based on the special demand of senior people. 
Mobile game designed for the senior people should take the senior people’s physical and 
psychology situation into consideration, and also focus on real demands (health, safe, 
entertainment, and social connection), create a mobile game that is accepted by the senior 
people, which means the senior people have intention to play or actually play the mobile game. 
What factors may affect the mobile game acceptance for the senior people? The purpose of this 
article is to discuss these possible factors and study how do these factors affect the senior 
people's mobile game acceptance? 

3. Research Questions 

How do the motivation, perceived playfulness, perceived ease of use, social influence, perceived 
behavioral control and attitude affect the Senior People’s product acceptance towards Mobile 
Game? 

4. Research Objectives  

The research objectives are: 
1)To examine how the senior people’s motivation (safety, enjoyment, self- fulfillment) affects 
their behavioral intention to use mobile games. 
2)To examine how the senior people’s perception (perceived playfulness, perceived ease of use, 
perceived behavioral control) affects behavioral intention to use mobile games. 
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3)To examine how the senior people’s social influence affects behavioral intention to use 
mobile games. 
4)To examine how the senior people’s attitude towards intention to use mobile games. 

5. Literature Review 

The main models in researching technology acceptance will be mentioned and the development 
of these models will also be discussed in this chapter. In addition, the theoretical nature of the 
relationship between independence (e.g. motivation and perceived playfulness, perceived ease 
of use; perceived playfulness, perceived ease of use and attitude; social influence and perceived 
playfulness) are also provided in order to understand why these factors are proposed into the 
conceptual model. 

5.1. Product Acceptance – Behavioral Intention to Use 
Product acceptance is the act of individual’s actual purchase or use of the product, as well as 
the continuous use of the product (Conci et al., 2009; Park et al., 2014 ;). In other word, product 
acceptance shows as the actual action on the product. The product is purchased or used by 
customer means that the product is accepted by customer (Park et al., 2014). Base on the 
product manufacturing process has using manpower and resources (can see as cost), if no one 
purchases or uses the product, the producers of the product will get lose. Therefore, product 
acceptance is very important and it is also very important to study the factors that influencing 
product acceptance. Thus, this research use product acceptance as the dependent variable, and 
study the independent variable that affects the product acceptance. 

5.2. Factors that Affect Behavioral Intention to Use Mobile Games 
Technology Acceptance Model (TAM) is one of the most important models in the research of 
investigated IS acceptance. TAM can not only provide the model to explain why individual 
accept or reject information system, but also give a guide (consider the influencing factors) for 
how to improve the individual acceptance when design the information system (Davis,1989). 
In TAM, three main constructs are perceived usefulness, perceived ease of use and attitude 
toward using. Perceived usefulness and perceived ease of use are two specific perceptions 
about the technology. 
However, technology Acceptance Model has limitations, the model does not include social 
influence ( Koul&Eydgahi, 2017). Social influence refers to the positive or negative attitude of 
outsiders who have influence on respondents to the use of technology systems by investigators 
(Lee et al., 2003; Koul & Eydgahi, 2017). To solve this limitation, theory of planned behavior 
(TPB) has also been used to examine IS acceptance. TPB focused on investigating the 
individual’s planning behavior ( Koul&Eydgahi, 2017), it looks at predicting individuals’ 
behavior in premeditated situations ( Koul&Eydgahi, 2017). In this theory, social influence is 
introduced in the investigate model in order to examine the user IS acceptance. Attitude, 
subjective norm and perceived behavioral control are three main factors to explain the 
intention. 
From the theories that mentioned above and prior studies in IS acceptance, perceived 
usefulness and perceived ease of use has been proven to be two significant constructs that 
determined the intention to use of individual. But perceived usefulness and perceived ease of 
use are not directly affecting the intention of use, attitude is the mediate variable. Furthermore, 
social influence and perceived behavioral control are also very important antecedence of 
behavioral intention to use. Thus, this research considers perceived usefulness, perceived ease 
of use, attitude, social influence and perceived behavioral control as the antecedents of 
behavioral intention to use, to apply to the research of mobile games acceptance. 
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5.2.1. Attitude Toward Mobile Games 
When discussing about the mobile games’ acceptance, the relationship between attitude and 
behavior is always being to be discussed ( Aarts et al., 1998), many studies show that there is a 
causal relationship between the two (e.g. Davis, 1989; 1993; Liang &Yeh, 2011; Park et al., 
2014). The relationship between attitude and behavioral intention to use had been approved 
in different studies (e.g. Davis, 1989; 1993; Liang &Yeh, 2011; Park et al., 2014) and different 
context (e.g. mobile service, mobile phone, social network game) In Liang &Yeh (2011) mobile 
services continuance use intention research, attitude is used as the antecedence of continuance 
intention (behavioral intention to use) in the research model. The result shows that attitude 
affects the behavioral intention. 
H1: Attitude toward mobile games has an impact on behavioral intention to use mobile games. 
5.2.2. Perceived Playfulness 
In technology acceptance model, perceived usefulness is one of the main cognitive elements 
that affect the customer's acceptance of the new information system (Davis, 1993; Venkatesh 
et al., 2003; Phang et al. 2006; Liang &Yeh, 2011). The importance of perceived usefulness to 
product acceptance (behavioral intention to use) had been proved in plenty of studies. In Davis 
(1993) technology acceptance model, perceived usefulness was introduced as the antecedence 
belief of attitude. The result show that perceived can well explain attitude toward using. In the 
subsequent studies, perceived usefulness is also being proved that can good explain product 
acceptance in different information system and under different context (e.g. Venkatesh et al., 
2003; Phang et al. 2006; Liang &Yeh, 2011). 
Perceived playfulness act as a more important role than perceived usefulness on user 
acceptance of hedonic information systems, this claim has also been proved in other research. 
Liang &Yeh (2011) base on the technology acceptance model, set up a model, which replaces 
perceived usefulness as playfulness, to research mobile service continuance use intention. The 
result shows that playfulness (perceived playfulness) significantly affects the attitude and 
continuance use intention (behavioral intention to use). 
H2: Perceived playfulness has an impact on behavioral intention to use mobile games. 
H3: Perceived playfulness has an impact on attitude toward mobile games. 
5.2.3. Perceived Ease of Use 
Perceived ease of use, in the Technology acceptance model (Davis, 1989; 1993), is the other 
important cognitive elements that affect the customer's acceptance of the new information 
system (Davis, 1993; Venkatesh et al., 2003; Phang et al. 2006; Liang &Yeh, 2011). Perceived 
ease of use, together with perceived playfulness, are well explain attitude toward using in the 
Technology Acceptance Model (Davis, 1993). In the subsequent studies, perceived ease of use 
is also being proved that can good explain product acceptance in different information system 
and under different context (e.g. Venkatesh et al., 2003; Phang et al. 2006; Liang &Yeh, 2011).  
Additionally, perceived ease of use also has influence on attitude. When users perceive ease of 
use is high, the attitude of the system will be more positive. In addition, the positive relationship 
between perceived ease of use and attitude has also been verified in many contexts. For 
example, the contexts of mobile (Conci et al, 2009), mobile service (Liang &Yeh, 2011), mobile 
social network games (Park et al., 2014). 
Based on the previous research, which some have the same or similar research information 
system (mobile games), or some have the same research population category (senior people), 
the relationship between the constructs can also be applied to this study. Thus, the current 
research hypothesis is as follows: 
H4: Perceived ease of use has an impact on behavioral intention to use mobile games. 
H5: Perceived ease of use has an impact on attitude toward mobile games. 
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H6: Perceived ease of use has an impact on perceived playfulness. 
5.2.4. Social Influence 
The degree to which a person thinks important people think he or she can use the new method 
is referred to as social influence (Venkatesh et al., 2003). In other theory, social influence is 
represented as subject norm, which in definition is “the person's perception that most people 
who are important to him think he should or should not perform the behavior in question" 
(Fishbein and Ajzen, 1975, p. 302). Liang &Yeh (2011) in the study of mobile services 
continuance use intention, reported that social influence is significantly affect the individual 
continuance use intention in mobile service. Conci et al. (2009) research also supported the 
relationship between social influence and behavioral intention to use. Therefore, consistent 
with previous studies, the current study hypothesizes the following: 
H7: Social influence has an impact on perceived playfulness. 
H8: Social influence has an impact on behavioral intention to use mobile games. 
5.2.5. Perceived Behavioral Control 
Perceived behavioral controls are (external or internal) facilitating or inhibiting conditions for 
individual's IS acceptance (Phang et al., 2006, p. 2006). In other words, perceived behavioral 
controls represent when a person is confronted with a challenging or simple challenge in a 
specific circumstance (Agarwal, 2000; Orbell et al.,1997), which can be affected by the expertise 
and tools available to articulate behavioral intentions (Dillon & Morris, 1996). 
The higher level of control and skill supporting the mobile games provide, the greater the 
control and skill support that senior people feel when playing games. It can improve the 
behavioral intention to use mobile games of senior people. Therefore, the current research 
hypothesis is as follows: 
H9: Perceived behavior control has an impact on behavioral intention to use mobile games. 
5.2.6. Antecedences of Perceived Playfulness and Perceived Ease of Use 
Perceived playfulness and perceived ease of use have been identified as the salient construct to 
attitude and behavioral intention to use. However, perceived playfulness and perceived ease of 
use can’t be directly observed and measured. It’s difficult to apply in the real situation to 
enhance individual acceptance (Taylor and Todd 1995, Phang et al., 2006). Hence, a lot of 
researchers contribute to identify the external variables of perceived playfulness and perceived 
ease of use. 
5.2.7. Safety 
Safety is a "safe" state and it protects the body, society, finance and psychology (Conci et al., 
2009). In Maslow’s pyramid of needs theory (1970), safety is also an important need of 
humanity and it also a motivation that influences behavior. There are some studies on senior 
people and cell phones (Kurniawan, 2007) confirmed that security is the most important 
functions that effect the mobile phone adoption by senior people. Therefore, referring to the 
previous papers, the study adds safety as a variable to the research model and hypothesizes as 
the following: 
H10: Safety has an impact on perceived playfulness. 
5.2.8. Enjoyment 
Mobile games generally exist as entertainment systems in people's lives, the most important 
function is entertainment (Shin and Shin, 2011). Ha et al. (2007) found that enjoyment is an 
important factor affecting people's acceptance of mobile broadband wireless access 
technology-based (MBWA) games, in which age is also an important moderator. Conci et al. 
(2009) introduced the enjoyable as the intrinsic motivation into the technology acceptance 
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model, the result found that enjoyable positive affect the perceived playfulness. Therefore, this 
research assumes as following: 
H11: Perceived enjoyment has an impact on perceived playfulness. 
H12: Perceived enjoyment has an impact on perceived ease of use. 
5.2.9. Self-Fulfillment 
Self-fulfillment is a long-held value in both Western and non-Western cultures. Self-fulfillment, 
in this sense, denotes a well-lived life, one that is deeply satisfying, fruitful, and worthwhile.” In 
the research model of investigate the senior people technology acceptance, there are any model 
use self-fulfillment as independent variable. But self-fulfillment is included in self-actualization 
(Phang et al., 2006; Conci et al., 2009). This study follows the assumptions in previous papers, 
but focuses more on the effects of self-fulfillment on perceived playfulness and perceived ease 
of use. Thus, the current research hypothesis is as follows: 
H13: Self-fulfillment has an impact on perceived playfulness. 
H14: Self-fulfillment has an impact on perceived ease of use. 

6. Conceptual Framework 

This model assumes the relationship between perceived playfulness, perceived ease of use and 
attitude; perceived playfulness, perceived ease of us and product acceptance (behavioral 
intention to use); attitude and product acceptance (behavioral intention to use), subject norm 
and product acceptance (behavioral intention to use), perceived behavioral control and 
product acceptance (behavioral intention to use). The relationship between motivation (safety, 
enjoyment and self-actualization) and perceived playfulness, motivation (safety, enjoyment 
and self-actualization) and perceived ease of use are also assumed in this model. 
 

 
Figure 1. Conceptual Framework 
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7. Research Design 

Based on the requirement and the technology acceptance model, this study constructed the 
system of influencing senior people's acceptance of mobile games. This study investigated the 
effects of three variables that based on the requirements of the senior people: safety, enjoyment 
and self-fulfillment, through variables: perceived playfulness, perceived ease of use and 
attitude on product acceptance. The study used a quantitative approach to design a 
questionnaire and using a questionnaire survey to collect data from a sample of older adults 
aged 60 and above. This study mainly used the method of questionnaire to test the feasibility 
of the model. Survey is mainly distributed in China. In addition, Structural Equation Model (SEM) 
was used to analyze the conceptual model. 

8. Target Population and Sample Size 

The target respondents for the study are senior people aged 60 and above, with the major 
regions is China. In China, people aged 60 and over now stands at about 230.86 million, 
accounted for 16.7% of the total population of China (Ministry of Civil Affairs of China, 2016). 
By referring to the target population, this study determined sample size is 400 persons. In the 
structural equation model, the sample size depends on the complexity of the structure. In 
general, the sample size for structural equation model between 200- 400 is suitable (Hair et al., 
2010). Therefore, the sample size of this article is set at 400. 

9. Data Collection and Analysis 

The survey questionnaire distributed to senior people aged 60 and over in China. Since the 
release of paper-based questionnaires costs a lot of time and labor, the study gave up the issue 
of issuing paper questionnaires, which will take online questionnaires. There are two main 
channels for the release of questionnaires. The first one is to edit the survey by using wjx.cn, a 
well-known questionnaire network in China, and then distribute questionnaires through such 
social networking sites commonly used by Chinese, such as WeChat, QQ, Weibo. The 
questionnaires were distributed through friends and relatives who had senior people at home. 
The second is directly post the questionnaire on wjx.cn, deliver to the people who also need to 
fill in their questionnaire, we can help each other to fill the questionnaire. The second way can 
make the collected data more geographical representation, this way breaks the geographical 
limitations, and the scope of the collection is more extensive. 
After data collection is complete, the study used structural equation model and SPSS to analyze 
the data. Due to the complexity of the model and the interrelationship among the various 
structures, the structural equation model needs to be used for analysis. Structural equation 
modeling is a statistical method for analyzing the relationship between variables based on the 
covariance matrix of variables and is an important tool for multivariate data analysis (Hair et 
al., 2010). 

10. Preliminary Data Analysis 

After the data collection, this research distributed 600 questionnaires in total, collected during 
14 September 2019 – 4 October 2019 and be the online survey, target group is Chinese senior 
people age 60 and above in nationwide. However, the response was 423 out of 600 
questionnaires or 71%. From these 423 questionnaires, there were 15 respondents did not give 
complete answers. Therefore, the total usable questionnaires were 408 respondents. According 
to Hair et al., (2010), for large sample sizes (more than 200 samples), outliers are defined as 
cases with standard scores of 4.0 or greater. Therefore, this research used this criterion for 8 
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cases (questionnaire number 394, 400, 12, 15, 2, 378, 292, 261) which were identified as 
outliers and were eliminated from the overall sample. As a result, 400 questionnaires were 
retained from 408. All of the skewness and kurtosis values were between +2 and -2. As a result, 
non-normality was not a major concern in this study. 

11. Factor Analysis 

Factor analysis was conducted to identify factor loading and also eliminate some items with 
high cross-loadings or low loading. Factor loadings are indicators of the correlation between an 
item and a factor. As alpha value of all variables is above 0.7, questionnaires scale items of all 
variables are constructed as one dimension. Therefore, scale items are consistent and reliable 
in this study. Safety, enjoyment, self-fulfillment, perceived playfulness, perceived ease of use, 
attitude, social influence, perceived behavioral control were regard as independent variables 
and product acceptance was regard as the dependent variable based on the objectives of the 
study. To examine how the senior people’s motivation affects their behavioral intention use 
mobile games, this study used three factors (safety, enjoyment, and self-fulfillment). 
 

Table 1. Correlation Matrix 
 1 2 3 4 5 6 7 8 9 
SAFE (1) 1         
ENJ(2) .809** 1        
SELF(3) .571** .764** 1       
PP(4) .590** .682** .870** 1      
PEOU(5) .747** .856** .817** .841** 1     
PBC(6) .373** .385** .526** .572** .485** 1    
SI(7) .697** .764** .755** .826** .908** .641** 1   
ATT (8) .515** .614** .718** .829** .701** .488** .700** 1  
PA (9) .586** .609** .652** .638** .608** .805** .711** .674** 1 

** p < 0.01 Source: Survey Data, 2019. 
Correlation is significant at the 0.01 level (2-tailed). 
Dependent Variable: Product Acceptance. 
 

According to the data, safety, enjoyment, self-fulfillment, perceived playfulness, perceived ease 
of use, attitude, social influence and perceived behavioral control are positive and high 
correlated with product acceptance. All the factors of motivation (safety, enjoyment, self-
fulfillment), perception (perceived playfulness, perceived ease of use and perceived behavioral 
control), social influence and attitude have significant relationship with product acceptance. 

12. Model Fit 

A Chi-square goodness of fit test was conducted if the CFA model fits the data adequately. It is 
standard practice for CFA to include the Chi-square test. The results of the Chi-square goodness 
of fit test is 24.266 and degrees of freedom is 9. The high value of chi-square and a probability 
value of 0.004 was caused by the big amount of sample (n=400). Therefore, the probability was 
not able to be calculated (Hair et al., 1998). 
 

Table 2. Fit Indices of Model 
RMSEA GFI AGFI CFI NFI 

.065 .987 .934 .996 .994 

Source: Survey Data, 2019 
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According to Table Fit indices. The RMSEA index was less than 0.08, RMSEA = 0.065, which is 
indicative of good model fit (Hooper et al., 2008). The GFI index was greater than 0.95, 
GFI=0.987, which indicates the good model fit. The AGFI index was 0.934, which indicate 
acceptable model fit. The CFI was greater than 0.90, CFI=0.996, suggesting that the model is 
indicative of a good model fit. The NFI was greater than 0.90, NFI=0.994, which implies that the 
model fits the data best. Therefore, the SEM model is good and acceptable for further analysis.  
A path analysis model was conducted to determine whether the model of regression accurately 
describe the data. Maximum likelihood estimation was performed to determine the standard 
errors for the parameter estimates. 
 

Table 3. Structural Equation Model Analysis 
   Hypothesis Standardized Path Coefficients P value 
PA <--- ATT H1 .012 .000 
ATT <--- PP H3 .857 .000 
PA <--- PEOU H4 .675 .000 
PP <--- PEOU H6 .329 .000 
PP <--- SI H7 .287 .000 
PA <--- PBC H9 .743 .000 
PP <--- SAFE H10 .007 .018 
PEOU <--- ENJ H12 .579 .000 
PP <--- SELF H13 .595 .000 
PEOU <--- SELF H14 .368 .000 

Source: Survey Data, 2019. 
Note: ENJ=Enjoyment, PEOU=Perceived Ease of Use, SELF=Self-fulfillment, PP=Perceived 
Playfulness, SI=Social Influence, ATT=attitude, PBC=Perceived behavioral control, PA=product 
acceptance, SAFE=safety. 
 

Table 4. Results of Hypotheses Testing 
Research Hypotheses Hypotheses Supported or Not 

Supported 
H1: Attitude toward mobile games has an impact on behaviroal intention 
to use mobile games. 

Supported 

H2: Perceived playfulness has an impact on behavioral intention to use 
mobile games 

Not Supported 

H3: Perceived playfulness has an impact on attitude toward mobile 
games 

Supported 

H4: Perceived ease of use has an impact on behavioral intention to use 
mobile games 

Supported 

H5: Perceived ease of use has an impact on attitude toward mobile 
games  

Not Supported 

H6: Perceived ease of use has an impact on perceived playfulness Supported 
H7: Social influence has an impact on perceived playfulness Supported 
H8: Social influence has an impact on behavioral intention to use 
mobile games 

Not Supported 

H9: Perceived behavior control has an impact on behavioral intention 
to use mobile games 

Supported 

H10: Safety has an impact on perceived playfulness Supported 
H11: Perceived enjoyment has an impact on perceived playfulness Not Supported 
H12: Perceived enjoyment has an impact on perceived ease of use Supported 
H13: Self-Fulfillment has an impact on perceived playfulness Supported 
H14: Self-Fulfillment has an impact on perceived ease of use Supported 
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The parameter estimates of the structural model exhibited the direct effects of one construct 
on the other. A significant coefficient at a certain level of alpha thus reveals a significant 
relationship among latent construct. The H1, H3, H4, H6, H7, H9, H10, H12, H13 and H14 
hypotheses coefficients are significant at a confidence level (p value) of 0.001. 
 

Table 5. Summary Mean Value 
Description Mean Interpretation 

Safety 3.84 Agree 

Enjoyment 3.99 Agree 

Self-fulfillment 4.13 Agree 

Perceived Playfulness 3.63 Agree 

Perceived Ease of Use 3.79 Agree 

Attitude 3.82 Agree 

Social Influence 4.06 Agree 

Perceived Behavioral Control 3.95 Agree 

Product Acceptance 4.13 Agree 

Source: Survey data, 2019 
 
According to data, the respondents agreed all factors of motivation (safety, enjoyment, self-
fulfillment), perception (perceived playfulness, perceived ease of use, perceived behavioral 
control), social influence affect their behavioral intention to use mobile games and attitude 
towards mobile games. Among all factors, the perceived ease of use got the lowest mean and 
also attitude factor got second lowest mean. Therefore, these two factors should be focus to 
improve respondents’ mobile games acceptance. 
Regarding the CFA results, goodness of fit indices confirmed all the final scale items were a good 
measurement model. With respect to hypotheses testing, the relationship between product 
acceptance and attitude has a significant relationship. However, perceived playfulness and 
social influence do not have impact on product acceptance towards mobile game. The perceived 
enjoyment does not have impact on perceived playfulness. Perceived ease of use does not have 
impact on attitude toward mobile game. 

13. Finding and Discussion 

From data analysis of senior motivation affected by mobile games, respondents agreed about 
safety of mobile games. They feel safe while mobile games playing and adequate laws and 
regulations to protect them. About enjoyment, respondents feel happy when playing mobile 
games, and also mobile games make them enjoyable and fascinating. Besides, they do not enjoy 
other things when play mobile games. About self-fulfillment, the senior people agreed that 
playing mobile games increases their feelings of self-fulfillment. Then, the senior people feel 
learning how to play mobile games gives them personal development and growth. That results 
supported to Ijsselsteijn et al (2007) found that senior people are set free from work and 
children, they need mobile games to meet their demands (safety, self-fulfillment, enjoyment, 
and social). 
According to results from perception about playing mobile games, it has classified about 
perceived playfulness, perceived ease of use, and perceived behavioral control. In perceived 
playfulness, the respondents strongly agreed that playing mobile games arouses their 
imagination and it stimulated their curiosity. However, the respondents disagreed about 
mobile games will be beneficial and valuable and advantageous for them. For perceived ease of 
use, the respondents agreed that mobile games are easy to play. However, the respondents 
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think it is impossible to play mobile games without other help. When they start to paly mobile 
games, they still need some help. However, the senior people disagreed that playing mobile 
games do not require a lot of mental effort. In perceived behavioral control, the respondents 
agreed that when playing mobile games, they do not feel disturbed and they feel they are inside 
a different world. 
From the data results of respondents’ attitude towards mobile games, the senior people 
strongly agreed that play mobile games might be wonderful idea. Besides, the senior people 
strongly agreed that playing mobile games is wise, pleasant and good for them. However, the 
senior respondents neutral that they have positive feelings toward mobile games in general. 
From data results of social influence, the senior people got supported from their colleagues to 
play mobile games. According to social influence results, the senior people care about their 
society to play mobile games. It supported that the senior people want to connect with friends 
and/or family members (Mubin et al., 2008; Cota et al., 2015). 
According to multiple regression analysis, the motivation (safety, enjoyment, self-fulfillment) 
of senior people have significant impact on product acceptance. Moreover, the motivation has 
positive relationship with product acceptance. The perception of senior people has significant 
impact on product acceptance. Among perception factors, perceived playfulness and perceived 
ease of use do not have impact on product acceptance toward mobile game. However, perceived 
behavioral control have positive relationship with product acceptance. The attitude of senior 
people has significant impact on product acceptance. Besides, attitude has positive relationship 
with product acceptance. Moreover, social influence has significant impact on product 
acceptance and social influence has positive relationship with product acceptance. 

14. Recommendation 

The senior people who played mobile games are aged between 60-69 years old, the mobile 
games companies need to try to engage with that senior people. The senior people who aged 
between 60-69 years old are just retired people from their work. They need something to do in 
their free time. Therefore, the mobile games companies have to develop leisure mobile games, 
easy to learn mobile games for that aged senior people. Moreover, the retired respondents 
prefer strategy mobile games because they think strategy games will help to improve their 
ideas and innovation. Therefore, the mobile games companies need to develop promotion plan 
to attract and maintain of that consumers. Some respondents prefer card games which is 
popular among retired people. Therefore, card games companies need to develop simple 
instructions to understand and create some online competitions among gamers. 
The motivation factors affect mobile game acceptance for senior people and positive 
relationship with product acceptance. Therefore, the mobile games companies should be more 
focused towards safety, enjoyment, self-fulfillment factors to attain senior people. Moreover, 
the perception of senior people has significant correlated with product acceptance. However, 
among perception, perceived playfulness and perceived ease of use have negative relationship 
with product acceptance. Therefore, the companies do not need to try about perceived 
playfulness and perceived ease of use because it has negative relationship with product 
acceptance. However, the companies need to focus to improve senior people’s perceived 
behavioral control. 
The senior people strongly connected with their society (their colleagues, classmates, family 
and relatives). Therefore, the companies need to focus about social influence factors of senior 
people. Besides, social influence has positive relationship with product acceptance. If company 
can increase social influence factors, it will be increase to product acceptance of senior people. 
Among factors, attitude factor has strongly significant impact on product acceptance and also 
positive relationship with product acceptance. Therefore, the mobile games companies need to 
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focus about attitude of senior people towards mobile games. If the companies can increase 
attitude factor, it will increase product acceptance of senior people towards mobile games. 
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