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ABSTRACT

This study aims to understand the continuous intention of the Intelligent Somatosensory
Game Console, which is Nintendo Switch, using the post-acceptance model of
Information Systems (IS) continuance as the basic theoretical framework, while the
integrated innovation diffusion model and perceived playfulness were used as intrinsic
motivation factors. The researchers of this study distributed a total of 376 questionnaires,
363 of which were valid. The Structure Equation Model (SEM) was used to verify the fit
of the model, and the results revealed that the post-acceptance model of IS continuance
could partially explain the somatosensory game console Switch. While operating the
Switch, users gain positive satisfaction (STA), influencing them to use the console
continuously. This study concludes that users perceive Switch positively, believing using
the game console improves their self-leisure behavior. Moreover, the study’s findings
suggest that users learn how to operate the gaming console effectively while enjoying
and relaxing during the process, increasing their willingness to continue using it.

Keywords: switch, post-acceptance model of is continuance, innovation diffusion theory,
perceived playfulness
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I. INTRODUCTION

With the innovation of technology and the emergence of the Internet of Things (IoT), the
convenience and quality of people’s lives have significantly improved. As a system used
to record or collect data through the network, IoT can be used in various industries, such
as business, healthcare, and even personal lives. [oT improves people’s quality of life by
providing personal health monitoring, smart home, and smart learning (Shafique et al.,
2020). Therefore, [oT gave birth to the concept of a smart lifestyle, which integrates work,
life, study, and leisure. To date, relevant sports intelligence application (APP) is widely
used in sports health (Lin et al., 2020; Lin et al., 2021), sports monitoring (Ho et al.,
2022), and home care (Etemad-Sajadi and Dos Santos, 2021).

The innovative somatosensory game console is currently the world’s most popular
entertainment electronic product. As innovative technology products evolve, the types of
games are now becoming more diverse, allowing users to enjoy leisure and entertainment
activities. One of the most reputable companies in the game software development
industry is Nintendo. In 2017, Nintendo released the Switch, an intelligent game console
that bridges the gap between tablets and consoles. Switch has three modes of operation:
TV, tablet, and handheld, has broken the limitations of traditional game consoles,
representing a breakthrough for both consumers and the video game console industry.
Through such innovative products, a new wave of game consoles successfully attracted
the eyes of consumers. Although the sales volume of Nintendo Switch appears to be
successful, the somatosensory game console’s efficiency is not yet guaranteed as many
unknown factors still affect users’ behavior. Therefore, Game developers meticulously
monitor dynamic market trends and discern player demands with precision to adeptly
refine their gaming product designs. Their objective is to augment player experiences,
consequently fostering sustainable growth and evolution for the company.

The video game industry appeals to players because of its ability to offer games
where the design always prioritizes the players’ game experience (e.g. well camera
movement to tell the game story). Through this feature, players’ neural responses can be
understood as the rich sensory experience they feel while playing video games.
Researchers revealed attracting users to accept new information systems is the primary
factor that impacts the successful marketing of information systems (Bhattacherjee,
2001). Therefore, the post-acceptance model of IS continuance is proposed in this study.
Since users’ expectations change over time, game developers should pay more attention
to product performance after the trial.

Previously, the Expectation Confirmation Theory (ECT) mainly explored
consumers’ repurchase intentions, while Technology Acceptance Model (TAM) was
used to predict human behavioral intentions. In the case of Switch, not only do Switch
users experience playfulness, but also the ease of operation of the entire game console
whether it meets their purchase expectations, usage habits, and other personal preferences.
These feelings affect the players’ satisfaction and intention to continuously use the game
console. Since Switch is a complete system game console, the post-acceptance model of
IS continuance can be used to investigate it as this model is designed to explore
information systems and technology products. Therefore, this study aims to understand
the factors influencing users’ willingness to use somatosensory game consoles through
the post-acceptance model of IS continuance.

Aside from being lightweight, Switch offers players to experience extensive
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convenience through the Nintendo Switch Online Services and e-shop online store, which
allow users to carry easily and download the latest games online at any time. In addition,
the introduction of Switch has broken the type of traditional game consoles, solved the
product limits of traditional handheld and home game consoles, and achieved game
portability by allowing players to play anytime, anywhere. Therefore, developers create
game consoles to provide users with enjoyment and happiness while considering
perceived playfulness as a factor that shapes users’ expressions of inner feelings. One of
the critical factors for the behavior intention of entertainment oriented information
systems is perceived playfulness (Van der Heijden, 2004). According to a study on
interpersonal interaction, if users feel higher perceived playfulness during their
interaction with technology products, they feel positive emotions and higher satisfaction
(Starbuck and Webster, 1991). Therefore, this study integrated perceived playfulness into
the post-acceptance model of IS continuance to understand how somatosensory game
consoles contribute to users’ satisfaction and behavioral intentions.

Although Switch received massive attention during its launch, it is important to
assess whether it meets consumer expectations after purchasing the product. Additionally,
the release time is still short. During this period, known as the persuasion stage,
consumers’ attitudes toward the product whether they agree or disagree with it are
gradually accepted by the public. Researchers asserted that the characteristics affecting
individuals’ adoption of innovative products are divided into relative superiority,
complexity, compatibility (COM), observability, and applicability (Rogers, 2003).
Meanwhile, other studies claimed that attitudes could be derived from the perceptual
characteristics of innovation, of which three characteristics are related to the acceptance
and use of information technology: relative superiority, complexity, and compatibility
(Taylor and Todd, 1995). In this research study, Perceived Usefulness (PU) replaces
relative superiority, perceived ease of use (PEOU) replaces complexity, and
compatibility is defined as the degree to which a product adheres to the potential
recipients’ current values, past experiences, and needs. Considering that Switch’s
difference from traditional game consoles, it is important to investigate whether the users’
values while playing Switch match their lifestyle. Therefore, this study integrated
compatibility into the post-acceptance model of IS continuance to understand how
somatosensory game consoles influence users’ satisfaction through compatibility.

Switch users’ subjective evaluation of the product affects their willingness to use
it continuously after the purchase, regardless of whether the product achieves the users’
expected benefits and value. Researchers suggested integrating two theories to explore
the same phenomenon from two perspectives (Mayer and Sparrowe, 2013). The main
purpose of ETC is to verify whether the product meets the consumers’ expectations
(Oliver, 1980). The innovation diffusion theory, on the other hand, is a crucial period for
strengthening the persuasion stage as it confirms the consumers’ attitudes towards the
use of innovative technologies. From the perspective of the post-acceptance model of IS
continuance (Bhattacherjee, 2001), integrating the characteristics of information
technology into the model can effectively predict and explain the users’ continuous
intention to use the information system, making it more in line with the information
system situation. The said integration also emphasizes that users’ Confirmation (CON)
of information technology will be affected by PU, as PU is affected by both STA and
Continuance Intention (CI). As a result, PU will affect the STA, which will then influence
its behavior, and STA will also influence the CI.
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The behavior model of somatosensory game consoles is integrated into this study
to consider three factors: perceived ease of use, perceived compatibility, and perceived
playfulness. To understand consumers’ feelings after actually using Switch, this study
integrates the essential factors of the persuasion stage of the innovation diffusion theory
with the post-acceptance model of IS continuance and uses this theoretical model as the
performance basis. This study aims to investigate the adaption model of user behavior in
intelligent somatosensory game consoles by using the post-acceptance model of IS
continuance as a based framework. This study also explores the role of COM and PP in
the behavior model. The researchers of this study are committed to exploring the
continuous use behavior model of somatosensory game consoles to explain the factors
influencing users’ willingness to use the product continuously and to offer the research
results to relevant manufacturers so that it can be used as a reference for future game
software design and development.

II. LITERATURE REVIEW
A. Information Systems

The post-acceptance model of IS continuance is commonly used to explore the
continuous use behavior of information system users. This model mainly emphasizes that
users’ “confirmation” of information technology has an impact on their “perceived
usefulness”, which affects their satisfaction and IS continuous use intention. Therefore,
“perceived usefulness” can influence users’ “satisfaction” with using technology,
influencing users’ behavior. This theoretical model was developed by Bhattacherjee
(2001) based on Expectation Confirmation Theory (ECT) and combined Davis et al.
(1989) technological acceptance model as well as Rogers’ (2003) innovation diffusion
theory. research on the meta-analysis of information technology continuance confirmed
the relationship between confirmation (Ambalov, 2018). usefulness and satisfaction.
Meanwhile, Hong et al. (2017) study on the perceived value and continuous use intention
of smart watches revealed that when users’ perceptions of the practical value of
smartwatches are essential factors that stimulate their continuous use intention. Therefore,
based on the previous studies, the researchers of this study propose the following
hypotheses:

HIi: CON has a positive impact on PP.
H2: CON has a positive impact on STA.
H3: PU has a positive impact on STA.
H4: PU has a positive impact on CL.

B. Innovation Diffusion Theory

Innovative characteristics are closely related to users’ subjective cognition, personality
traits, and experience. Additionally, innovative characteristics are essential factors
affecting the spread of science and technology, thereby affecting users’ final decision
making. Proposed by Rogers (1983), the innovation diffusion theory is the most widely
used theory to predict and explain innovation adoption and diffusion behavior. This
theory is divided into five stages: Knowledge, Persuasion, Decision, Implementation and
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Confirmation. According to Taylor and Todd (1995), attitudes can be derived from the
perceived characteristics of innovation, while relative advantage, complexity, and
compatibility are the most important characteristics affecting individuals’ acceptance of
innovative products. These key factors affect individuals’ decision-making processes
(Rogers, 1983). In addition, the innovation diffusion theory suggests that the concepts of
relative advantage and complexity are very similar to the perceived usefulness and
perceived ease of use in the Technology Acceptance Model (TAM), a stable theoretical
model proposed (Davis et al., 1989). In their study, Taylor and Todd (1995) replaced
relative advantage with perceived usefulness, and complexity was replaced with
perceived ease of use. Filieri et al. (2020) survey report on the willingness to use the
travel platform TripAdvisor revealed that when users’ ability to quickly and easily
retrieve relevant information has a positive impact on their satisfaction. Sharma et al.
(2014) study on students’ satisfaction with elearning shows that students’ value
perception of the compatibility of experiential technology systems is an essential factor
that affects satisfaction. To examine the users’ experience after using Switch, this study
developed a methodology based on the aforementioned theories and integrated perceived
usefulness, perceived ease of use, and compatibility into the post-acceptance of IS
continuous model. Therefore, based on the previous studies, the researchers propose the
following hypotheses:

H5: PEOU has a positive impact on STA.
H6: COM has a positive impact on STA.
H7: CON has a positive impact on PEOU.
H8: CON has a positive impact on COM.

C. Perceived Playfulness

TAM is a theoretical model commonly used to explore individuals’ acceptance of
technological products. This model primarily examines how users’ attitudes are affected
by the substantial benefits obtained after using technological products, but in theory, the
perceived ease of use and perceived usefulness belong to extrinsic motivation rather than
intrinsic motivation (Davis et al., 1989). Creating game consoles is primarily concerned
with making users engaged and happy, thereby bringing them pleasure and joy.
According to Moon and Kim (2001), perceived playfulness refers to the subjective
pleasure individuals feel when using technological products, which is intrinsic motivation.
On the other hand, Van der Heijden (2004) claimed that perceived playfulness is an
important factor in predicting the usage intention of entertainment-oriented information
systems. Based on the post-acceptance of IS continuous model proposed by
Bhattacherjee (2001), Lin et al. (2005) integrated perceived playfulness into the model
and found that perceived playfulness had a significant impact on satisfaction. Ifinedo
(2017) study proved that students’ continuous intention was positively impacted by their
ability to enjoy the learning process. In addition to providing entertainment effects,
Switch also provides various multimedia functions. This study infers that perceived
playfulness will significantly improve Switch users’ satisfaction. Therefore, based on the
previous studies, the researchers propose the following hypotheses:
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HY9: CON has a positive impact on PP.
HI10: PP has a positive impact on STA.
HI11: PP has a positive impact on CI

To construct the continuous intention behavior model of Switch users, this study
used concepts from the post-acceptance of IS continuous model and added critical
elements in the persuasion stage from the innovations diffusion theory and perceived
playfulness. This paper proposes the following research model in Figure 1.

III. DATA AND RESEARCH METHODOLOGY
A. Research Subject

Taiwanese Switch users were the research subjects of this study. Questionnaires were
distributed to the subjects online using Google Forms. The research subjects were chosen
using snowball sampling, and the questionnaires were distributed through the available
Switch related fans page and forum. In addition, Respondents who have completed the
questionnaire are further invited to disseminate the questionnaire link to their friends or
family members who have engaged with the Nintendo Switch. To collect data for this
convenience sample, participants received self-administered questionnaires. And in the
questionnaire, the purpose and anonymity of this research were emphasized. Participants
are told that all information is for research purposes only, and the content is strictly
confidential, so please feel free to fill in the answers. If you do not agree to conduct the
questionnaire, please do not complete this questionnaire. That participation in the survey
was taken as consent and that online subjects were free to withdraw during the process.
A total of 376 questionnaires were distributed from March 20, 2019 to May 20, 2019,
363 of which were valid (with 286 males and 77 females), citing a 96.54% effectivity
rate.

Figure 1
Conceptual framework and hypotheses
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B. Measurement Instrument

The survey was divided into two parts: the demographic characteristics of the participants
and 29 scale indicators associated with the research constructs. A seven-point Likert scale
was utilized to measure the research model indicators, with anchors ranging from
strongly disagree (1) to strongly agree (7). To achieve the purpose of this study, the model
indicators, including Perceived Usefulness (PU), Perceived Ease of Use (PEOU), and
Compatibility (COM) scale, were referred to from (Davis et al., 1989) and (Taylor and
Todd, 1995), the primarily examines the utility of the Switch gaming console to users,
evaluates its ease of operation, and assesses the alignment between users' prior
experiences and current requirements ; the measurement method of (Lin et al., 2020) and
Perceived Playfulness (PP) scale was referred to (Lin et al., 2005), the degree of
enjoyment derived from using the Switch gaming console; the measurement method of
(Van der Heijden, 2004), Confirmation (CON), Satisfaction (STA) and Continuous
Intention (CI) were scales referred to (Bhattacherjee, 2001) and the measurement method
of (Lee, 2010), the study elucidates users' expectations and experiences with the Switch
gaming console following usage, compares these with post-experience perceptions, and
examines their emotional states and willingness for continued usage.

C. Analysis Method

SEM/AMOS was used in this study to verify the causality of the proposed model. Dash
and Paul (2021) suggest that CB-SEM is the appropriate research method for examining
and validating a theory. Amos can produce almost the same statistical results as Mplus
and LISREL, and Amos’ features can directly read an SPSS data file. Therefore, this
study used CB-SEM to precisely quantify the relationship between the given factors. In
the behavior model of Switch users, SEM was used to explore the linear relationship
between variables and to examine the overall model. The three indicators were used to
measure the overall model fitness: the absolute fit index, incremental fit index, and
parsimonious fit index. The criteria of the indicators in SEM were adapted (Kline, 2005),
which include the Root-mean-square residual (RMR), Root-mean-square error of
approximation (RMSEA), Goodness-of-fit index (GFI), the adjusted goodness of fit
index (AGFI), Normed fit index (NFI), Comparative fit index (CFI), Hoelter’s CN
(critical N), and y2/df ratio (also known as “normed chi-square”). In overall model fit,
RMR = .04, RMSEA = .03, GF1 = .95, AGFI =.92, NFI = .95, CFI = .98, CN = 284.47,
¥2/df = 1.28. Overall, the findings showed that the scale and model of this study met
appropriate statistical criteria.

IV.  RESULTS
A. Normality Test
According to West, Finch and Curran (1995), the standard of each variable’s skewness
should be less than 2, while kurtosis should not be greater than 7. Based on the results,
the variables in this study have a mean between 5.36 to 6.55, a standard deviation between

0.46 and 1.01, skewness between -1.90 and 0.41, and kurtosis between -1.41 and 6.28,
all of which pass the standard of normality test. Kline (2005) pointed out that the
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composite reliability (C.R.) of a multivariate normality test should be within 10. However,
the value of multivariate C.R. in this study was 40.77, which fell short of the required
criteria. There-fore, the overall model was modified using the bootstrap proposed by
Bollen and Stine (Bollen and Stine, 1992).

B. Data Analysis for Validity and Reliability

In overall scale convergent validity, factor loading reached above .50 through
confirmatory factor analysis. Perceived usefulness has a factor loading between .68-.77,
perceived ease of use has between .75-.90, compatibility has between .52-.76, perceived
playfulness has between .65-.94, confirmation has between .56-.82, satisfaction has
between .55-.87, and willingness to use continuously has .48-.86. In addition, in the
overall reliability, C.R. were .77, .91, .71, .82, .80, .80 and .65 respectively while AVE
were .53, .72, .45, .61, .50, .59 and .40 respectively. Fornell and Larcker (1981) suggested
that the C.R. value of latent variables reached 0.60 and above. On the other hand, Hair et
al. (2006) suggested that AVE must be above the threshold of 0.5, which means that the
minimum AVE needs to be greater than the standard value of .25. The values obtained in
this study are all above the standard, indicating that the measurement has good validity
and reliability, as shown in Table 1.

Table 1
Confirmatory Factor Analysis
Variables Ttems Factor - Cronbach’s . p -~ Ayp
loading  alpha (o)

When using Switch, I am enchanted unconsciously. .82
The features and services provided by the Switch are better 7

CON than I expected. ’ .80 .80 .50
The user experience with Switch is better than I expected. 1
I feel like using Switch does exactly what I want. .56
I think using Switch is helpful for my leisure activities. 77

PU [ think using Switch improves my leisure quality. .74 .74 7 .53
I think using Switch satisfies my leisure needs. .68
I think learning to operate Switch is easy. .89
I think the various functions of Switch are simple to use. .90

PEOU I think the interface of Switch is easy to operate. .85 91 o1 72
I think Switch is easy to use. 75
I think using Switch fits my lifestyle. 74

COM [ think using the Switch fits my living habits. .76 .70 1 45
I think using the Switch is keeping the values of modern life. .52
I am happy when I use Switch. 3.

PP I have fun when I use Switch. 94 .84 .82 .61
When using Switch, I am enchanted unconsciously. .65
Overall, I enjoy using the Switch. .84

STA  Overall, I am happy with the Switch. .87 .85 .80 .59
Overall, I am satisfied with the Switch. .55
I will continue to use Switch. .86
I tend to use Switch a lot. 48

c1 I would like to invite my friends and family to use Switch 48 61 65 40

together. )
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C. Discriminant Validity Test

This study used the confidence interval method to test the discriminant validity of the
overall behavioral model. First, Pearson correlation analysis was tested, and the results
showed that all variables were significantly correlated. As shown in Table 2, the
correlation coefficient is between .28 - .52, indicating a positive correlation between the
variables. According to Hair et al. (2021), the correlations between constructs should be
lower than the square root of the Average Variance Extracted (AVE) of each construct,
indicating discriminant validity between the constructs. According to Torkzadeh et al.
(2003), when the interval value is less than 1 in the confidence interval test, there is no
correlation between the variables, and the variables have discriminant validity. Using the
bootstrap model for estimation (1000 times) in this study, the researchers discovered that
the confidence level was below 95%. The results demonstrated that the upper bound of
the confidence interval is between .44 - .74 while the lower bound is between .12 - .56,
indicating that the model has discriminant validity.

Table 2
Correlation Analysis
CON PU PEOU COM PP SAT CI
CON 71
PU A47* 73
PEOU 36* 35% .85
PP 38* 33%* A40%* .67
COM 28%* 45% 39% 36* .78
SAT 40%* A42% 39% 52% 36* 7
CI 38* 31* 36* 28%* 35% A40%* .63

Note: The diagonal are the square root vale of AVE, and the off-diagonal lines are the correlation coefficients
between potential variables.

D. Demographics of Respondents

The participants of this study were mostly male (78.8%), aged between 21-30 (64.5%),
student (39.7%), with an average salary below NTD20,000 (38.0%), and use Switch 2-3
times a week (41.0%). as shown in Table 3.

E. SEM Analysis

From the path coefficient of the user behavior model in Figure 2, CON had a significant
impact on PU, PEOU, COM, and PP (B =.72, .51, .49, .49, p <.05). However, there is
no significant impact on STA (B = .15, p > .05). Meanwhile, PU, PEOU, and PP had a
significant impact on STA (B =.61, .12, .32, p<.05), while COM had no impact on STA
(B = .12, p > .05). CON had an indirect effect on STA through PU, PEOU and PP (B
= .44, .06, .16, p <.05), however, there is no indirect effect on COM (B = .058, p > .05).
PU and STA had a significant impact on CI (B = .34, .33, p < .05), while CON had an
indirect effect on STA through PU, PEOU and PP (B = .42, .06, .15, p < .05, the total
indirect effect is = .66, p <.05). PU and STA had a significant impact on CI (= .34, .33,
p <.05), and CON had an indirect effect on CI through PU (B = .24, p <.05). Furthermore,
CON had an indirect effect on CI through STA (B = .22, p <.05), total effect (f = .46, p
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<.05) as shown in Table 4. The framework of this study indicates that adapting the Post-
acceptance Model of IS continuance with the innovation diffusion model is well fit.

Table 3

Profile of the respondents

Measure Item Frequency Percentage (%)
Gender Male 286 78.8%
Female 77 21.2%
20 or younger 82 22.6%
20-30 234 64.5%
Age 31-40 34 9.4%
41-50 10 2.8%
Over 51 3 0.8%
Student 144 39.7%
Oceupation Industry and Commerce 87 24.0%
Service 91 25.1%
Other 41 11.2%
Under NT$ 20,000 138 38.0%
Personal NT$ 20,001-30,000 104 28.7%
disposable income NT$ 30,001-40,000 86 23.7%
per month NT$ 40,001-50,000 15 4.1%
Over NT$50,001 20 5.5%
1 times 70 19.3%
Usage times per 2-3 times 149 41.0%
week 4-5 times 84 23.1%
6 times and above 60 16.5%
Figure 2
Path Analysis of Behavior Model
CL?()] @53 @44 79 2 72 55
PUL P2 PU3 [ PEUI1 I I PEU2 I I PEU3 | | PEU4 I
.78 73 3
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Table 4
Indirect and Total Effects of CON on STA and CI
The effect of CON to STA The effect of CON to CI
Antecedent Mediator dependent Antecedent Mediator dependent
variable variable variable variable variable variable
STA CI
PU 44 PU 24
CON PEOU .06 CON STA 22
PP .16
Total .66 46

*n<.05
V. DISCUSSION

The findings of this study revealed that in the Post-acceptance Model of IS continuance,
CON had a significant impact on PU, PU had a significant impact on STA and CI, and
STA had an impact on CI. However, CON has no significant impact on STA, indicating
that after the experience, users believe that using Switch improves their leisure quality
and needs and helps them achieve a relaxation effect. The pleasure and satisfaction they
feel inside influence their subsequent use intentions. As a framework widely used in
banking, education, health care, tourism, and the sports industry (Kim-Soon et al., 2017;
Nascimento et al., 2018; Dai et al., 2020; Al-Emran et al., 2020; Franque et al., 2021),
the post-acceptance model of IS continuance has a proven track record in obtaining good
interpretation. Therefore, retailers may use the post-acceptance model of IS continuance
to create and enhance the value of customer experience (Homburg et al., 2017) as users’
experience feelings a series of their subsequent behavior intentions. Data obtained from
the IoT suggest that consumers’ usage needs and preferences (Verhoef et al., 2017) can
be better interpreted, corrected, and adjusted. Specifically, the stronger the consumer’s
after use feelings about the product, the greater their inclination to repurchase it, resulting
in continuous intention (Chopdar and Balakrishnan, 2020; Cunningham and De Meyer-
Heydenrych, 2021). In addition, the researchers of this study discovered that the CON
needs PU to influence STA. According to Eren (2021), pointed out that customer
satisfaction with chatbots demonstrates the need for customers to have clear expectations
and standards for products they have used, which can also be affected by external factors.
User satisfaction with the product increases when the features or services offered by a
game align with user needs; conversely, it diminishes (Jiang et al., 2023). When
consumers use a product or commodity and perceive that its utility exceeds their
expectations, and they affirm it, it leads to users’ achievement of their needs and purposes.
Similarly, when users experience Switch, they will compare the expected benefits (such
as adjustment of body and mind and stress relief), which can affect their satisfaction and
continual use behavior of different media (usefulness, ease of use, playfulness).

This study discovered that in innovation diffusion theory, CON significantly
impacts PEOU and COM, and PEOU has a significant impact on STA but not on COM.
It indicates that after the experience, users think that the Switch interface is easy to
operate and the various functions are easy to learn, meeting their individual needs and
habits. When designing an intelligent technology system, developers need to consider
that it should be easy to use and simple operation as the priority (Lin et al., 2020; Chang
and Chen, 2021). According to IDT theory (Rogers, 2003), compatibility is the degree to
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which new technology and old systems, past experiences, and demands of potential
participants conform to each other. After experiencing Switch, users believe that it
matches their lifestyle and habits. In previous studies (Isaac et al., 2019; Jamshidi and
Kazemi, 2020, Liao et al., 2021), compatibility influences satisfaction; however, this was
not the case in this study. It may be due to the somatosensory technology constantly
launching new products (such as Wii, VR, and AR, etc.) and the diverse selection of new
products, influencing users’ feelings toward Switch to conform to their values and
lifestyle while keeping values consistency less intense. According to study, Sidharta and
Rahmahwati (2023), the satisfaction with technological products is contingent upon the
alignment between users and their needs, with the convenience and utility thereof
influencing users' satisfaction.

Furthermore, this study found that CON positively impacted PP, and PP
significantly influenced STA but not CI. This means that Switch users’ experience of
using the game console makes them feel that the process is interesting and enjoyable,
resulting in their unconscious intoxication during playtime, thereby increasing their
happiness and satisfaction. For smart technology products, developers should strengthen
the interesting functions so that users can get more experience from them, helping them
enhance and improve their behavioral intentions (Lin et al., 2018). Considering the global
repercussions of COVID-19 in recent years and the resultant shifts in people's lifestyles,
leisure activities, and entertainment preferences, commercial video games have been
identified as pivotal instruments that promote positive affect and contribute to favorable
psychological states among individuals. The Nintendo Switch features multiplayer
capabilities, facilitating increased group identification and fostering positive experiential
outcomes through gameplay. This enhances user engagement and contributes to sustained
usage intentions (Krath et al., 2021; Jiang et al., 2023). Social network connection and
interaction through video games have also shown improved benefits associated with
soothing mental health (Kowal et al., 2021). Related studies proved that individuals’
feeling while playing video games comes from their subjective feelings (Lin et al., 2005).
Satisfaction has a mediating effect between perceived playfulness and continuous
intention because the higher hedonic benefit users perceived, the relative improvement
of their satisfaction and continuous intention (Akel and Armagan, 2022). To summarize,
when users experience pleasure and fun, they generate a follow-up satisfaction level,
which promotes their behavioral willingness to use the console continuously.

VL CONCLUSION
A. Theoretical Implications

The results of this study suggest that the post-acceptance model of IS continuance, which
was integrated with innovation diffusion theory and perceived playfulness, can partially
explain users’ behavior toward somatosensory game consoles.

An evaluation model for game console use was constructed for this study. Firstly,
in the overall model, it can be found that CON has no significant impact on STA in the
post-acceptance model of IS continuous, which is different from the results suggested by
Bhattacherjee (2001). From this result, researchers observed that Switch users’
expectations for the game console and their feelings after the experience will not directly
affect STA but will affect their willingness to continue using it through PU. The
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evaluations and feelings obtained by Switch users are as expected and good as the before
and after expectations. Switch users believe that using the game console improves their
leisure behaviors and increases their satisfaction, thus strengthening their willingness to
Switch continuously.

The innovation diffusion theory used in this study suggests that CON has a
positive impact on PEOU and STA, PEOU has a positive impact on STA, while COM
has no impact on STA. Since the subject of this study is mainly users who have used
Switch for half a year, they belong to the early stage of persuasion, as suggested by
Rogers’ (2003) innovation diffusion theory. During this stage, users experience a degree
of recognition of the innovative products. They are an essential period to confirm their
consumption attitudes. The degree of fit between their past usage experience of Switch
and their current needs establishes a weighted comparison of product recognition and
attitudes, causing COM to be unable to impact STA significantly. Therefore, Switch users’
feelings after using playing the game were as expected, confirming that it is easy to
operate and highly fit in terms of their personal values, past experiences, and needs. The
users can get psychological pleasure and satisfaction from the ease of operation of the
game, but whether or not it conforms to their personal lifestyle has no effect on their
psychological feeling.

The PP section in the research model illustrates that CON has a positive impact on
PP, and PP has a positive impact on STA but no impact on CI. Lin et al. (2005) Using
proposed post-acceptance model of IS continuous based on Bhattacherjee (2001) and
combined their integrated perceived playfulness to extend the model framework in the
study of website user satisfaction, the researchers of this study discovered that perceived
playfulness had a significant impact on STA and CI. Switch users generated fun and
entertainment through the use of the game consoles, and their willingness to use it
continuously was completely affected by their increased satisfaction. Based on the
essential factors of the post-acceptance model of IS continuous and the persuasion stage
of innovation diffusion theory, this study provides a research model suitable for Switch
users’ behavior.

REFERENCE

Akel, G., and Armagan, E., 2022, “Hedonic and Ultilitarian Benefits as Determinants of
the Application Continuance Intention in Location-based Applications: The
Mediating Role of Satisfaction”, Multimedia Tools and Applications, 80, 7103-7124.

Al-Emran, M., Arpaci, 1., and Salloum, S.A., 2020, “An Empirical Examination of
Continuous Intention to Use M-learning: An Integrated Model”, Education and
Information Technologies, 25, 2899-2918.

Ambalov, LLA., 2018, “A Meta-analysis of IT Continuance: An Evaluation of the
Expectation-confirmation Model”, Telematics and Informatics, 35, 1561-1571.
Bhattacherjee, A., 2001, “Understanding Information Systems Continuance: An

Expectation-Confirmation Model”, MIS quarterly, 25, 351-370.

Bollen, K.A., and Stine, R.A., 1992, “Bootstrapping Goodness-of-fit Measures in
Structural Equation Models”, Sociological Methods and Research, 21, 205-229.

Chang, Y.W., and Chen, J., 2021, “What Motivates Customers to Shop in Smart Shops?
The Impacts of Smart Technology and Technology Readiness”, Journal of Retailing
and Consumer Services, 58, 102325.

https://doi.org/10.55802/1JB.030(1).002


https://doi.org/10.55802/IJB.030(1).002

14 C.-W. Lin, Yang, Cheng, Lee, Y.-S. Lin

Chopdar, P.K., and Balakrishnan, J., 2020, “Consumers Response towards Mobile
Commerce Applications: SOR Approach”, International Journal of Information
Management, 53, 102106.

Cunningham, N., and De Meyer-Heydenrych, C., 2021, “Premium versus Affordable
Clothing Retailers: What are Customer Expectations for Satisfaction and
Repurchase Intentions?”, International Journal of Retail and Distribution
Management, 49, 752-771.

Dai, H.M., Teo, T., Rappa, N.A., and Huang, F., 2020, “Explaining Chinese University
Students’ Continuance Learning Intention in the MOOC Setting: A Modified
Expectation Confirmation Model Perspective”, Computers and Education, 150,
103850.

Dash, G.m., and Paul, J., 2021, “CB-SEM vs. PLS-SEM Methods for Research in Social
Sciences and Technology Forecasting”, Technological Forecasting and Social
Change, 173, 121092.

Davis, F.D., Bagozzi, R.P., and Warshaw, P.R., 1989, “User Acceptance of Computer
Technology: A Comparison of Two Theoretical Models”, Management science, 35,
982-1003.

Eren, B.A., 2021, “Determinants of Customer Satisfaction in Chatbot Use: Evidence
from a Banking Application in Turkey”, International Journal of Bank Marketing,
39, 294-311.

Etemad-Sajadi, R., and Dos Santos, G.G., 2021, “The Impact of Connected Health
Technologies on the Quality of Service Delivered by Home Care Companies: Focus
on Trust and Social Presence”, Health Marketing Quarterly, 38, 287-296.

Filieri, R., Acikgoz, F., Ndou, V., and Dwivedi, Y., 2021, “Is TripAdvisor Still Relevant?
The Influence of Review Credibility, Review Use-fulness, and Ease of Use on
Consumers’ Continuance Intention”, International Journal of Contemporary
Hospitality Management, 33, 199-223.

Fornell, C., and Larcker, D.F., 1981, “Structural Equation Models with Unobservable
Variables and Measurement Error: Algebra and Statistics”, Journal of Marketing
Research, 18, 382-388.

Franque, F.B., Oliveira, T., and Tam, C., 2021, “Understanding the Factors of Mobile
Payment Continuance Intention: Empirical Test in an African Context”, Heliyon, 7,
e07807.

Hair, E., Halle, T., Terry-Humen, E., Lavelle, B., and Calkins, J., 2006, “Children’s
School Readiness in the ECLS-K: Predictions to Aca-demic, Health, and Social
Outcomes in First Grade”, Early Childhood Research Quarterly, 21, 431-454.

Ho, C.F., Lin, Y.S., Lin, C.T., Yang, C.C., and Shen, C.C., 2022, “The Effect of the
Motivation of Wearable Fitness Devices Use on Exercise Engagement: The
Mediating Effect of Exercise Commitment”, Annals of Applied Sport Science, 10,
e1044.

Homburg, C., Jozi¢, D., and Kuehnl, C., 2017, “Customer Experience Management:
toward Implementing an Evolving Marketing Concept”, Journal of the Academy of
Marketing Science, 45, 377-401.

Hong, J. C., Lin, P. H., and Hsieh, P. C., 2017, “The Effect of Consumer Innovativeness
on Perceived Value and Continuance Intention to use Smartwatch”, Computers in
Human Behavior, 67, 264-272.

Ifinedo, P., 2017, “Examining Students’ Intention to Continue Using Blogs for Learning:

https://doi.org/10.55802/1JB.030(1).002


https://doi.org/10.55802/IJB.030(1).002

INTERNATIONAL JOURNAL OF BUSINESS, 30(1), 2025 15

Perspectives from Technology Acceptance, Motivational, and Social-cognitive
Frameworks”, Computers in Human Behavior, 72, 189-199.

Isaac, O., Aldholay, A. Abdullah, Z. and Ramayah, T., 2019, “Online Learning Usage
within Yemeni Higher Education: The Role of Compatibility and Task-technology
Fit as Mediating Variables in the IS Success Model”, Computers and Education,
136, 113-129.

Jamshidi, D., and Kazemi, F., 2020, “Innovation Innovation Diffusion Theory and
Customers’ Behavioral Intention for Islamic Credit Card: Implications for
Awareness and Satisfaction”, Journal of Islamic Marketing, 11, 1245-1275.

Jiang, Q., Wang, Z., and Sun, J., 2023, “Investigating Quality Factors of Interactive

Fitness Games based on Kano Model”, Kybernetes: Emerald Publishing Limited.

Kim-Soon, N., Ibrahim, M.A., Razzaly, W., Ahmad, A.R., and Sirisa, N.M.X., 2017,
“Mobile Technology for Learning Satisfaction among Students at Malaysian
Technical Universities (MTUN)”, Advanced Science Letters, 23, 223-226.

Kline, T., 2005, “Psychological Testing: A practical Approach to Design and
Evaluation”, Sage publications.

Kowal, M., Conroy, E., Ramsbottom, N., Smithies, T., Toth, A., and Campbell, M., 2021,
“Gaming your mental health: a narrative review on mitigating symptoms of
depression and anxiety using commercial video games”, JMIR Serious Games, 9,
€26575.

Krath, J., Schiirmann, L., and Von Korflesch, H. F., 2021, “Revealing the theoretical
basis of gamification: A systematic review and analysis of theory in research on
gamification, serious games and game-based learning”, Computers in Human
Behavior, 125, 106963.

Kumar Sharma, S., Kumar Chandel, J., and Madhumohan Govindaluri, S., 2021,
“Students’ acceptance and satisfaction of learning through course websites”,
Education, Business and Society: Contemporary Middle Eastern Issues, 7, 152-166

Lee, M.C., 2010, “Explaining and predicting users’ continuance intention toward e-
learning: An extension of the expectation-confirmationmode”, Computers and
education, 54, 505-516.

Liao, X., Wu, D., Zhang, Q., and Han, G., 2021, “How to Improve Users’ Loyalty to
Smart Health Devices? The Perspective of Compatibility”, Sustainability, 13, 10722.

Lin, C.S., Wu, S., and Tsai, R.J., 2005, “Integrating perceived playfulness into
expectation-confirmation model for web portal context”, Information and
management, 42, 683-693.

Lin, C.W., Mao, T.Y., Huang, Y.C., Sia, W.Y., and Yang, C.C., 2020, “Exploring the
Adoption of Nike +Run Club App: An Application of the Theory of Reasoned
Action”, Mathematical Problems in Engineering.1-7.

Lin, C.W., Tsai, Y.X., Chang, Y.S., Ding, Y.J, Liu, J.C., and Lin, Y.S., 2021, “Applying
the Decomposed Theory of Planned Behavior to Explore the Influencing Factors of
NTC App Usage Intention”, Journal of Function Spaces.1-8.

Lin, Y.S., Tseng, Y.C., Kang, Y.X., Sia, W.Y. and Lin, C.W., 2018, “Wii Sport's
Involvement in Physical Experience of National Junior High Students' Physical
Education Curriculum”, Proceedings of the 2018 2nd International Conference on
Education and E-Learning, 119-123.

Mai, W., Fang, L., Chen, Z., Wang, X., Li, W., and He, W., 2020, “Application of the
Somatosensory Interaction Technology Combined with Virtual Reality Technology

https://doi.org/10.55802/1JB.030(1).002


https://doi.org/10.55802/IJB.030(1).002

16 C.-W. Lin, Yang, Cheng, Lee, Y.-S. Lin

on Upper Limbs Function in Cerebrovascular Disease Patients”, Journal of
Biomedical Science and Engineering, 13, 66-73.

Mayer, K.J., and Sparrowe, R.T., 2013, “Integrating Theories in AMJ Articles”, Academy
of Management Journal, 56, 917-922.

Moon, J.W., and Kim, Y.G., 2001, “Extending the TAM for a World-wide-web Context”,
Information and Management, 38, 217-230.

Nascimento, B., Oliveira, T., and Tam, C., 2018, “Wearable Technology: What Explains
Continuance Intention in Smartwatches?”, Journal of Retailing and Consumer
Services, 43, 157-169.

Oliver, R.L., 1980, “A Cognitive Model of the Antecedents and Consequences of
Satisfaction Decisions”, Journal of Marketing Research, 4, 460-469.

Rogers, E.M., 2003, “Diffusion Networks. Networks in the Knowledge Economy”, New
York: Oxford University Press, 130-179.

Shafique, K., Khawaja, B.A., Sabir, F., Qazi, S., and Mustaqim, M., 2020, “Internet of
Things (IoT) for Next-Generation Smart Systems: A Review of Current Challenges,
Future Trends & Prospects for Emerging 5G-IoT Scenarios”, IEEE Access, 8,
23022-23040.

Sidharta, I., and Rahmahwati, R., 2023, “Cross Sectional Study on Information System
Facilities on End-User Satisfaction: Study at Retail in Bandung”, Electronic,
Business, Management and Technology Journal, 1, 1-11.

Starbuck, W.H., and Webster, J., 1991, “When is play productive?”, Accounting,
Management and Information Technologies, 1, 71-90.

Taylor, S., and Todd, P.A., 1995, “Understanding Information Technology Usage: A Test
of Competing Models”, Information Systems Research, 6, 144-176.

Taylor, S., and Todd, P.A., 1995, “Understanding Information Technology Usage: A Test
of Competing Models”, Information Systems Research, 6, 144-176.

Torkzadeh, G., Koufteros, X.A., and Pflughoeft, K., “Confirmatory Analysis of a
Computer Self-efficacy Instrument”, Structural Equation Modeling, 2003, 10, 263-
275.

Van der Heijden, H., 2004, “User Acceptance of Hedonic Information Systems”, MIS
quarterly, 28, 695-704.

Verhoef, P.C., Stephen, A.T., Kannan, P.K., Luo, X., Abhishek, V., and Andrews, M.,
“Consumer Connectivity in a Complex, Technology-enabled, and Mobile-oriented
World with Smart Products”, Journal of Interactive Marketing, 40, 1-8.

West, S.G., Finch, J.F., and Curran, P.J., 1995, “Structural Equation Models with
Nonnormal Variables: Problems and Remedies”, Sage publications. 56-75.

https://doi.org/10.55802/1JB.030(1).002


https://doi.org/10.55802/IJB.030(1).002

	ABSTRACT
	I. INTRODUCTION
	II. LITERATURE REVIEW
	A. Information Systems
	B. Innovation Diffusion Theory
	C. Perceived Playfulness

	III. DATA AND RESEARCH METHODOLOGY
	A. Research Subject
	B. Measurement Instrument
	C. Analysis Method

	IV. RESULTS
	A. Normality Test
	B. Data Analysis for Validity and Reliability
	C. Discriminant Validity Test
	D. Demographics of Respondents
	E. SEM Analysis

	V. Discussion
	VI. CONCLUSION
	A. Theoretical Implications

	REFERENCE

