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Effects of excercise continuity using motion games for groups who don"t have
exercise habits
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Current study expected that video games using Kinect device would have continuity
effects for groups who don"t have exercise habits. Because of several technical troubles, a research was
conducted instead of experiments. To examine the psychological effects, university students were asked to
answer his/her activity stage, and confirm their daily exercise habits repeatedly for three months.
Result suggested that the procedure would have enhanced both behavior stage and self-efficacy in physical
activity.
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