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ABSTRAK %\T

Teknologi telah berkembang dengan sangat canggih pada masa kini yzﬁgthberikan
manfaat kepada masyarakat terutamanya kepada golongan kelainanv. Teknologi
bantuan seperti robotik, simulator dan realiti maya dibangunkan N\dw

melalukan aktiviti harian di dalam beberapa bidang di ia seperti bidang
pemulihan (rehabilitasi). Sesi terapi di pusat rehabilitasi t ’TM

nakan semasa

ibat|<an penggunaan
teknologi bantuan di mana orang kelainan upaya mendapatkan rawatan mefeka dengan

menjalani terapi harian. Teknologi bantuan men akan pefmain

ier'igglah
dimasukkan ke dalam sesi Latihan untuk menggal penggunam eseronokan

dan pengalaman kehidupan yang sebenar. Y’“di%- adakaqu:ji Pusat

Rehabilitasi SOCSO Tun Abdul Razak yw anfaatkan.permain Ygarius dalam

sesi terapi fizikal bagi orang kelainan erdap
yang menggunakan permainan serius m& rehabilitasi:
(3) realiti maya. Seramai empat ima (45\(; @den yang dipilih untuk
intis felah dijalank ih awal sebagai kaedah
kebolehlaksanaan dengan men Sembi resp&'ﬁén yang berbeza. Kajian ini

dijalankan melalui kae ahvtatifl‘men u aka@ersampelan bertujuan ke atas

responden yang dipil I upun’p sat e‘bébl' si dilengkapi dengan teknologi

bantuan yang canggih, ter apalt imitast dala mulihkan motivasi dan membantu

pengguna meng annya sepanj sesi térapi. Maka, di sinilah persoalan dan

objektif kajia N.A akah mativasi ég_gnasa bermain permainan serius menjejaskan
kelaw

prestasi or an upaya,sebagai @gguna? Oleh itu, objektif utama kajian adalah

sai

jenis.geknologi bantuan
simutator, (2) robotik dan

menyertai penyelidikan ini dan

mengenalpastivatributp an p@guna dalam faktor motivasi dan kebolehgunaan
pada permainan serius dan rt@gntukan hubungan antara faktor motivasi dan
kehole aan terhadap perm}ci;%n serius. Justeru, atribut dalam faktor motivasi dan
ke%g

kebelehgunaan yang dipilih daripada dua model berbeza: (1) Model Motivasi ARCS

unaan digariskan. Terdapat empat atribut dalam faktor motivasi dan

n (2) Model Kebolehgunaan Nielsen. Hubungan atribut telah dikira menggunakan
perisian SmartPLS. Kebolehpercayaan dan pengesahan setiap soalan dianalisis

menggunakan pengiraan Cronbach’s Alpha, Average Variance Extraction (AVE) dan



Kriteria Fornell-Larcker. Daripada tiga (3) hipotesis utama, setiap hipotesis

memberikan pengalaman yang positif kepada pengguna namun terdapat
subhipostesis yang memberikan kesan negatif terhadap hubungan antara faktchq' asi

Akhir sekali, penambahbaikan kepada model pengalaman WQ!na dengan
menggunakan faktor motivasi dan kebolehgunaan telah dirumus%



ABSTRACT T
N

As technology has grown tremendously sophisticated nowadays, it bene (@ociety
especially to the people with disabilities. The assistive techno like robotic,
simulators, and virtual reality are developed and utilized in daily ac%;s in various
types of fields in Malaysia such as the rehabilitation field. The apy sessions in
rehabilitation centers involve the use of assistive techmology where people with

disabilities get their treatments by undergoing daily ther A is‘tive technology
using serious games is embedded during the exercises to ote use enjoyment
and real-life experiences. This research was hel SOCSQ Tun A’)d&;zak

Rehabilitation Centre which benefited serious ga in phy§c therapy s@ons for
people with disabilities. There are three (3) types'efa ist'vhgh ogy t@ﬁse serious
games for physical therapy in the rehabili @i?‘l) Si ulaton&) robotic, and
(3) virtual reality. The total of forty-fi espon 0V selected to be in
this research and the pilot study &d red\e us:_iqg nine (9) different

Katl 'ﬁhethod using purposive

respondents. The research was co %thgﬁ%\
%. 0

sampling on the chosen respon ugh the abili@n centre is equipped with

sophisticated assistive technologies, ther. itati@in restoring motivation and
helping users to sustaingit threughout t?’e th Py @ms. This is where the questions
and objectives of the research arise. D e:nq&'\//ation while playing serious games

isabilities’as users? Hence, the main objective

affect the perform n peoqe
is to identify the A&peri utes 'nﬂ\ﬁotivation and usability factors on serious
i ‘blat motivation and usability factors on user

games and d e\& relation

experienc@ serious games. ﬁwé the attributes in motivation and usability
factors utlined. ﬂﬁﬁ]}fourﬁi\ributes in motivation and usability factors which
are ﬁd rom two different els: (1) ARCS Motivation Model and (2) Nielsen’s

U&y Model. The relatio%ip of each attribute is calculated using SmartPLS

e. The reliability and validity of each question are analysed using Cronbach’s

Ipha, Average Variance Extraction (AVE), and Fornell-Larcker Criterion. From three
) main hypotheses, each hypothesis provided positive experience for users, however

there are two (2) sub-hypotheses that negatively impact the relationship between

Vi



motivation and usability factors toward users. As a result, the negative relationships are

eliminated based on the software analysis and suggestion from SmartPLS cal

and the experts’ validation. Finally, the enhancement on user experience model using

motivation and usability factors is formulated. : %

vii
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