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Does exergaming drive future physical activity and sport intentions?
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We studied how usability and playability of sport exergames affect future intentions of participation in physical activity (PA) or actual sport. We employed questionnaires to measure participants' enjoyment, usability, game-experience, and future intentions of PA and real sport. We compared the outcomes based on players' gender, previous realswimming, and exergame experience. Psychological parameters were not different between groups but players without exergame experience enjoyed the game more. PA intentions increased for all participants but not swimming intentions. The limitations of current gaming systems and their effects on players' gaming experience and intentions are discussed.

Introduction

Researchers have suggested that screen time and overall sedentary behaviors increase through adolescence [START_REF] Pearson | Sedentary behaviour across the primarysecondary school transition: A systematic review[END_REF][START_REF] Straatmann | Stability and bidirectional relationship between physical activity and sedentary behaviours in Brazilian adolescents: Longitudinal findings from a school cohort study[END_REF]. Computer and video game use prompt significant levels of sedentary behavior [START_REF] Arundell | The relationship between objectively measured and self-reported sedentary behaviours and social connectedness among adolescents[END_REF]. As technology is advancing and becoming more accessible, it is important to understand how it can promote innovative physical activity (PA) interventions [START_REF] Lewis | Future directions in physical activity intervention research: expanding our focus to sedentary behaviors, technology, and dissemination[END_REF]. Given the popularity of video games, active video games (exergames) appear to be an ideal platform to combat sedentary video gaming and to administer PA interventions. By affecting some of the key mediators of PA behavior change, exergames may also offer affordable, safe, and controlled experiences that could be played at home [START_REF] Rhodes | Effects of home-based exergaming on child social cognition and subsequent prediction of behavior[END_REF]. These games can also overcome barriers to PA such as weather, neighborhood safety, and socioeconomic factors. Some exergames may elicit high PA levels and adherence [START_REF] Staiano | Home-based exergaming among children with overweight and obesity: A randomized clinical trial[END_REF], and players find virtual versions of traditional exercises more enjoyable [START_REF] Farrow | Virtual-reality exergaming improves performance during high-intensity interval training[END_REF][START_REF] Moholdt | Exergaming can be an innovative way of enjoyable high-intensity interval training[END_REF]. Additionally, because they incorporate body movements into gaming scenarios, the new skills acquired while exergaming might also be transferable to other activities [START_REF] Staiano | Exergames for physical education courses: Physical, social, and cognitive benefits[END_REF][START_REF] Bronner | Physiological and psychophysiological responses to an exer-game training protocol[END_REF][START_REF] Benzing | Exergaming for children and adolescents: Strengths, weaknesses, opportunities and threats[END_REF]. For example, [START_REF] Fery | Enhancing the control of force in putting by video game training[END_REF] found that golfers could control their putting force to a greater extent following the performance of a similar task using exergames.

Despite positive short-term results, exergames may show little effectiveness over a prolonged period of time [START_REF] Schwarz | Mobile exergaming in adolescents' everyday lifecontextual design of where, when, with whom, and how: The SmartLife case[END_REF][START_REF] Biddiss | Active video games to promote physical activity in children and youth: A systematic review[END_REF]. Exergames are generally less enjoyable than sedentary video games and may be played less frequently over time, possibly due to players' rapid mastery of the mechanics underlying such games (Soltani et al., 2017;[START_REF] Lyons | Energy expenditure and enjoyment during video game play: Differences by game type[END_REF]. Additional research demonstrates that after three months of home exergaming, most physiological parameters remain unchanged [START_REF] Owens | Changes in physical activity and fitness after 3 months of home Wii Fit use[END_REF]. Furthermore, exergames may engender lower motivational outcomes when compared to traditional methods of exercising [START_REF] Wu | Examining the influencing factors of exercise intention among older adults: A controlled study between exergame and traditional exercise[END_REF]. Additionally, traditional human-led exercises produce more vigorous-intensity PA compared to their respective virtual counterparts [START_REF] Schneekloth | Comparison of physical activity during zumba with a human or video game instructor[END_REF]. The lower amounts of physical and cognitive fidelity of exergames may not lead to the positive transfer of learned skills [START_REF] Soltani | Do player performance, real sport experience, and gender affect movement patterns during equivalent exergame?[END_REF]. Moreover, skills learned using sport exergames may lead to poor motor habits that could be difficult to rectify [START_REF] Pedersen | Caution regarding exergames: A skill acquisition perspective[END_REF]. There is also limited research on whether being active using exergames might influence players to participate in more PA after exposure to gameplay. [START_REF] Baranowski | Exergaming: Hope for future physical activity? or blight on mankind?[END_REF] suggested that the low-intensity PA during exergaming did not transfer to the free play period post-intervention in a sample of children. However, [START_REF] Carson | Physical activity, screen time, and sitting among U.S. adolescents[END_REF] showed that involving adolescents in screen-based PA could reduce screen time post-intervention.

With such contradictory results and barriers in sustained exergame engagement [START_REF] Dixon | Parents' and children's perceptions of active video games: A focus group study[END_REF], there is a distinct need to explore whether playing exergames can influence players' intentions for participating in PA and real sports. In game-like interventions, the transfer to PA is regarded as a desirable outcome rather than a design requirement [START_REF] Kuipers | The role of transfer in designing games and simulations for health: Systematic Review[END_REF]. In order to change intentions, we should understand 1) how different players (with different genders, gaming background, and sports background) perceive the games, and 2) how specific game features might change players' intentions.

Gender, exergame experience, and real-sport experience

Male and female players might have similar light-and moderate-to-vigorous PA behavior during exergaming [START_REF] Quan | Examining young children's physical activity and sedentary behaviors in an exergaming program using accelerometry[END_REF]. When targeting vigorous PA, exergames may be an appealing intervention for female players [START_REF] Barr-Anderson | Physical activity and sociodemographic correlates of adolescent exergamers[END_REF], because they may internalize exergaming as PA [START_REF] O'loughlin | The association between exercise behavior regulation and exergaming in adolescents[END_REF][START_REF] Kakinami | The association between exergaming and physical activity in young adults[END_REF]. Female players also have more positive psychological responses to exergaming compared to their male counterparts [START_REF] Mackintosh | Investigating the physiological and psychosocial responses of single-and dual-player exergaming in young adults[END_REF]. When using exergames, females may also feel less pressured to engage in PA [START_REF] George | Impact of Nintendo Wii games on physical literacy in children: Motor skills, physical fitness, activity behaviors, and knowledge[END_REF]. PA experience has positive associations with PA participation and negative associations with sedentary gaming [START_REF] Xie | Urban adolescents' physical activity experience, physical activity levels, and use of screen-based media during leisure time: A structural model[END_REF]. Gaming experience may not influence physiological parameters such as energy expenditure [START_REF] White | Energy expended by boys playing active video games[END_REF] but may predict players' enjoyment, which itself is mediated by the satisfaction of competence needs [START_REF] Kazakova | Players' expertise and competition with others shape the satisfaction of competence needs, gaming gratifications, and contingent self-esteem in a gaming context[END_REF]. By increasing self-efficacy, it is plausible that players may show an interest in participating in future fitness programs [START_REF] Santos | Exercise video games and exercise self-efficacy in children[END_REF]. Additionally, exhibiting a behavior in the future could partly be explained by game content [START_REF] Beullens | Excellent gamer, excellent driver? The impact of adolescents' video game playing on driving behavior: a two-wave panel study[END_REF]. Hence, exposure to environmental action cues (e.g., sport video games) may lead to increased time of exercise [START_REF] Hepler | Motivating exercise: The interactive effect of general action goals and past behavior on physical activity[END_REF] and including exergames in normal PA may also increase exploration intentions [START_REF] Pasco | The effects of a bike active video game on players' physical activity and motivation[END_REF][START_REF] Joronen | Nonphysical effects of exergames on child and adolescent well-being: A comprehensive systematic review[END_REF].

Usability, user experience, and enjoyment

The second aspect considers how game features might change players' PA and gaming intentions. When objectively designing better games, playtesting provides insights into players' attitudes and preferences [START_REF] Phan | The development and validation of the Game User Experience Satisfaction Scale (GUESS)[END_REF]. Therefore, usability and user experience tests are included in the game design process. Usability refers to the degree of user-friendliness and ease of use of a product or game. Moreover, usability is associated with usefulness and attitudes towards future use intentions [START_REF] Wang | Video game acceptance: A meta-analysis of the extended technology acceptance model[END_REF][START_REF] Chen | Acceptance of different design exergames in elders[END_REF][START_REF] Li | Exergames for the corporate wellness program in Singapore: An investigation of employees' acceptance via watching Kinect video[END_REF]. A variety of different games and mechanics can also induce high intrinsic motivation, which explains their effects on positive user experience [START_REF] De Vries | Understanding motivations and player experiences of older adults in virtual reality training[END_REF]. Game experience consists of several components, including flow, a state in which there is a balance between the difficulty of the task and the skills that the players possess. Video gaming is one of the best ways to induce the sense of flow [START_REF] Sherry | Flow and media enjoyment[END_REF], and is positively related to physiological parameters like higher energy expenditure [START_REF] Bronner | Energy cost and game flow of 5 exer-games in trained players[END_REF]. Game flow may increase intrinsic motivation [START_REF] Plummer | The effects of gender, flow and video game experience on combat identification training[END_REF], and with the occurrence of flow, players become immersed in the game. A state of deep involvement in the game is recognized as absorption. Presence is also a psychological feeling of being in a virtual environment and shows how engaged people are while playing video games.

Another parameter that can affect playing quality is enjoyment [START_REF] Howie | Understanding why an active video game intervention did not improve motor skill and physical activity in children with developmental coordination disorder: A quantity or quality issue?[END_REF]. [START_REF] Limperos | Understanding the relationship between exergame play experiences, enjoyment, and intentions for continued play[END_REF] evaluated how players' performance inside the game can affect enjoyment and influence players' future gameplay intentions. The researchers suggested that players with better performance experienced greater presence, which led to higher levels of enjoyment. Presence and enjoyment could mediate the relationship between player performance and future intentions to play exergames [START_REF] Lee | Presence in virtual golf simulators: The effects of presence on perceived enjoyment, perceived value, and behavioral intention[END_REF]. Enjoyment is associated with PA, and in exergaming, enjoyment could encourage players to do movements beyond the game requirements [START_REF] Lyons | Engagement, enjoyment, and energy expenditure during active video game play[END_REF].

There is still limited evidence on whether younger adults transfer sport and PA intentions from exergames to reality. Accordingly, the present study aimed to further understanding of how usability and playing experience contribute toward sport exergame enjoyment and future PA and sport intentions of different players. We hypothesize that female players and those with exergame and sports experience will have higher enjoyment, usability, and game experience scores. Furthermore, we hypothesize that higher usability, game experience, and enjoyment result in higher intentions for PA and sport participation.

Materials and Methods

Seventy-six healthy university students (20 female) aged 24.9 ± 5.06 years participated in the present study. Each participant signed an informed consent, approved by the local ethics committee and in alignment with the Declaration of Helsinki. Experienced gamers (n = 16) consisted of those who played exergames once a week or more, and real-swimmers (n = 40) knew at least two swimming techniques (including front crawl) based on self-report data. Participants played different techniques (front crawl, backstroke, breaststroke, and butterfly) in a swimming exergame (Michael Phelps: Push the Limit, 505 Games, Italy) using Microsoft Xbox and Kinect for a total duration of 30 minutes. As part of the game, players also watched an ingame video tutorial on how to administer different techniques. The short version of the physical activity enjoyment scale (sPACES) was used to measure enjoyment on a 7-point Likert scale [START_REF] Dunton | Factorial validity and gender invariance of the physical activity enjoyment scale (PACES) in older adolescents[END_REF]. We made minor wording modifications to the items to ensure domain specificity. To illustrate, we changed some of the items to "when I was physically active playing the virtual swimming game during this study …" and changed items to past tense (e.g., I disliked it). Both negative and positive statements were included to reduce acquiescence. The calculation of the internal consistency reliability score in this study was acceptable (α = 0.76; [START_REF] Nunnally | Psychometric theory[END_REF].

We measured playability using the game experience questionnaire (GEQ) with 19 items rated on a 3-point scale [START_REF] Norman | GEQ (game engagement/experience questionnaire): A review of two papers[END_REF]. We assessed game usability using the system usability scale (SUS), which consists of ten items and is used to derive a total usability score [START_REF] Jordan | Usability evaluation in industry[END_REF][START_REF] Thirumalai | Adapting the Wii Fit balance board to enable active video game play by wheelchair users: User-centered design and usability evaluation[END_REF]. We modified some items to make the scale more gamespecific; namely, the word "system" was replaced with "game" and "use" with "play." To render the scores more clear and understandable, we converted SUS scores to grades using a scale defined by [START_REF] Bangor | Determining what individual SUS scores mean: Adding an adjective rating scale[END_REF], ranging from 0 to 100. Also, overall game quality (OR) was rated by each participant on a Likert scale of 1 (worst quality) to 10 (excellent quality). The following items -"If I had a chance, I would participate in physical activity later today" and "If I had a chance to participate in physical activity, I would choose swimming."were completed before and after participation in the present study. This allowed the research team to measure possible changes in participants' future intention to engage in PA and swimming [START_REF] Dougall | Tempering the decline in college student physical activity using informational interventions: Moderating effects of stress and stage of change[END_REF]. The items were rated on a 7-point scale ranging from 1 (not likely at all) to 7 (very likely). This item has been employed in previous research exploring future intentions [START_REF] Xiang | Children's motivation in elementary physical education: An expectancy-value model of achievement choice[END_REF]. A single-item measure of intention has been shown to be predictive of exercise behavior measured by both fitness testing and observations of engagement during PA classes with late adolescents [START_REF] Greenockle | The relationship between selected student characteristics and activity patterns in a required high school physical education class[END_REF].

The feasibility of the questionnaires and procedures was pretested and refined with a pilot study of 10 participants who were not included in the main protocol. Upon arrival, participants completed the two questions measuring future intentions in PA and swimming. At the end of the gameplay, participants completed the enjoyment, usability, and game experience questionnaires. Moreover, the questions regarding PA and swimming intentions were administered again. Descriptive data (mean ± SD) were reported for all variables, and approximate normal distribution and homogeneity of variance of independent variables (groups) were monitored. Negatively worded items of sPACES were reverse coded, and total enjoyment was recorded as the mean of the items (Ni [START_REF] Mhurchu | Couch potatoes to jumping beans: A pilot study of the effect of active video games on physical activity in children[END_REF]. A two-way ANOVA with simple main effects analysis was used for enjoyment, SUS, GEQ and its components, and overall quality of the game. Gender, prior real swimming experience, and exergame experience were considered as between-subject factors. To determine the relationships between enjoyment, usability, game experience, and PA and swimming intentions, Spearman's correlation coefficients were used. Split-plot ANOVA was employed to analyze the changes in future PA and swimming intentions, incorporating both repeated measure effect (pre-and post-test) as well as between-group effect (male vs. female, swimmer vs. non-swimmer, and exergame novice vs. experienced). Statistical significance was determined at the alpha level of 0.05, and the effect size was computed for each analysis using Hedges' g to measure the practical significance of findings [START_REF] Hedges | Statistical methods for meta-analysis[END_REF]. To interpret the g effect size, Cohen's guidelines (i.e., 0.2 = small, 0.5 = medium, and above 0.8 = large) were employed, as well as corresponding figures for correlations (i.e., 0.1, 0.3, and 0.5; [START_REF] Cohen | Statistical power analysis for the behavioral sciences[END_REF].

Results

Descriptive statistics for different variables are reported by different performing groups in Tables 1 and2. There was no statistically significant difference in mean usability scores, GEQ and its components, and overall quality of the game between groups and their interactions (p > 0.05; 0.002 < Hedges' g < 0.38). Nonetheless, there was a statistically significant interaction in the effects of exergame experience on enjoyment F(1, 68) = 4.918, p = 0.030, Hedges' g = 0.62. The average SUS score was 55.34 ± 6.35, which is considered "OK" [START_REF] Bangor | Determining what individual SUS scores mean: Adding an adjective rating scale[END_REF]). We also present four GEQ components in Table 2. PA intention increased for all participants (F(1, 68) = 1.01; p = 0.006, dCohen = 0.17) but changes in swimming intentions remained similar (p = 0.32, dCohen = 0.03). Additionally, the magnitude of the main effect was not contingent on gender, real swimming experience, and exergame experience (p > 0.05). There were low-to-moderate correlations between overall rating and enjoyment (ρ = 0.420), GEQ and usability (ρ = 0.457), GEQ and the overall rating (ρ = 0.346), GEQ and post-PA (ρ = -0.232), absorption and usability (ρ = 0.309), absorption and the overall rating (ρ = 0.278), flow and usability (ρ = 0.302), flow and the overall rating (ρ = 0.486), presence and the overall rating (ρ = 0.267), immersion and usability (ρ = 0.372), and immersion and post-PA (ρ = -0.235) and post-swimming intention (ρ = -0.275), all for p < 0.05. There was no correlation between usability and enjoyment and future intentions of either PA or real swimming (p > 0.05). 

Discussion

The aim of the present study was to compare enjoyment, usability, and gaming experience of a sport exergame in different performing groups, and to determine whether active gameplay increases players' intentions to participate in PA and the associated real sport. Our results show that psychological parameters were not different between performing groups, but players with less exergame experience enjoyed the game more. Furthermore, PA intentions increased for all participants, but swimming intentions remained unchanged.

Gender, exergame, and real sport experience

Male and female players had similar psychological parameters, which stand in opposition to the findings of [START_REF] Jenney | Exergame use as a gateway to the adoption of and adherence to sport-specific and general physical activity[END_REF], who attributed higher enjoyment to female players. One possibility is that swimming, as an activity, is considered neither feminine nor masculine, and therefore both genders enjoyed it equally. Contrary to previous research indicating that male players are more likely to enjoy competitive games [START_REF] Soltani | Sport exergames for physical education[END_REF], in our game, which was also competitive in nature, both genders enjoyed the game equally. It is plausible that the type of competition (competing against a computer) may not affect levels of enjoyment in either gender. Players with no prior exergame experience enjoyed the game to a greater extent than those with a history of playing exergames. This was in contrast with the findings of previous research [START_REF] Depping | How disclosing skill assistance affects play experience in a multiplayer first-person shooter game[END_REF][START_REF] Hwang | Narrative and active video game in separate and additive effects of physical activity and cognitive function among young adults[END_REF][START_REF] Lai | An investigation of the exergames experience with flow state, enjoyment, and physical fitness[END_REF][START_REF] Sun | Exergaming impact on physical activity and interest in elementary school children[END_REF]. The novelty of the exergame might have contributed to higher enjoyment levels [START_REF] Garn | What are the benefits of a commercial exergaming platform for college students? Examining physical activity, enjoyment, and future intentions[END_REF]. Experienced players and those with real swimming experience may have understood the game mechanics, and their movements may have not completely transferred to the game [START_REF] Soltani | Do player performance, real sport experience, and gender affect movement patterns during equivalent exergame?[END_REF]. Accordingly, participants may have found the game to be inaccurate or unrealistic, compromising game enjoyment. These findings led to the rejection of the first hypothesis, that female players and those with exergame and swimming experience would have higher psychological parameters.

Usability, user experience, and enjoyment

Based on the usability score, this game was considered "OK" for products evaluated by the SUS [START_REF] Bangor | Determining what individual SUS scores mean: Adding an adjective rating scale[END_REF]. It denoted medium perceived usability from players but was not correlated with intentions. Therefore, the second hypothesis, stating that usability is correlated with intentions, is rejected. Additionally, those who found the challenges of the game easy to handle might have rated the game usability and overall rating higher [START_REF] Sánchez | From usability to playability: Introduction to player-centred video game development process[END_REF]. Our game setup and duration of gameplay (30 minutes) were compatible with the GEQ, allowing players to immerse themselves in the game. Similar to previous research, immersion was positively associated with enjoyment [START_REF] Sun | The effect of user's perceived presence and promotion focus on usability for interacting in virtual environments[END_REF], and the GEQ was not different among performing groups [START_REF] Depping | How disclosing skill assistance affects play experience in a multiplayer first-person shooter game[END_REF]. The performance of the game itself might have contributed to keeping the game experience similar between performing groups. Furthermore, components of the GEQ were not different between groups and were not correlated with intentions. Therefore, the second hypothesis, stating that the GEQ is correlated with intentions, is rejected.

Similar to [START_REF] Agarwal | Time flies when you're having fun: Cognitive absorption and beliefs about information technology usage[END_REF], players' level of absorption to information technology is influenced by perceived usefulness and perceived ease of use. Problems with the Kinect's movement detection may have caused players to rate the absorption part of the GEQ lower. It should also be noted that absorption is a general response to any form of information technology, whereas immersion is the actual experience of players during video gaming. [START_REF] Nogueira | Vanishing scares: Biofeedback modulation of affective player experiences in a procedural horror game[END_REF] suggested that feedback functionality affects players' immersion, and as movement patterns of players were recognized similarly by the gaming platform, they might have immersed equally. Although presence was not different between performing groups, as real swimmers mimicked real-world swimming, they might have rated the presence component higher than non-swimmers. Similar to previous research, presence did not have any influence on future exercise intention [START_REF] Kim | Body in the interactive game: How interface embodiment affects physical activity and health behavior change[END_REF]. This might be because: 1) the technology did not make players think it could substitute for the real-world activity; or 2) the exposure to the virtual world was not sufficiently long enough. While immersion is considered an essential part of good user experience, it might also be affected by other parameters, such as task difficulty. González [START_REF] Sánchez | From usability to playability: Introduction to player-centred video game development process[END_REF] also argued that the degree to which the game contents are believable defines players' immersion. Those who thought that the game was not realistic enough or that their movements were not translated in the game correctly might have been less immersed and, therefore, believed that they needed to complete further PA and swimming. Higher scores of flow in players with exergame experience might be related to their performance and greater enjoyment of completing the task at hand [START_REF] Plummer | The effects of gender, flow and video game experience on combat identification training[END_REF]. Additionally, contrary to the findings of [START_REF] Plummer | The effects of gender, flow and video game experience on combat identification training[END_REF], gender differences in performing the task were not influenced by flow state, which might have been caused by similar movement detection of the Kinect sensor between male and female players.

Previous exergaming experience seems to decrease levels of enjoyment. Mastery over the exergame and understanding the gaming mechanics might have contributed to this decrease [START_REF] Sherry | Flow and media enjoyment[END_REF][START_REF] Lai | An investigation of the exergames experience with flow state, enjoyment, and physical fitness[END_REF]. On the other hand, while enjoyment may predict future exergame play [START_REF] Limperos | Understanding the relationship between exergame play experiences, enjoyment, and intentions for continued play[END_REF], our results suggest that it may not be a predictor of future PA and real swimming participation. Therefore, the second hypothesis, stating that enjoyments and intentions are correlated, is rejected. It is possible that self-determined motivation to participate in PA could affect PA intentions more than a single exergame session [START_REF] Standage | A model of contextual motivation in physical education: Using constructs from self-determination and achievement goal theories to predict physical activity intentions[END_REF]. As enjoyment was reported as a crucial aspect of flow experience [START_REF] Csikszentmihalyi | Flow and the foundations of positive psychology[END_REF], and with no association between these two constructs in our study, it seems that challenge and deep concentration [START_REF] Klasen | Neural contributions to flow experience during video game playing[END_REF] play a vital role in characterizing flow. This was also confirmed by the correlations between immersion and usability, and between usability and flow. While it has been reported that exergames are less enjoyable than other types of video games [START_REF] Lyons | Energy expenditure and enjoyment during video game play: Differences by game type[END_REF], it should be noted that removing or replacing traditional video games does not affect the enjoyment of PA [START_REF] Abbott | Effects of home access to active videogames on child self-esteem, enjoyment of physical activity, and anxiety related to electronic games: Results from a randomized controlled trial[END_REF].

PA and sport intentions

Converting sedentary screen-time to activity is a challenging endeavor. As previously argued, higher enjoyment and positive feelings of winning may contribute to the elevation of players' self-esteem, leading to more frequent participation in real sports [START_REF] Adachi | More than just fun and games: The longitudinal relationships between strategic video games, self-reported problem solving skills, and academic grades[END_REF]. Although changes in PA intentions increased from pre-to post-test, a close examination of the associated effect size (dCohen = 0.17) indicate that it might not be very meaningful. This supports the notion that PA intentions might have increased due to the novelty and fun nature of the game employed in the present study [START_REF] Garn | What are the benefits of a commercial exergaming platform for college students? Examining physical activity, enjoyment, and future intentions[END_REF][START_REF] Makkonen | Explaining the usage intentions of exergames[END_REF]. Initial impressions of exergames may be a product of response shift [START_REF] Campbell | Factors relevant to the validity of experiments in social settings[END_REF], and such brief exposure may not be an accurate impression of PA and sport behavior change.

The magnitude of the main effect changes in PA intentions was not contingent on gender, real swimming and exergame experience, which means that neither of the groups changed more. While female players are more likely to play exergames in the future [START_REF] Sun | Exergaming impact on physical activity and interest in elementary school children[END_REF], our data showed that gender might not be a predicting factor for either PA or real swimming participation intentions [START_REF] Xu | Investigating effects of exergames on exercise intentions among young-old and old-old[END_REF][START_REF] Adachi | More than just fun and games: The longitudinal relationships between strategic video games, self-reported problem solving skills, and academic grades[END_REF]. Similar to previous research, PA behaviors of experienced players were similar to novices [START_REF] Barr-Anderson | Physical activity and sociodemographic correlates of adolescent exergamers[END_REF]. Being active with virtual reality technologies depend on personal motivations and expectations [START_REF] Marquet | Examining motivations to play Pokemon GO and their influence on perceived outcomes and physical activity[END_REF]. Feelings of competence over the video game might have contributed to slightly higher PA intentions in experienced players. These players might have also understood the game mechanics and how to exert less effort. Furthermore, they might have felt that being active with the game was not enough, and therefore, they would need more PA later. Players without real swimming experience also had higher PA intention change compared to real swimmers. Competence in playing the game might have contributed to this feeling.

Swimming intentions were not different after playing the game employed in the present investigation. One explanation is that future swimming intentions of those who frequently swim may not be affected by playing active video games. Exergames may only psychologically and positively affect those who are enthusiastic about doing exercise [START_REF] Huang | A randomized controlled trial on the role of enthusiasm about exergames players' perceptions of exercise[END_REF]. Therefore, playing a video game may not affect the intention to participate in the real sport on its own. However, the competitive nature of the game might have contributed to the higher swimming intentions of male players. Additionally, encouraging players to modify their exercise behavior has been influenced by past behavior, for example, being a real swimmer [START_REF] Hepler | Motivating exercise: The interactive effect of general action goals and past behavior on physical activity[END_REF]. However, changes in the swimming intentions of those without real swimming experience were larger than the changes associated with real-swimmers. Non-swimmers might have thought that they were competent enough to transfer to real swimming after playing the game. While previous research suggests that parental support and presence of sports facilities are strongly correlated to moderate-to-vigorous PA and sedentary behaviors [START_REF] Tandon | Physical and social home environment in relation to children's overall and home-based physical activity and sedentary time[END_REF], several other factors might explain why the presence of a sport exergame did not change swimming intentions. Game mechanics (swimming in place) and lack of forces from water might have been contradictory to the players' exercise habits and have induced an unrealistic feeling for the players (Kari and [START_REF] Makkonen | Explaining the usage intentions of exergames[END_REF]. Pragmatic gameplay, which happens even after short exposure to the game, might have contributed to the lack of change in PA intentions. An absence of challenge and simplicity of the exergame used in the present study might have also caused participants to conclude that the game is not an adequate means of sport.

Limitations and future research

In this study, several psychological measurements were incorporated to further understanding of the enjoyment and usability aspects of sport exergaming. Our sample consisted of university students, which might enhance the internal validity of the study but may limit the generalizability of the reported results. Therefore, future studies could use larger and more balanced samples. As the SUS might be influenced by age [START_REF] Quiroga | Video-games: Do they require general intelligence?[END_REF], it is important to consider participants from different age groups and exercise backgrounds. Participants might have scored their enjoyment higher due to the novelty of the game employed in the present investigation. However, biomechanical evaluations suggest that after playing for some time, many players switch to pragmatic gameplaythat is, to exert less effort [START_REF] Soltani | Do player performance, real sport experience, and gender affect movement patterns during equivalent exergame?[END_REF]. Since many exergames consist of repetitive movements, boredom might also ensue as players begin to understand the associated game mechanics. Future studies should seek to confirm whether enjoyment and adherence remain high despite a sense of mastery over the game.

While our gameplay duration was relatively long (around 30 minutes) and previous research suggests that flow can occur with a broad range of activity durations [START_REF] Chen | Flow in games (and everything else)[END_REF], comparisons of short-term and long-term gaming sessions are necessary to explore different players' reactions. Longitudinal studies of enjoyment are also necessary to adjust the games' difficulty. While usability measurements may not be possible in longitudinal studies, alternative methods such as ethnographic observations and qualitative user' feedback could be employed by researchers. As different games and platforms influence enjoyment differently [START_REF] Thin | User experiences while playing dance-based exergames and the influence of different body motion sensing technologies[END_REF], it is also important to measure these parameters on similar games across different platforms such as Nintendo Wii. Although players had the possibility to customize their avatar inside the game, which has been shown to affect exercise intention [START_REF] Waddell | Can customizing an avatar motivate exercise intentions and health behaviors among those with low health ideals?[END_REF], similar gaming profiles were used for all players to avoid various exertion levels. A player's competence is perceived to be higher when male avatars are used, especially for female players [START_REF] Kaye | Exploring stereotypical perceptions of female players in digital gaming contexts[END_REF]. Although our testing sessions were held during the early hours of the day (around 9 a.m.), participants may have perceived "later today" and "future" differently. For example, participants might have responded "Not likely at all" due to other commitments in the day, because they felt that they had performed enough PA during the exergaming session. Future research could also compare the near future (later today) and further distant future by employing subtle changes to the wording of relevant measures. Future longitudinal studies should also explore if real sport and PA participation intentions lead to actual future participation.

Conclusions

The purpose of this study was to compare usability, playability, and future intentions of participation in PA and the real sport after bouts of a swimming exergame with players of different gender, swimming experience, and exergame experience. The results indicate that a swimming exergame might be used as a tool to encourage the player to participate in PA, but this exergame does not appear to change swimming intentions. The novelty and entertainment elements of the swimming exergame may play a role in influencing players' attitudes towards PA. As realistic movements are more likely to induce presence, improving the quality of platforms' movement detection might make the gameplay more natural and increase engagement in sports exergames.

Table 1 .

 1 Descriptive statistics (Mean ± SD) for different variables by performing groups. PAint: PA intention; SWIMint: Swimming intention; ENJ: Enjoyment; SUS: System usability scale score; OR: Overall rating; GEQ: Game experience questionnaire; Gen: Gender; Swim Exp.: Swimming experience; Exer Exp.: Exergame experience; M: Male; F: Female; Y: Yes; N: No.

	Before

Table 2 .

 2 GEQ components' scores (Mean ± SD) between performing groups.

			Num.	Absorption	Flow	Presence	Immersion
	Gen	M F	56 20	1.61±0.36 1.58±0.34	1.89±0.33 1.95±0.28	2.10±0.39 1.91±0.38	2.31±0.52 2.32±0.59
	Swim	Y	40	1.62±0.36	1.95±0.34	2.09±0.39	2.22±0.58
	Exp.	N	36	1.59±0.34	1.86±0.29	2.01±0.39	2.41±0.47
	Exer	Y	16	1.65±0.43	2.08±0.26	2.16±0.39	2.06±0.57
	Exp.	N	60	1.59±0.33	1.86±0.32	2.02±0.39	2.38±0.51
	Total		76	1.60±0.35	1.91±0.32	2.05±0.39	2.31±0.54
	Num.: Number; Gen: Gender; Swim Exp.: Swimming experience; Exer Exp.: Exergame
	experience; M: Male; F: Female; Y: Yes; N: No.			
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