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A B S T R A C T 

World population is aging, and one of the strategies to mitigate older adults' 
restrictions due to aging is to encourage them to play digital games. However, most of 
the current digital games targeted adolescents and young adults, neglecting older 
adults. A good playability game is important to ensure that it could provide fun and 
entertainment, and most importantly it must satisfies their needs. There are a lot of 
studies done on the evaluation of video game playability, but none has been carried 
out in Malaysia that specifically focuses on older adults. Hence, this study intends to 
evaluate the playability of a casual game among older adults by analyzing their 
experience and satisfaction in playing the game. The objectives of the study are (a) to 
identify older adults motives for playing games; and (b) to evaluate playability of a 
casual game based on older adults experience. This qualitative study was conducted 
among five older adults aged between 56 and 63 by using playtesting, observation and 
interview methods. The findings show that their motivation can be categorized into (a) 
individual needs to gain cognitive benefits, combat loneliness and relief stress and (b) 
game-related that refers to their motivation to enjoy the novel features of the game. 
The findings reveal that learnability, immersion, socialization, emotion and 
satisfaction attributes of the game have influenced their experience in playing the 
casual game. The socialization attributes of the game were less valuable as they 
prefer to play alone. The findings show that they were satisfied with the fun 
experience and the attractiveness of the game, but they were disappointed with the 
time bar problem. The findings from this study could provide opportunities for the 
game developers to innovate and create competitive advantage in gaming industry and 
consequently help older adults in improving their quality of life. 
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