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            초록
          
        

        
          This study examined the dual mediating effect of self-efficacy and resilience in the relationship between leisure activities using smart devices and quality of life in the older adults. For this study, 515 older adults aged 55 or older were selected as final analysis subjects using the ‘Health Aging Healing Care’ data collected by Digital New Aging Research Institute of Kyung Hee University in 2021. As an analysis method, SPSS PROCESS macro program was utilized to confirm the dual mediating effect by verifying a serial multiple mediation model with two parameters, and the significance of the mediating effect was confirmed using bootstrapping. The key results of this study are as follows: First, the elderly's leisure activities using smart devices were found to have a significant impact on self-efficacy, self-efficacy on resilience, and resilience on quality of life. The direct effect of leisure activities using smart devices among the elderly on quality of life was not significant. Second, in the relationship between leisure activities using smart devices and quality of life among the older adults, the path leading to quality of life through self-efficacy and resilience sequentially was found to be significant, confirming the dual mediating effect. Based on these results, we derived effective intervention directions to improve the quality of life of the older adults and prepared theoretical basic data for research on leisure activities using smart devices for the older adults.
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