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            초록
          
        

        
          The goal of study was to analyze of babyboom generations’ leisure smart devices using intention by applying extended technology acceptance model with focusing on serious leisure. A total of 294 questionnaires were collected from babyboom generations who participated in physical activity for leisure. Data were analyzed by SPSS 24 program and AMOS 20 program. As analysis methods, frequency analysis, factor analysis, correlation analysis , validity test and structural equation model analysis were used. The research results are reported as follows. First, babyboom generation’s serious leisure had a significant effect on perceived usefulness. Second, babyboom generation’s serious leisure had a significant effect on perceived ease of use. Third, babyboom generation’s serious leisure had a significant effect on using intention. Fourth, Significant effects of all sub-factor pathways constituting the technology acceptance model were confirmed. The significance of this study can be found in that it tried to reduce the leisure alienation of babyboom generations.
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