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ABSTRACT

Introduction of various types of new game console manufacturers competing to attract customers, or to increase peripheral products,

or game pieces to expand the development of such games. In order to maintain customers or attract new customers, on the table

include price promotions, new games, celebrity endorsements and promotions in conjunction with other value-added activities, and

so on. In the table, the major game development company is committed to skills enhancement, such as the processing chip and

display technologies, so the game screen is more vivid, more shot in. Smoothness in the game, the enterprise not only graphics

technology development, we must invest a lot of costs in the host device, to prevent players using the game after feeling bored cause

lack of immersion. In view of China's economic reform and opening up, foreign capital actively distribution in the mainland; from

the Wii console gamers, for example, management is now the best-selling video game market sales champion of the aircraft is,

Nintendo Although there have been a long-term operation, then the initial Into the market economy in China is concerned, is one of

the big challenges. Therefore, this study tried to explore the cross-strait science and technology acceptance Wii console gamers use

perception, the will and behavior. In addition, research in many of the game, the use of perception for the will and the players have

an important determinant of behavior, such as the game allows players to immerse increase the degree title. This study will examine

whether the user perception of the use of the Wii console gamers will have an impact on behavior and use. Finally, the results and

findings of this study, presented academic and practical suggestions, and provide a reference for industry business.
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