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ABSTRACT

The main purpose of this study is to survey the elementary middle and high grade students’ sport behavior and performance of

playing Nintendo’s Wii by using involved in theory and technology acceptance model. Data are collected through questionnaire

investigation from 503 elementary middle and high grade students in Dali District of Taichung City. SPSS 12.0 is utilized for

computing descriptive statistics and factor analysis. Then LISREL 8.52 is utilized for linear structural relation analysis. The study

results are summarized as follows: 1. For both high involvement group and low involvement group, perceived usefulness and

perceived ease of use do not significantly affect behavior and attitude. For high involvement group, behavior and attitude positively

affect behavioral intentions. But for low involvement group, behavior and attitude do not affect behavioral intentions. For both high

involvement group and low involvement group, perceived usefulness positively affect behavioral intentions; perceived ease of use has

a positive relationship with perceived usefulness. 2. For all samples, perceived usefulness positively affects behavior and attitude;

perceived ease of use does not affect behavior and attitude; behavior and attitude positively affect behavioral intentions; perceived

usefulness positively affects behavioral intentions; perceived ease of use has a positive relationship with perceived usefulness. The

study results can be the reference of game enterprises and elementary schools.
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