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ABSTRACT

People change his/her leisure lifestyle while the information technology changes. Video game will give a good demonstration for this

declaration. When Wii – an interac-tive body-motioned TV game – released in 2007, changed the traditional function of video

game. Wii combined leisure and body exercise to provide the function of playing, entertainment, work-out, and socialized with

others. Some news also indicated that video game might cause physical and psychological harms, including figure-injured,

neck-aching, muscle-aching. The main purpose of this study focused on the exploration of the relationships between the leisure

benefits and the risk perception of playing interactive body-motioned TV games. Several literatures were surveyed and a constructed

and well-defined questionnaire was applied to collect data from female players in Da-yeh University and communities in Nantou

county. The researcher also recorded the female players with camcorder during attending a well-designed Wii game. The data were

ana-lyzed and several hypotheses were tested with SPSS. The main findings of this study were concluded as followings: Different

ability of playing video game had significantly different on the leisure benefit, but no significantly different on the risk perception;

There existed significantly positive correlation between leisure benefit and risk perception; The leisure benefit and risk perception

raised after playing the Wii.
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