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Thesis


The Nintendo Wii is a new type of video game console that can actually benefit a person’s health.  Many places have started using the Wii to help keep people in shape and active.  The Wii broke away from the hi-definition graphics that other consoles were offering and revolutionized the way video games are played.  Nintendo’s innovative technology has made the Wii the best-seller among the three major game systems.

Problem Statement

Important Terms

These are some of the basic definitions that you need to know in order to fully grasp the ideas presented in this paper:

Nintendo: A Kyoto-based company that specializes in producing video games (Ewalt, 2008).

Video Game: A device that uses a physical interface (normally a keyboard or game controller) to issue commands to an on-screen character within a storyline (Shinkle, 2008). 

Console: An interactive device created for the sole purpose of playing video games (Hillier, 2008).

Next Generation: The product of advancements in the development of video games.  New consoles are released by major gaming companies (Pearce, 2008).

Nintendo Wii: A next generation, interactive video game system developed by Nintendo, played with a hand-held, wireless remote that senses motion and requires the participant to mimic the actions of their on-screen character (P. J. W., 2009).

Wireless Wii remote (Wiimote): Remote control-sized controller that detects motion and rotation in three dimensions (Shinkle, 2008).

Gamer: Anyone who spends much of their free time playing video games or learning about video games.  The average gamer is usually someone who has played for approximately 13 years, but there are many different levels of gamers (Pearce, 2008).

Wii Fit: A video game released for the Nintendo Wii that is played using a special balance board (Ewalt, 2008).

Balance Board: A pressure-sensitive pad that measures the gamer’s weight, center of gravity, and body mass (Ewalt, 2008).

Wiihab: An abbreviation for “Wii habilitation,” a new idea that came about after the introduction of the Nintendo Wii to use the console for rehabilitation and to keep older individuals active as they get older (Cox, 2008).

Exergaming: Using physicaly interactive video games to get children to move more than just their fingers in order to play the game (Medina, 2008).
90nm SOI CMOS: 90 nanometer, silicon-on-insulator, complementary metal oxide semiconductor (Na, 2009 and LaPedus, 2007).

Current Interest


Video games are attacked because of the alleged negative effect they have on a child’s physical fitness.  The focus is normally on a child’s fitness level because they are the intended consumer in the video game market.  Nintendo’s Wii changed the way video games were viewed because it actively involved the gamer in the playing of the game (Shinkle, 2008).  Nintendo took a big risk when they created the Wii, but it paid off when the Wii became the best-selling console of the next generation (Pearce, 2008).
Significance


Nintendo’s innovative ideas were momentous in the communications field.  Sony and Microsoft both enhanced the graphics on their console to support high-definition quality of picture and processors more powerful than most desktop computers (Ewalt, 2008).  Nintendo used a different method and changed the way people used a console, expanding their consumer base to people of all ages (Ewalt, 2008).  The motion sensitive and pressure sensitive technology found in Nintendo’s Wiimote and Balance Board are modern adaptations to the old controller system (Hancock, 2008).
Controversial Issues


Playing the Nintendo Wii actually burns calories and uses energy, but most argue that this is not enough.  The energy used to play an active Wii sports game does not contribute enough toward the recommended daily amount of exercise that children should have (Hancock, 2008).  The exergames played on the Wii are more beneficial than regular video games but can not replace genuine physical activity (Hancock, 2008).  The Wii workout is helpful mainly to those people who do not have the motivation to leave the house to exercise (P. J. W., 2009).
Group Interest


This topic is of a particular interest to the gamers that usually play video games, especially those who got a Wii when it was released in November of 2006 (Ewalt, 2008).  Some universities are very interested in researching the effects that Nintendo’s console has on the public health (Cox, 2008).  Video games like Wii Fit are not made for everyone, but are made for the children who are not athletic enough to join sports or exercise outside comfortably (Medina, 2008).  Certain places, like retirement homes, are interested in the Wii to keep their residents active and aware (Pearce, 2008).

Summary of Literature
Nintendo took a large risk in changing the gaming experience, but it has paid off for them in many different ways.  The Nintendo Wii has performed well in the video game market, outselling both of its main competitors.  It has completely changed the way games are played.  The new Wii has also gained popularity beyond the usual gamers.

Console Race

Nintendo has a few advantages in the gaming market that are helping it stay ahead of Microsoft and Sony.  The Wii is less expensive than the other two consoles, which makes it more attractive to consumers.  The console also has a unique method of interactive play that attracts gamers of all skill levels and ages.  Nintendo used a different thought process when they developed their newest game system, the Wii. 
Nintendo’s Wii is more affordable than the other next generation consoles.  While the Microsoft’s Xbox 360 cost $300 and Sony’s PlayStation 3 debuted at $500, the Nintendo Wii was released for only $250 (Ewalt, 2008).  Nintendo was able to price their new console lower than both its competitors so much that they could not keep up production to meet demand after its release in 2006 (Molesworth, 2008).  Nintendo is able to keep its prices so low because they are able to produce their console for much less than their competitors (Nagle, 2008). 

The Wii’s innovative controlling system intrigues experienced gamers and draws in new gamers.  The Nintendo Wii is the first console that is widely motion-controlled instead of using buttons (Baumann, 2007).  The technology used in consoles like the Wii allows gamers to shape their own fun while playing (Hillier, 2008).  The controls are so easy to learn that parents and even grandparents can join their children to play video games (Diamond, 2008).
While all the next generation consoles have similarities, the Wii was developed with a completely different intention than its competitors.  Nintendo decided that the best way to compete with Sony and Microsoft’s increased graphics was to revolutionize the way video games were played and introduce a whole new method of interactive gaming (Pearce, 2008). The Wii uses a slower version of the same processor that the Xbox 360 and PS3 use: IBM’s 90nm SOI CMOS (Nintendo, 2006).  Nintendo did not simply take an old console and make it more powerful, they made their next generation console more fun (Ewalt, 2008).
Revolutionizing Gaming
The Nintendo Wii has changed the way video games are played.  Their unique gaming controls are exciting to use, even for experienced gamers.  Innovative ideas like Wii Fit are redefining what a video game is.  The Wiimote is a revolutionary idea that is helping gamers to get more involved in their gaming.
Nintendo has reached many “nongamers” by introducing games with different styles of play.  The Wii has released a wide variety of new games that are unlike traditional console games of the past, which has opened gaming up to those who have never played before (Pearce, 2008).  Hospitals are developing specialized training games in order to train surgeons instead of using traditional training simulators which are much more expensive (Reilly, 2008).  Nintendo releases games that appeal to all genres of gamers, their sports and exercise games are fun for all ages (IDEA, 2008 and Ewalt, 2008).

Nintendo is redefining video games by introducing their interactive games like Wii Fit.  Video games have contributed to weight problems for a long time, but new technological innovations could mean that gaming might actually be healthy for you (Hillier, 2008).  The Wii Fit is a home exercise game that uses the new Wii Balance Board in order to perform activities like yoga, jogging, and aerobics (Ewalt, 2008).  The Wii does have potential cardiovascular benefits, but it will most likely become an accessory to an exercise routine instead of replacing it (Baumann, 2007).

Every game on the Wii is interactive; they force the gamer to get physically involved in the game.  The Wiimote requires gamers to use their imagination in order to experience a wide variety of games using different individual gestures and movements (Shinkle, 2008).  Playing video games using the Wiimote can burn anywhere from 3.1 calories to 7.2 calories per minute, which is more than the 1.8 calories per minute a gamer would burn while playing a video game with a regular controller (P. J. W., 2009).  This activity does not burn as many calories as traditional physical activity, but is also the only option that some children have, and is something that they are more than willing to do (Medina, 2008).

A New Crowd
Nintendo has expanded their fan base by appealing to people besides core gamers.  It has caused people who have never played video games before to go out and try the Wii.  Hospitals and rehabilitation centers are even using the Wii because its unique method of play is beneficial to those who have been injured.  Video games are no longer thought to be damaging to a person’s health because of the Nintendo Wii.

People who have never touched a video game before are excited to try the new Wii because it appeals to all different groups.  The Nintendo Wii has expanded the video game market from mainly young teen boys to men and women of all ages (Get with the Wii, 2008).  Nintendo has simplified their interface with an easy-to-use controller and a fun method of play in order to extend their fan base to the “nongamer” market (Pearce, 2008).  The sheer fun of the Wii is its biggest advantage over other exercise routines (Baumann, 2007).

The Wii has even worked its way into places of serious professional work like hospitals and rehabilitation centers.  Hospitals have also embraced the Wii because of its ability to help rehabilitate patients who have damaged their motor system (Therapists, 2008).  The University of South Carolina has received a $200,000 grant in order to study Wii habilitation (“Wiihab”) and how much Nintendo’s console and other interactive games can improve public health (Cox, 2008).  Some medical facilities have found that surgeons who play the Wii to warm up for surgery score 48% higher on tool control and performance during the surgery (Reilly, 2008).

The Wii has changed people’s minds about whether all video games are healthy to play.  The amount of energy used while playing Wii’s interactive video games is not intense enough to contribute toward the recommended daily amount of exercise; it is not a substitute for genuine physical exercise (Hancock, 2008).  Virtual workouts with the Wii actually work, especially for people who are homebound or in assisted living (Get with the Wii, 2008).  Many older people do not like to bother with new intricate technology that is released, but the Wii is simplistic and easy to use (Allen, 2007).

Critical Evaluation

Content Validity
Searching through databases of peer-reviewed journal articles to find all of my sources proved that most of them stated similar facts that formed a single general consensus.  They all state that exergames, like the Nintendo Wii, are helpful in staying in shape, but can not replace a regular exercise workout (Baumann, 2007).  Physically interactive games like Wii Sports and Wii Fit can not keep a person in shape by themselves.

Unanswered Research Questions

One question my research was not able to satisfy was what the long-term effects of playing the Nintendo Wii would be.  Introducing an involved system of controlling gameplay could potentially result in joint pains from unfamiliar movements.  There has not been adequate research on this topic because the Wii has not been out long enough to actually test the theory.  Research might have already started, but the results will not be released for some time.
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