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Objective: To compare the energy expenditure  significantly more energy than playing sedentary
of adolescents when playing sedentary and new computer games but not as much energy as
generation active computer games. Design: playing the sport itself. The energy used when
Cross sectional comparison of four computer playingactive Wii Sports games was not of high
games.  Setting:  Research  laboratories. enough intensity to contribute towards the
Participants: Six boys and five girls aged 13-15 recommended daily amount of exercise in
years. Procedure: Participants were fitted with a  children.
monitoring device validated to predict energy
expenditure. They played four computer games
for 15 minutes each. One of the games was
sedentary (XBOX 360) and the other three were

Table 2 | Mean energy expenditure for all participants during
gaming and various sports and activities

Mean enargy expenditure (k]

active (Wii Sports). Main outcome measure:  activity " Eachminute Each hour

Predicted energy expenditure, compared using  Thisstudy

repeated measures analysis of variance. Results:  Restingenergy expenditure 5 300

Mean (standard deviation) predicted energy — XBOX360 7.5 450

expenditure when playing Wii Sports bowling ~ Yispartsbawing 17 700

(190.6 (22.2) ki/kg/min), tennis (202.5 (31.5) dSpotstenns 123 750
‘Wil Sports boxing 121 730

kJ/kg/min), and boxing (198.1 (33.9) kJ/kg/min)
was significantly greater than when playing

Variousactivities

Sitting playing board games 6.7 400
sedentary games (125.5 (13.7) kJ/kg/min)  Gowiing 13.3 200
(P<0.001). Predicted energy expenditure was at  Tennis (doubles) 22.2 1330
least 65.1 (95% confidence interval 47.3 to 82.9)  Baxing (punch bag) 26.8 1600
kJ/kg/min greater when playing active rather  Baxing(sparing 40.1 2410

than Sedenta_l‘y games. COﬂClUSionSZ Playlng Egeuli:il:l:nlif::lzmluesfurthevariuusa:tivitiesusingmetal:u:llil:
new generation active computer games Uuses

(BMJ 7633:1282-4, 2007)
Q) 2> F 57w B3 Lm?
(A) New generation computer games: Watch out for Wii shoulder.
(B) Energy expended playing video console games: an opportunity to increase children's physical
activity?
(C) Energy expenditure of sedentary screen time compared with active screen time for children.
(D) Linking obesity and activity level with children's television and video game use.
(E) Comparison of energy expenditure in adolescents when playing new generation and sedentary

computer games.
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(A) 0.8 (B) 1.8 (C) 2.1 (D) 4 (E) 5.4
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(A) XBOX 360 (B) Wii sports tennis (C) Wii sports bowling (D) Wii sports boxing (E) & i #Fz32
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