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PLAY

Spontaneous Play Organized Play(GAMES)

Noncompetitive GamesCompetitive Games(CONTESTS)

Intellectual Contests Physical Contests(SPORTS)

1 Sports [8]

2.

2.1

( 6 )

[19] The Oxford English Dictionary[10]

”Pleasant

pastime; entertainment or amusement; recreation diver-

sion” ”Participation in games or exercise, esp.

those of an athletic character or pursued in the open air;

such games or amusements collectively”
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Coakley ”sports as well-

established, officially governed competitive physical activ-

ities in which participants are motivated by internal and

external rewards”[6]

Coakley

Guttmann

1

[8]

”Spontaneous play”

”Organized play”

”mind

sports” ”electric sports”

”mind

sports”

”Intelectual Contest” [17]

”electric sports(e-sports)”

[17]

e-sports Guttmann

”The Olympic Move-

ment should strengthen its partnership with the computer

game industry in order to explore opportunities to encour-

age physical activity and the practice and understanding

of sport among the diverse population of computer game

users.”[16]

2.2

Guttmann

e-sports

e-sports

e-sports

Fraunhofer IIS GoalRef[3]

Nike Nike+[5] Adidas miCoach Elite Team

System[1]

exergames[15]

[7][12]

[13] e-sports

exergames

exergames Dance Dance

Revolution Wii

Wii Sports Microsoft Kinect SCE

Playstation Move

Exergames e-sports
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SPORTS

digital sports exergames e-sports

DIGITAL GAMES

2

2.3

e-sports exergames

exergames,e-sports,

2

2

e-sports

exergames

e-sports

exergames

3.

3.1

[18]
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5 ( )

3.2.1 HP

4

3.2.2

[20] 5

4.

[4][2] Coakley

[6]

[9]

BallCam!

[11]

5.

exergames

e-sports
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