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The purpose of this sもudywasもofind もheimportanも meaningsin image 

affecもedもoone's recreaもionbehavior， as measured byも，heWor1d Associa-

もionTesも， exisもedamong 30 ma1e recreation 1eaders and 30 fema1es rec-

reation 1eaders (from 19 years oldもo25 years old) inもheH Labor Union. 

All subjecも weregiven two designated words， recreation and game， for 

each two minutes. 

Some ofもhefindings from the ana1ysis 1ed七othe conclusion as fo1-

1ows: 

(1) The 1arge number of acもivityresponses were revea1ed in抱 eimage 

for recreaもion. It wou1d be suggesもedもhaも se1ectionof recrea-

tion acもiviもiescou1d be one ofもheimporもanも e1emenもsin recrea-

tion behavior. 

(2) Significant differences were found be七weenthe group of pysica1 

andもab1eg創nesandもhegroup of gamb1e minded and socia1 games. 

More various responses were revea1ed inもhe1aもergroup， boもh

ma1es and fema1es. 

(3) Fema1e recreation 1eaders seemed to be affecもedfrom many environ-

menもa1factors in game siもuaもionscompared wiもhma1e recreaもion

1eaders. 

(4) Most ofもherecreation 1eaders were imaging recreaもionas group 

recreaもion.

(5) Ma1e recreation 1eaders were intended to image也 egames as phys四

ca1 and gamb1e-minded games， contraryもosocia1 games in fema1e 

recreaもion1eaders 
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