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Abstract

Video games have been very popular in the last few decades, but their negative effects have re-
ceived most of the attention, such as that playing violent video games may increase players’ ag-
gressive behaviors in daily life. Recently, some studies have shown that video games also have
positive influence on players’ cognitive abilities, including sensation, perception, attention, space
cognition and so on; whereas other studies have suggested that video games do not significantly
improve players’ cognitive abilities. This discrepancy might be due to confounding of independent
variables. On the other hand, video game training has been developed to take advantage of the
positive influence of video games to maximally improve player’s cognitive abilities. So far a few
studies have shown that video game training has great influence on people’s attention and spatial
abilities. Video game training has been applied in education, military, medical trainings and daily
life. However, cautions should be taken to apply video game training to avoid overtraining or
player’s overindulgence in fantasy.
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LTI,  IRRRALAIE R (Video Game), & NS5 7 5 24 @547 28 EL I IE R, FF T LAs ek fL i
BRI AT TR L FHLEZ P G SEI(ERT, SLatls, 2003). FEFE TR &1
FEEMEIE, HTHRCLEANNTINHE AT (2012 FEriR EHR 2R ) A5 3 e E W 2% 955 1k i
3y v i Y 25 T XK X D3 R RN sl i FH P 45003 Ak 3] 1.4 42, 2.71 A2 0.89 42 (FF [ iz bl dife ik 12z,
2013).

LU AR T DAAR B N S AR 7 AR AR B 2RIk BRI SRmS IR . 20 2 i
X A A i 20 Ak (Schwan, 2006) . sV E 2RI 1 BLFR X N BN TR Bl S5 BSR4
iRk OBFEIE) « (fEdar A o BRRIEREERE U EAN G NS E B — A TIREE G
T R — PP AR AR R, Gk Y ZENNSE) o A SRR 2 B FE X BN S B AT AU R
AR B, KAT. B RE, Wk (B KA o SRMESSUERR A, DU AU SRR 45 Sk A
B, WK (L) o R T BRI @ e, W (R H ) o A T SRR
FEERDIFENHEE— A OSEEGE— A6, LRIERAELINg 5. WEETEERANEENRR,
W (FFERS) o FEBWRIIKE, — AR T BRI 54 Fal 42 i 2 Bl s bm i, 451 it ik
CHLIRRIR Y 22— ANERZRIER, Ha s (r#l) & B2k sr, 1 IR e 4 24
Hll—AN A, Rl AT DA R A 3 T SRR

HL IR R R R 24, NN BRI Ui xR an NSRBI ke . — 7T, #8407 Dt
T USRS G S E S A R Oy, o R 6 H IR ) AT R A BT
AH———TR T RSB FHER o i AR, B il i B AT s Bk B AL
T I 0 RISEHE 24T 54 F B 0 J. BF (Anderson et al., 2010). A — 5T, B BT IR AR LB, Sk
RAEET BRI K. £ GRED) (Lemmings)iExkH, # il 75 ZE M8 IR ROHAR A . ST E RI, 1X—
At PRI E P 2 s N RIS 2 ARS8 NAE RIS [B) P 58 5 7= AR B NAT A I B S AR TE 2 1) (8] 2 0



HL O X I 5o DR BE 7 () R0

O FRE S, U I B SR AL S R R S N B 5 i SR AL 2 VE 4T 9 (Greitemeyer & Osswald, 2010).

BE A6 HL I R R SR, G AT LU X 1) 7 T s e /N R FL T R 4 A SR I TR THT A
KA, 2 EATHE IR B EE RS e —. HAT, E OB SR 2 M O H R BT SR R LT
SCM, U0 A AEDUES TR AR AR IE I RS, DL R DU N IR R A (A K A, T
K3, 2011) 7RI E D ERIRM(FIENT, 1065, 2007; IWEE, XEE, sk, TFF, 2011).
T T IR O AT N IR S 22 W, FhAEZE, 2006), {H T B R NI RIS T AR AR AR
PRI 52 0 852>

SO LRI AR ] 71 56T FL U R AT B M R BE T BRI A . AR SO AR BN RE ) = 4R O FAE
BINTREAI RN, AFER. o, TAEICIZ. KEHGIZ, 155 RS (Carroll, 1993). ¥, AL
W DA FEL TR N RN RE D B S R, R B I I 2ROk FE I B BR At . Ik, AN HT
WER IR I S FU R, B TR IR E IS AR i O N o B s A SOB T 2 01 50 R 13047 45
HOHT, R TR SR AR SRATE TR A JE T ) Al — S R TR
2. B FHEE ISR A4 f IR B fil

T B IR RS R R BE S BRI A, 35 B L 2 A) P Bl A it )k bt S R Tk e 2% AE 0L R
55 BRI, AT — AR AEIT /S H WA R FFDY R . B R & D — /NI BA_F I [A) B 100
RIS AR RIS AR ) 5 L1 I X AN B R L~ AN Bo B Ik (19 N (Green & Bavelier, 2003). )
AR 28 L Ui R A2 FL Ttk Y b2 ks R R A2 W B — R T, I ELIR LR T 1 i, it DA Tt o 1
TiE KRR HTRE T R 200 B 32 SR R

o6, BMESRHE IO AR R A D — € ISR . SRR I 2 50 5 43 B K AEAS 5 R I 1 SR B8
FHER B B S B R TE W5 5 B o R R AR 1) Z 40 B 2 1 5 = (Green & Swets, 1966), 1X
390 1 B B0 5% ) R N TR AR T 2038 (West, Stevens, Pun, & Pratt, 2008). G WA, 44058 H i
AR 5, R 5 ) PRk ] TRD B /N, AR Bo 5o DA IX 4 FL R I, AB SR ek Be 2 Re st HedkAT X 73, iER]
RN 50 v] s AR . i SELE A ) 22 )8 52 1R 0 L (Donohue, Woldorff, & Mitroff, 2010).

Hk, BB PRI B B . — SRR 503 W BT 3 %R e SLE U0 1) 4F: 5% (Flanker
Compatibility Task). ¥ & B#/iifT-55 (Attention Blink Task). #2415 (Enumeration Task). % HFriB EiT5%
(Multiple Object Tracking Task). 7 ZCMLEF{E45(Useful Field of View Task)r 12 BLAR Lo Al E BT 5% H 4
(Green & Bavelier, 2003, 2006a, 2006b: Trick, Jaspers-Fayer, & Sethi, 2005). fMHI4F 5% 3= &% B Ax4
HEAT JAI T I (100 X B2 5 o 15 52 B P AR B e 22 TR) B 5% 3R (Eriksen & Eriksen, 1974) ¥4 I i A1 25 I & ik
FE—AN A2 35 J e 1) PN 2 5 BB v = 188 ANl (Raymond, Shapiro, & Arnell, 1992); MZEAT45+,
PR T R 5 7E — AP NI B A A IR EH AR R EE (Kaufman, Lord, Reese, & Volkmann, 1949); %
H ARG R AT 55 ) SR 1K R I 3 25 22 AN BEAT LR B0 1) B B J5 0 e A LI HU T (Pylyshyn & Storm, 1988); 4
SRR A 2% W B 4 A AE T8 IR BRI Sk B (17 L e A5 A 45 B 1) 7% [B] Y [ (Ball, Beard, Roenker, Miller,
& Griggs, 1988) . HiL 1 AR It AL M HIAT: 55 LA B2 AT RO B A 55 1 2 B B8 4733 WA At AT D F v 2= R 0050 1) 2 1)
BCRET™, Rbepocy - A B AR R R B0 R 3 s DL R AEMANHITESS RS H 15, £ H
FRIBERAT S IR ILEB L AEDU K B, BB PE SR o ik vl e d i T X T A & . A2, ([ERE
BRI, 75— B ER IR SR K # AT L, FRRA R B S AE A AT 55 Bl = R
RS RIS DG B35 200, 175 3 5 50 E I 5 (Repetition Blindness)H1 76 .35 7 7], HH UL BA 3L
FAAEFAEE B A E LI TR 25 (Irons, Remington, & Mclean, 2011; Murphy & Spencer, 2009).

B2, BMERRTIERIC R T IR AR REYE, IR EAR G LR T SRR —

)



HL D X U 5o DR RE 7 () R0

RS i Vi X B 5% LU AR B0 SAEAT 55 5 3 Wi ) S S I A, 18 B ARATT 9 A 60 R 3% 1 B 13 (Col zato, van
Leeuwen, van den Wildenberg, & Hommel, 2010), BEZ{EHIBr B A A I 52 25 (6] TP 200 56 /N (Green &
Bavelier, 2007), fi HL5E /> B H J5 7 4052 0 B % (Backward Masking), B H bx 2805 H BT P45 H
Fr BRI T4 5 2> (Francis, 1997), U BB TP LR 52 m beAEBES /M (L, Polat, Scalzo, & Bavelier,
2010) . [FIEF, A5 HIF 7038 308 Jok of s S0 3 330 47 A0 W P R0 AT 45 AT 45 48, R I 5% L AEBU R (1) R S 8 4
TR AETU R AT IR Z G RIS i i, 1 I R o0 N IR BRAT 128 il B8 7045 520 (Strobach, Frensch,
& Schubert, 2012),

MAEFREERS ERAE, — MW B A ARBTG5 K AL (SSVEP) LA K - 1-AH 5% AL AL (ERP) HUBIF 5T 26
B, TR U S I LI A A 6 B L 3 AT AR AR R T O TIN5 1 i A T AR AT 55 SE AR A
XU EL(Mishra, Zinni, Bavelier, & Hillyard, 2011). <325 AN — T FER M, AU AT A7 B 5T X 45k H) fii
B R/ NS AR S SRS R (B SRIMUEAT ) 145 ) st 2 1 AH G K & (Basak, Voss, Erickson, Boot, &
Kramer, 2011). J83d 30 /N AS[E 7 2T RN S, AF 70 A IS B 9 K I S A0 198 X A 1 0
B B 2 (5 AT 42 1) BE 0 5% ) R IR0 A SEARG, 356 WA A 00 B 1) 11 2 L 8 S8 I 5 BE N 2% (Lee, Voss,
Prakash, Boot, Vo, Basak et al., 2012) .

R, R LeriE SR W R RO B S RN i AR RE A ARG, R A e AR = A
HUT S SRR, AR R Z SR IR E e —3. Boot, Blakely f Simons(2011) W\ AiX A& i+
WHFE 7V BRI R B o H T KR 23 9 LU R PR AT 58 0 7 26 T D i B 2 PR A3 xR B 5 11 281 1)
i, Pt T g i A A RS2 H 1 DL SR I R B YR IMEK” X —HhREEZ —, N
T 95 7 AR b G S22 N . — BB 9T L AR S A s T W IR X — By, RIARAT
AIRE 2R B S AR & AL 5 2N B ST B R AR, M A S SRARFAE 6 i 22—l o 52 31 S B
& 1A T X P A A ) U ) S 2 (Orne, 1962) 0 55—, RTINS, BuX AAEBU AR 2 8] B T30 4 1)
HREMEENZESR, BT BN A R B n] G i) e —— B K AR R B TR Bk, W REIS A H
Al Ry 2L T 22 S U e E B Kt Hh T2 D77 THI A 3% T B RSN T AN B Beilie #k, - DR Al AT T n] ReAE
WA ) B A 2R Bk, RIREER S BUR IR KT, AT A B, ez )
FLAC ISR . 38 =, KM B FUREE TaER IR ISR t, mMafER iR IR 4 R 20N
FvE, FRUCAE AT LR A AE DS IR0 bl B /b 2 4k P A DG B

3. BFERIINEGHRS N A

JUAE T HELF U RO DA R R 77 1R 5 1 (V0 AS TR BI 0 2 RIS 4 080, AELJR: 2 /038 20 ik 7 0 B Je 0 v 700
e 2R A RN fE S BoAg — @ AT Tl 5 (video game training) 48 7E — 5 I TR) P A4 A2 5E O Be He
TIERRHVIRAS o X 7 TH BRI 7238 H 4 AEBUSR 43 N PR A 2560 2 9 5% — e A 1) 5 3 ) 355248 ol 7 0 ek )11 2 »
SXof FR 2 422 52 [i) A5 B T e P 1 ) — SIS LUl e DI R B AN 52 LTl 5

— RIIF TR, SIVESE TR Gt N A8 1 G BRI « Green 1 Bavelier(2003, 20064,
2006b) MO B MAEBU R AT TNERE I LLEL, X IEBL AT T BBl ikl 45, RILAEDT
FAEG L — B (R I Z R P R 2 J5, TEACZEAE S5 A O B A 25 A = i AT 55 v b 42 52 [
FEI 18] (1 % 2 37 75 Bl sk I 2R ) AR DU R R B SE 4, 3 Uk B — 2 ) [B) PR Bl 28 il R R 1 N I E R
BRI, FENSESERAAEL . HEH TR, SERIER MG 2 AT K AR b R GRS
B RS RILFEFRAZA (LI, Polat, Makous, & Bavelier, 2009), H. 53 ¥ J5 1) 40 5 38 kI 52 58 /1> (Li, Pollat,
Scalzo, & Bavelier, 2010). Green #1 Bavelier(2007)fIRF T 2B, sh1E 2 s Tk Il 25 e 48 A AE 55/ B b5
- TIHMBEEVEEIX 7 =%, B2 AT I . Sanchez(2012) &I, Zid 35— NFRE iRk




HL O X I 5o DR BE 7 () R0

WIZR IR A AE A 5 2 [R) R I i oy, S AE 5 W0 00 23 TR 26 AT 4% (n 2% =) 5 0 % TRD A 26 1R )
FHEEIRI. Green Al Bavelier(2010)iAN, il ah1ER MRl Zr iDL X MM 2 HEBR B ) LL &
TR AR R FE DTS A, I DR G B B 65 R T S Sh F S i R AR S TR R B
it

HL TR I R A MR 7548 N IARIRE ), s LB aE I BE R B kN RE /). Din A1 Calao(2000) 5%}
SEWHTLE AT TAOCTTFUR I, 23T 40 23 iife s I 2 S5 AL AR TR 20 vite ke I ey 42 1l 4Lk i
FE 2 i 56 (The Wide Range Achievement Test-R3)H 2T 85 DL K Fal 525 3mSR 3% Bk AR
KR JIEA i . 71, 8IS BRI AN R 2 B0 R Ui e I 2 n] DARRAES 2 4 N9 S SIS (Dustman,
Emmerson, Stainhaus, Shearer, & Dustman, 1992). 5 ARBEATHER I Zri4z B AAR L, 20 ST S HL i
RN ANTEPAT R B RE 1 (WA 55 4 . TAR IR A2 %) A BOR I3 Tt (Basak, Boot, Voss, & Kramer,
2008) . {EH: T FRERHNT R =412 3010 Wi P & LI TIZahiER N2 2 5, 24 NI G ARE 3 HLEE
AT 1281 i R0 40b T 358 35 0 s R H T (Maillot, Perrot, & Hartley, 2012), {H 2 A &A1 25 68 1 (n &4
A B12%) 1% B3 5 (Ackerman, Kanfer, & Calderwood, 2010).

FEL - IR VI R T S o M ) 22 3 7 T OV A48 52 0G0 o —F AN/ N IR Bl A 2 L 7R DI 5T LA
A58 55 14 AN 2 P B AR DU 2K AR 28 () A AL BRI AL AT 55 IR 301 22 S B 2 4 /)N (Feng, Spence, & Pratt, 2007).
H HAEG IS — B IR S il R 2 S5, S5 AR e VR 2 ()RR ) BTt rmn PRI R B 2 — R 1Y), S AT T )
HIfE 71K/ NFE2%(Spence, Yu, Feng, & Marshman, 2009) .

AR, HFURING DA E AR 7 — e BEMMNA . G, BERillgenT i T %3] —
S RLAREARRE ), WIHARR (AR 4adn i) RINERATREME T — MBI AR K FRIN, kX
TEWERG 2 o) — S AR W A AP R e, TR PG aR B AEENEAR (BIE RED) R IR R AL
P& 5 EROFIRON AT (1) 42, 2009) 0 SEHAETHAER 12 i T IR I SR R S 0B TN o FF il
e 2 0y B 22 (KA AE e DL B L B iR 4 B /D (Grantcharov, Bardram, Funch-Jensen, & Rosenberg, 2003),
XARE R T TR A 50 28 N R o 25 (A1 BE 77, AT 4 e AT R 40 N 245 1) 4t (Enochsson,
Isaksson, Tour, Kjellin, Hedman, Wredmark et al., 2004). B 55 xR 6 A0 50 25 (8] G F1 i R, &0t R
S0 110 S 3 U X I R P T AR = A 55 R SOV S 1 P s B A 4048 (Minimallly Invasive Surgery Trainer-Virtual
Reality) I R B E 4wy, W N BB W 72 22+ 48 I Ab JF — B0 Rl S 47 W %2 (Schlickum,
Hedman, Enochsson, Kjellin, & Fellander-Tsaim, 2009). B —77 T, BRI EZEFE T MAEAS A
WEH. #ilhn, EEZETIFRE KBS L ERR CEEZEN) , STUFAEEEMR A, 3
B e S I RN ZE R AT, R S ST TR0 AR A iR (Atkinson-Bonasio, 2008). HE A BAE
JRZEAE 2011 AEABAED T EF0E OboRfEdr) , FTMBE S IMAIIZR(E 240, 47, 2011).

4. FNSRE

UIRTFTIE AR B AT SR B I RN 2RO N IR BE 04T AR EE M, I CL A 284U
BTN FATIOY, BT HAMINZGRU, BRI & IR SR K 8k Hwt
RRA BIRBL R E A T AN, I ELRT BLEAT AN ) 58 38 DOd NAIS TR AE A, AL AR o A ) 25
5 H AR . MR R SR, AR ik N R B I S RSt BB ™l
% (BIAS AR S5 0 3 22 H 0 1R 38 08) R 7 A 358 B PR30 ) 2 LB T A TP S AN TR (27, kA 16
2011)o 37, WFHERIIFSRE L, WEAR, EERAAFEMBZL . AFEBREACT IR,
LTI N ZR I S2 AR T AT DLAR R T2 o BRI, 5 REIR AT FEAS [RI AR ) R T PR A6 i B R AR [
SN, JUPAT AN AS [R]85 5K NGRS AT L ) 73 s I 2R AAF S AT 2 RE R R . AT, ARSI
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FET LIV B IR A IR AN R N B2, b i 7 A AR AE AR AT LG, AT B8 B R At 6 AN () AT
BEAT BT ERR T R R A —— Ll it & 48 AT A QU A 25 Tk R FOA R BB T R, XS
AT R DRI RN RO B RS . AN, AR 5034 P B0 R R0k A ) s 5 AR
HE L WM AERHEER R, BRSR Ao A FTIE B2 R R, AT SE A R M g AT
TR GRI BTt ——bb a5 S R R ) AN /& B BRI s AN — 58 B U8R D N, 38 it eI 25
HBh I BE R B E A

B2, WA —SRBEATE. Bk, —DRT PRI 7RI T B IRt 7T ik
F M4 (Publication Bias), 7EXHBHTAIEZ J5, HLFIHERXT KN RE S 052 ma 47554 s 280 L 2007 B 2 F
fi&(Ferguson, 2007). JEEFILZEA WIT)E | 182 AN 2 3 45 B AOHIF %% S0 2 4 Journal of Articles in Support of
Null Hypothesis(Ricker, 2002), {HRMARETEIAIRAAAE, Wk 152185 8RS TR AR B AR
SR AU BISCE GO R A R AT BE R — e TR AR I E A R, R TR R
(Easterbrook, Gopalan, Berlin, & Matthews, 1991). FATIA, X [l 1 tH °] 58 & A= 78 HL T U xR IR 1 72
Fissk, BIZERIESG EARRENRSCEABREIRE. HIK, BATNTERERZ, &SRk
B H T R I R X N R R 1 R E (B AR A 5 2240 L 3t X I B 7 1 S T S I, R B LR R
TEEA R G RIKE. Green 1 Baliver(2003) W i1, RER 1~2 /ML SELE 10 KT I ZRaE R AL H
TR ENRE T B3R s 7 AR . RIE, FRATIA Y, IXFERW e al RN Be B, &R X1
TR Lt AR EEN

oM
e T /I B8 R0 A SR 26 00 S AL
EETH

TR R QU e I H SR NE FE 0 2012 FHAEIH .
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