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Abstract

In the field of cognition, there have been many studies in the past two decades that have proved
that action video game players have better cognitive abilities than non-players. Similar phenome-
na can be found in non-players trained in action video games. Most importantly, this improvement
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can be transferred to untrained daily cognitive skills, bringing many advantages to individual de-
velopment. On the basis of combing the relevant research in the past two decades, this paper
summarized the cognitive fields related to action games, analyzed the mechanism of how action
video games improve cognitive ability, the characteristics of games that can enhance cognitive
ability, and explained the reasons. Future research can be carried out from three aspects: 1)
In-depth attention to the impact and mechanism of action video games on special development
groups; 2) Explore the impact and mechanism of emerging mobile terminal action video games on
individual cognitive abilities; 3) Further explore the differences in the effects of players' different
styles on cognitive abilities.
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1. 5|15

TEYS M2, MERHARNRE, THEVLAGR MBI REL RN, B2 1 AN TR Do
Mo PRATIE AR & — 5 B BT B & I 2 T — & (W RIS EAT BRI AR . AERIE AR, MRS 0
WA BN I A AT 3 B St — Ok UL, MAE R & B C A B I AR A& 13
fle . Wb BEAL Bt BREE. HWASR(EENS, PRecli, 2018).

T B AE ARSI R AT AT R 1) —Ffr, FEWERRAT M A, BRI R 32 A5 28— FNEE = N FR i kil
%% (First Person Shooting, f&i#k FPS; Third Person Shooting, f&#% TPS). ¥k PN 2008 A5 E & Fhiz 5t
RIS o OB GO T B E AT R I 8 XS ERAT WA BT ANE . fE—Ticsr#rd, Bediou
LENIHENVEMAE R A — RYEMERFE. 1) PT25; 2) Bammast, &3), TRl 3) &
M RIR AR s 4) ERITEEERCRAS Z 81 5) i 3E % & 4% (Bediou et al., 2018).

EINFIAIR, CLAH 1 20 SR LS EAUIE R B AR L T AR oo A Esk A ee 11, HARDixR A
— 5 KRR I AN ARE I RES BT, FL7E 2003 4F, Nature 245 iRIE T SHTEMBE R IE R A T
eI HKA LRSI R R 7T, BRI B ZRRE ™ A AR LM &R (Green & Bavelier, 2003).

BNVERATIE AR i T /MR BIR LS A SN BE g, SORUIAIER M 2 JERENEDL, B4 R BN VE LA
REEEFE EENRE ) ? T LAk, P2 EH AR T KER TAE. AR SCE B S0A R ) b —L
OERSY, WASEIE R 51X SR JTOC R, AN BN RE 5 ST RN X (2 1 N\ (¥4 T K
JEFRAE TR -

2. BEMIHRS NSRS

AT LUK BT A s AE A0 38 5 I\ AT BE 0 AH G I 78 B 72 0738 B =28 1) SRIRHFFE R T o AT it
Fi 2) BT LR - 3) T HaTE WA A m BT 7. %ISR 0T 5008 R — 2 K
A R A TR AR A, R — AN A LI A JR2H, AT — B[R], — 8 7V IR AT
RN o B XF LL I GRAT G 2 AN BN RAT S5 R B, 1T AT I 0K 28 56 R0 R BE 77 1028 10 {8 H R IR 4
LT
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K SCBRAZ IR N U 26, VR AGE BRI U R R 2 MUk —. IR RISCHRIT 7T 1 30
PR AT AN FAth SRR A 22 50 5 E B A ) T & A TSR RAMNEA — ki R 7 idiz, T
{812, @R, 23 E A5 Z N &N EE 71(Boot et al., 2008; Cain et al., 2012; Colzato et al., 2013; Dephne &
Richard, 2013; Donohoe et al., 2010; Dye et al., 2009a; Feng et al., 2007; Green & Bavelier, 2015; Kowal et al.,
2018; West et al., 2017).

SR UG, BT T, B Dol MEARIE R A >3 A5 3G 9 A R RE A AR AR RIS, AR TR
WA, BVERLAE R I Zho0T Y SN KN RE 77 B HH /N B o S5 20U I 5% (Bediiou et al., 2018).

2.1 PR ESNREE

VFZ WA T A AL 0(UFOV) R i it B XA AE DL R AEAL SR = 2 57 o BUSAE AL ET
B A 21 X b #8 RS T SRR AE TR T e AL BRI RE S IF HAER T PR S AR AL 45 SR
(Green & Bavelier, 2003). /£ FALEFu0F, Boot 25 NAET M 78 i R BLUIZR LI 25 )5 AT 55 R BlsR T
XTHEZH (Boot et al., 2008). Feng & AR ILAERE#R HIFNT T 75 9, BrRBONZRJE JEBL XK 1) UFOV IEMHZ%
B3 T e R 8 i 4 (Feng et al., 2007).

POHEAN P 571 2 IL(RSVP) YU 2 i 38 RSN T ) BB PR , 5 8= Am) b S B P 115 B e B 4 o bir
GRS SRI e e A —FRERT R 4ERE FIP v e I me (W, £250F, 2012), fE—LEmfsid, dk
BUK P A BRI R , BIVEAA R T S AERT H ARSI HE A R L IE R 1) 235 T % (Cohen et al.,
2008; Green & Bavelier, 2003). X #t BITERIBCESE MRS, Do Gets s Pt N E—E sk s .

TE R IB EE 2 AN HAR I AR wd R o, S Ese skt se A BRI AR A . fER S0, 2R
[ B AE AR AT X% B0 2% e 08 S BRIl SR B S AR B LIRS R 2 KA WA, JF BRI I 2 H AR,
PeAEDL X E R . £ BhciBEaRt, MEMIEHRTE . £ T IR RIL 7 U045 (Green &
Bavelier, 2006a) . Boot &5 A\ )2 H bril i 70 xC K 50 45 2R o, LR T I 72 Hh Bo 5 1) s . 3k 52 5 B (Boot
et al., 2008).

2.2. SHENLSTIA S HEIAAEE

e U, SRR RN AR DA RN B SE R I Y . IR R SRR AT AR 5 T S A A
NENRE ST 9G2S LSRR, AR T T2 IR R .

Bavelier Al Green %5 N 5145, sIAERIATE R D05 E 8 JE /R 1 E 2 P55 Ab P2 B A BEAL A« Bk i
& F AR SR 10%, X AL A AE A [FIMEE AR S5 TR X0 AN K, N 200 2240 7 4 1) il B 3% 1) s S I 28]
JURD 22 45 A48 R AT 55 (Bavelier & Green, 2019).

TEAFIEAE SRS, SRR B0 28 1) S 2N BEER, AH IR0 e 3Lt B AR B 5 B s i 4t e
£ N-back fE55 1, FEAFIMERE KT T Hu s iR I 58 T AE e o, BARIREI S H6 A s 2 A A B i P IE A
o B AR RS AL H N 24 A D T 54 ARG 12 (Colzato et al., 2013). Feng 55 A7E 3D hitAs o2
Jrefe AN 1 B R MBSV E RN R AE R R ERAE IR i (Feng et al., 2007). Bt HAE S5 e 68 1 th
HoR, I HAEZ M RAES He e 2 A T AR R H A B & L H (Cain et al., 2012). A HTFTEIR,
BN E LA R Do 5 A 1 IR 3 B TR 0 o8 BRI s, JF B E A AR IR 2, 1 W7 I FX A P2 ik sy
(Donohoe et al., 2010),

XLt 70 P R R S VRS Bt S M AR D2 AE 2 PA R 55 LI 22 5t b, 338 T D
YER A R A T R B AR o Sl AR AL ARG AT S5 A AN B S TE AT 55 (Y
WHFL, BT I AE —OARESS BRI .
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3. T EVLSTLRER RS AR IA FRE ST I
3.1. BHEVLSTLRAL R A A RIHE 1 B9 AL H

A I N 22 5 (2018) 0F T SCHR A AR 1 A B, WA 3R N R R A MR DA SN e A3 BIRE A B . B
PAAARTRAETVE R ACAZANPAT 12 1] 55 77 1 o S5 i L RO 8 U 9N 2o, R s I 22 51 M) o0 8 (Maclin
et al., 2011). 0 J¥(Anguera et al., 2013; Khader, Jost, Ranganath, & Rdsler, 2010). P2 & P3 4y R AEZAL
(Fritzsche, Stahl, & Gibbons, 2011). X it B AR X% U1 25 e % 18 15 2 5 38 X (1) #1423 3 AN T AR A A4
(28 2]\ 102 TEREE AN RE ST B BG5R o XRESEAR UG 7 10 VA 2 S8R ST B A A e 2 3 SR A
TR i W SORMAREERN [X 45 M RN Th B R A B A8k o Xt AT R 3R AR AN BT L T
CIZRE T, BEsRANMARN Th A M 4 LAt (Kuhn, Gleich, Lorenz, Lindenberger, & Gallinat, 2014; Tanaka et al.,
2013).

Bavelier ¢ A\1E 2012 F=H)— I 70 HF (Bavelier, Achtman, Mani, & Focker, 2012), iEBiFRMAETIR 5%
BT B YE A 2, FIRAEA MR FEdigat. 45K, BEAE A S IR E S, Do Ak
DR AT R DAL (A 3 fE RGBSR AR R 2 5 ARD SR I H SR B 0 & - =1 Fn
AN A0 17 (B RS S 12 X3 A DT IR B0 () e e R A B B AR RN o A s 38 R A D& P19, B
IO, BRI BRI ] 12 X306 B A B SR IR IR AR o BT SN K A X I S AR
FERZE/NTAEDIK . Bavelier 55 NFIULHEWT, TrRk (0vE RS H 2l B s e & PR it FE R 7+ 1
ot 28 At Ay i £ A o B B SR TR A [X 9 A PN 4% B /D (1)t o 5 B T T E R

Hou %% A (Hou et al., 2019)7E ¥ A 7 2 A IV B P 26 M b U 1 65 %0 DA I 4E A B fE i K
AT R, FHER fMRI $338 TARATIORMG AT AE RN, 725 AR R HEIES 5, IR
AR THE K. I HAE fMRI 4 BRI AE /2 R ALl (Left Inferior Occipital Gyrus). Zcfill/)Misi(Left
Cerebellum) F1 72 fll] & [=] (Left Lingual Gyrus)H B 4 2/ 4% i (Amplitude Low-Frequency Fluctuations,
ALFRHE TR R A W5 . Hou 55 N HbHENT, A e w22 48 N Rl o] 8 A ARG g, I HL
BROIELE | 2T NIRRT R,

3.2. BIEMLSTRERE SN IA FIRE IR DI

=2 e R NS E /s e A R s R R NS R N2 gl Il = I N T O e s et T b2 S = M (T N PV = ¥ o
Hileis . FEFEAT, Green S NFLS 1y B Gl H0H] 3 O FHE R BARIRE /1. RIS R AELET
PR OIE RIS, DLKEREAE /N H bR- TR IR U AR JF AR AR R T
ALl 45 B (Green & Bavelier, 2007). 7EIR [ #§ AR5 2Ry F, Castel 25 N\ R IS ERATT R DL XK
FEAEBT R R IAT T AF,  H S0 ) AN HME AN S5 A S5 3R Y BRI A BAE R o AR FRERAHED, 7= AR X b
25 R RR BT R A AR - BB (Castel et al., 2005). Clark %5 Ak B Z2 A0 5048 RAT 55 H IR
BER AR, DAR SRV E LA A0 5 B i B s i B R o A AT A BBV E MR R B K e Bt 1
Wi R, ISR E S, BT RAE, WEERARE . KIEEEN, DixRE
PRI SR R B TR BV s ) S ) 2, AN BRI AR SR, T AR 1) SR D RE R 2
(Clark, Fleck, & Mitroff, 2011).

FEIXEGHIEFE B 50 S S OGIRIR) f2 S E ML X B0 2K A IR T RE ST LR o K 22 BOCHR s
TGN FIN 56 % 257 5 A J5R RS A PR ) e ) BE 5 (Boot et al., 2008; Feng et al., 2007; Green & Ba-
velier, 2007; Green & Bavelier, 2006a; Green & Bavelier, 2006b)B{y¥: & 5 M B = % (Castel, Pratt, & Drum-
mond, 2005; Clark et al., 2011).
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4. ENERITHERL 9t 4 RELR S A HIRE
SRR 3K 2 BT CARE 8 32 sy MA R IA R BE 02 B eGP 384G 1 27 >3 A0 R mT 28 4 1) — A B )
(Bavelier & Green, 2019),

4.1. SHERIFERR TR T RIEAR RX AR

SRS XA T HEVE R HERERN 522, RILIR 2 RER Bu X AR RRAE i A R IX o SR 3 6 7
TR — N AR, W PR IR AT 73 2k ST DR S48 — ABOPE AR 8 A BB AN XL A o 1T
SRR AL, — I IaHe R A, A2 BB R, BRI SRR A, DiR =it
NHERIRIOASE, BT R, KM, Bk AE 2R REON .

FLIRAER DI IR, Bl R JEIX2TE LN SKPRAR KT SR AT 2 M M Z B . AT
JUBEARST AR I R BE T €, Ja MR AR E R T T B 5 RETBR IR SRR, LI RILL
SRR R RO BE D7 (FREZ I, S22, 2004). HHUERER 51 H B0 AR ST, 4R IESR Y T “ IR
HHEA” S, I RSN ECAE THEA MBI R, FRHECANIZAE T “Her B, Rl
IREC 7 SR 5 B e 20 5 PR 1) R ST BR (S 2000) o 10 20 1 R AT A 308 1o 7 3 1 5 FH) P i o ) e
SRZAL BT TR Bk, DRI e 5T I 2R i A RN e

4.2. SHERRITFRGETE T 5 I BHRE

BRI E 2R HL I MR DR BRI RN B 1AL & RS  EDISCR 2O A S s i,
TR AW 51 H RO SRR IR AT o AU B A B AW R R K S AR, 7K 2
FERAT 9 SN I A s R, BERIARBE I 23R . JF BRI R 77 %, Bl
BHREER, MR R I ZRIL 10, B TP A RIS RERS B BT

RFFEHE LHER TR R TR R AR, WAMES A TR, —HEHILA R
WHITTR IR BERAA, M MES Z AR SRR AR, R R ECLH, 1997). sifEPLs
R oL 37 3 A P 22 Fof A ELAE SR B (A 35 RN AR BRI BE T o T 4 B SRR iR 1 B o 3R 5 MU koo
2 RO B SRR I, WU RIS A 2 R AR (R DU 22, Joss, AR, SEhs, 2015). fEIL
BT, EEHE SR NS AR MR A AT X ES, WA TN R 1T, B T
e I H R AR RE -

4.3. sHERRITRERGETRE T 1T R

AR I e AR A PR S A5 S Bre oK S IR SRAL B AR o B AR A5 e R BN, Bk
MU 2> 25 F IR AR H AT i B S, XA T — Al siil . ZHBuo S N B IR PR o3k
I, Ol BN —BOS R, JFA TN IR R % EAEST, IXEURR T AR S L
KIBEIL R — DK E IR WERRVF 22 /N A RS, I WXL/ B AR ) 28 AR I Be 15 ) 7 A Afe A B 5 S R
SEEM S SO o AR I RE A, B IARIBE I A BB, HOX L5 A B i 46 28 e L B O o
FUR L o

RFFEAT AT OB AR R R B o R IR, Rk A s T IR A BRI R
Wi, FEAFBAT R A, A SRR TR ZERRRE R, S MR PR R BB VR Y (W R, R AR
2019). I BHAERLA N XK A5 A AR B 4k B2 Tom Wit . WA M RO AT 1 Bk 2% 1 B A 1 S 2
St ot AL R 2, S R 2l T DA sl e i IR TTH 4, Xk 2 T 3l AR B SR AR A5 N7 A AN W 2
TIEIHL(R Y 255, 2015). XA KRN et b s 2, S aF il Buah (E U Rk, X —id
FE P BT RN BE JT 0 2 15 2B
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4.4. SHERITFER TR T 2ahil R

Ba, BRZEENEMIERAIMN THZ RS, L RATIKREREH GRS, K5
() AN A BT IR KT o IX 2 ARAE TS AW DL, Ak B CIHER, DUELETH /iR ik B SR A
XA O P R 3E AR a2 ST ) — M SR B, eS8 o S 3RAT B8 2 1 sk sl o

TE—T S W AT T, B0 CASIHLER S JAE R0 e e 15 /0 4 X 45 Ji ek e 2% RO A 2= 1) 11 S 2 (R
FRT T RGNS RIAZE, KRILE RAEE T P B A R 1 E E N 2 — (ZE T S
BUFE BN RL T 12.42% 1R RE 5 22) o W A2 rp 0 B Bk, R Do e kiE B B O Re 71 A 75
FAWN(RZIES, 15, 2008). BEMAIE @R W AL R, EBiEIE# H OrETA LK
H AR KF, A BERS EOR DE R U ORI 5 00 B8, i — DR BB R BN T 288 71305 5,
PAYIZRABATT RN R e

WA, BRI I A P AR B R BEE @ DL K A RI/KSF, &8 73 P RS, 3RS
BRI G (FIEWMATCNR, XERHER TG T — D2 D DOk O B A E 1 O R
AL B ARSI AR B T — AN A I3 R AT i v] 2814 1) T B (Bavelier & Green, 2019).

5. RRIAZRFE
51 NERMETHEAFNARBEFEE

HTABIETER 28 b T 20 e N s (Rt e R M AR DL K (KA RTRE S 22 5% . AT U3 50k
RS SR A DA 35 AR BE TR JRE A5G 2% - Dye S5 NS FE R AU (ANTYIEI AN 7 2 )L E
B 22 BRI RETIY, MAERE AT T3k a5 (Dye et al., 2009b). &4 HIWTFL# B0 T B01E
R RN —Fh 07 AR THEAE ANHIA R BE JJ(Anguera et al., 2013). {HJ& H BT P75 1 #8178
A%, FEATAERMIAC B0 A E P A5 KBS o AR AT LAE— 20 PR Bk A Fe I 3180 11 LAt i
KRS INHIRE F7 B S WL AT HF T

5.2. MEHMBIIL IR ARFBXE

BB RS A S, RN & um ke, BBk Sk ST DL kAR T RO A2 4E
R FRER KA LY B R, IR BRI BB T LU R 0% 1) Buod S A Buirs (A AH L AT
APTiRE 2) BUs B Atk b R E SR 3) Bl FALER BT & (R 16 82 P m, il xk vt
(8] &5 Le A (9 3 2 3 . MRS BT G lie sl AICE D, R . XA AT RE 20 Bu sk (KA R LI
AEIREI . TS| — R BGE: EAF S & L Brsh MR o2 15 20 AR BE 17 A A [ 5
i ? HATLH A AN H] 2
5.3. MEMHFHRIBT A FEENHH M EFHER

B ARAT L (R, ORIER 2 (i, JCHGRBIE A P, JAT TP« W EIER”
“RE L SEbrik. Bual BLTOKRZ AME AR BN EGRE TR TG R, BB T BT R . X
ot EE AR A P90 R AR B T 5 2 S B Be K (A RN RE 77 BRIV R RE — ik, RCR AT RE KA ]
— iR 7T (West et al., 2017) 87, DR i Bl w19 XS 2 FE0 2 AR B0, 2R Tir B RIS (LA %
DEoe e SR S NGRS D Eoie SR RS b N TTRS & S B e R i e LR G AT W N S 20 P R
RE SIS 52 B Br K ik a7 SR . AL, RSRAOHE 7T th il DL A T IXMANMALL i sk 2256 5
FRINHIBEITHIR AR
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