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Abstract

Aims: In recent years, researchers have extensively explored the effects of action video games on
visual attention, and further research needs to be summarised to improve the understanding of
the effects of action video games. Methods: The effects of action video games on visual attention
were reviewed by summarising relevant research from the last decade or so. Results: In this pa-
per, the effects of action video games on visual attention are discussed in terms of attentional re-
sources, information processing speed, attentional selection, attentional switching and attentional
inhibition, and in general, most of the current research on the effects of action video games on at-
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tention is positive. Conclusion: Action video games are commercially complex games whose effects
cannot be generalised and need to be further explored by researchers.
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1. 5|

P T FLER ) 2% 5 B O (CNNIC) A6 47 ok (b B IR 28 R FoR i ge k4l ) . #i%s 2020
F12 H, FEMZER L 5.18 14, B 52.4% [1]. ML HFRRAT AT OB Rk
PRI B TR FUE ) ORE . Ho, SRR R (Action video game), MFRE— AFREEE =
NFRG il x, dn s A0 REAUSERIASE , R B A (i i — o ARSI EALANT 2% T DK (AVGPs)
R B KN 2 BN, MR E A FE G, BN SSER A E, BEEZAH
bRy ARIE G S R[2] R T E R R RS2, B 8 a5 it e A —.

AT TR DAL M G R Du K (I BGE1, Jb HORAL AT 0, B s 45 S M AR IR B,
FIEBNEHIRE S, WS E R, B & HBLRAERIR[3] [4] [5] [6]. ST 5T S E WU B ML &
IS TS 2518 JR A TR o SR T AL SO B R OB 7T 45 1 Green S5 A\ AlATTXT EE
T A+ W S EI R 256 BT K MARB R AE 2 AMES R, 17 B E LS E A T W AR,
MRHERPEE L, 0B S R e TR 2] A BT FUaR B S A LR Xk 2 1 iR B X v
7T, BB DT VRN, B omyE RS, JEE I, MR, kTP RE /158 (2] [7] [8] [9] [10].
ARG AR T, MER B, F AL . R, VR R R AW ) T A5 T R
BRI RS A5 5 RS

2. BMEVLSRE R E B R R

Green %5 N\ K HE RO AT 45 (Useful Field of View, UFOV) FIM 24T 45 (Enumeration Task) %) Lt T Tt
FEHEBR RN, A BAEAT 552 5 RIS, L axr B AR IR 7 LA ROBL . A28 AT 5572
SR B TN T8 50 ms, EORBGRE AT BN 25 R BRI B R R S T AR, Wi
UFMERGIRA 7R, B IX AR A A ISR X 38, 2R 2 U 2Rt 1 X3 K R 3
L, XM EWE DU A R HR AT R AT LLIE R 1), 2 —M[2]. IF BAE iR i R &l
10 AN/NEF IR VI 25 5 AR 2 1 FR AR R 25 5 [2] . 5 A Bl West 55 AR HUH [ UFOV 4E 55l 25k
BUFE BT 9 NN R AR 2] TAHFE 25 58, Ui BB A AL S AL B RE ) 2 R e SR R [3] . B R A N B K
FHEDLR DL — A~ /NIRRT G 72 UFOV /145 LRIRIL, RIAEDIFMBL K il M 2 7R B E, Elx
R Z AR, AEBRSAH] 7B MK [11]. AH L i R 0 T B RO B B AR K P2
AP PR, T B R AMEHEBU A ) P2 J2 P3 MR ZE S AN K 35 o TS T N2 Y M o 1 BT N 4E 3 22 1)
N2 PR TUE R, T a il =38 22 e AN 38 [11] o 10 B st K ek [ AR I [ 94093 R )11 2 PR e 5 1 A R
B, VTR KIS NHMFRUE 5510 0B B M AR XA TAR S I SR 3h R e il 3k b i) 22
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5, WHRRE TAEILIZ SRR 8 BRI, &Y T/ELIZ s mn, RANFAEER
WA, HHBEIERRIRTE L, o] DRI s A R s hil[12]. 4, FEFE D7 i thag ) 7 A
f4E 5. Sandro 55 NIEHUE 4 )L BEAT T 9 MBI BB E LA R 25, BFANB BURFSE 80 23, R ILX
e il 2k, Seae 20 Pk i s fe 0 7 B R4 FH[13]. Antzaka 55 A 2 JE i BB AR DS B
R, W HAE ) (Visual Attention Span Task)H (3, MIGEIE T B & ONTT LA R 4 B
M FEIAL S 70 R AR, BE (] 52 v (RN A B ) - BRSO . AV ) BE R/ B T 22 70 3 AR B 7
EAE. SREWURKICIERF MR EER, Wi RERAMK LR IEEREE L
[14]-
3. BEALIRHE R XHE R AL EBIE B R 20

Dye %5 KRG T — K5I I K MAEKE 2 MES LRI, W NE—RIUES
IR T S NI PRI BN R v AU, HIX RN RIS R BAE 2 AT, 25
Ve HX P BE S AT DA— AL [15] . IR AR S5 A dE 2 (Rl kR Ao . IR B PEZRAES% . ANT. N-back {45 .
MFATS K Pl AT . Z G BAEI K AL 50 AN/ RIIZR,  RILE I B VEAE S I 25 IR A AT
55 45 WLEAE 2R DA K S A T BT 55 v S I 55 4 i EL A Bl 34 5 3 4 0, BIE 13X B IR SR 2% & [15] - Focker
S NAE— T HFRPEATESS 03 T 14 BEHUE A 14 ZAEBU K AL SE A oS A, 24T 45 R Ml 7E
S B B B A IR Gabor BERIMGE T A . SAEBCEK AL, AVGPs TEAE i B 1564 AT H AR
e S PR [16] 0 SR T HR FUAS S AL ER WA Sk R s 1] 5 S0 RS BAL BN IE, AR Do iR o5 B
WEBEE R KA T AR . AR 2RI Sy ol R T RS B OB AL SOSLIE o fEONAS [R AT TR B BT R
A3 - EAR AL IEHE £ 2 2% (Evidence Accumulation Rates) . 511, 4 W 57 &K B0 % (AV GPs) 1132 5 513
W 20 #E[17] [18] X ELBUBREE[19]. H B R I3k B AHLHI[20] [21)6 B eI R . B TAT 585,
AR Zh £t B S5 AR S E AR R BT AR L, SR A AR B0 - AE A48 2R AT 55 H IR 2R B B 2 (1 B
(AR FA, O JSL A ) [ g I [ 2 [22] R A PRI R BH, Busk i) B y BB B TE 58, ULEA LR 1
MbE 2 A5 B AL HERE ) B[ 10]. BRUbZ 4h, BEAREHMICIZ RIEW B TR NE EAEE S, i, A
W R BB A R IS 012 [23] UL R it A2 [24] . Peters 45 AR FH ShAE WL 8 xof 154 12 i ) L 28 3k
175 NN SR, 5EBIRITALE, ST R I 25 Se o 20 0 el e e it e . T . R AR T
[25]. R E 2, XU 7T 4 B R DR (S B AR (AN I R AR A AR 35, A AT T NOAR B R R UE B
AR [ B X6 2801 AT 4% m G PR 12 R AAE TR S ARG U

4. BRI E BRI

— BRI FE R LG T B R DU AE L JEAT 45 (Filter Task) IR, i UEAE 45 AP L8 B ARFI 20
Y, HA BARF OB, BRI R OGE B AT A R AT SRR
WARCIZ A B LT HRE I U R RIE B R D E L T HAEBL K [2] [7]. McDermott 45 A K N-back 1155
SFEE T BER MAEDER A ER R AR ERRIL, N 124k 3] 7, IEFRACTHIE, EBUK R
URZART AT S DRI B B0 5K 1A A 2 12 2 B AT RIET g 779 T Bt 5K [8] - Cardoso-Leite 55 A\ % F N-back
R85 T HIRI K145 5. Schmidt 4% A\ SR 3 5+ #2545 (Contextual Cueing Task) Xt bt 7 BHE 5K Al BE 5 1)
RO, S RUHDCR I RS, FRIEREAE I E R[], Azizi FFACRARBIEAR, RIEks &
TR FRA TNt A bk BE B 7 e SEB —4 i WAL, SEIR A B ss — AR sk, xR
HPT-R IR, W0E I AMESS . SR80 2 SR S A E 3 2RI 3 55 AN WA Bt i 56 26 1) 2 B A0 sk
A, UHBLER R T — RS A R RS . SEIG RS T A EEIERER N, S EE
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AR IR RBEAT X L o 85 RO IUAE X TR bR L2530 F & Mt 45 T2l O e I 2Rl Ja AR 55 b
MR R E 25 . MHE W MIREIE RKE, I AR M5 Bk L 8.3 2 5+ [26]. &b, KT
BRI I 328 35 1) R i 75 B3t — 2D e

5. BMEVLSRE R A E AR R R

PR R UL B ae R AR N, Pl E FEEYIGER S i — U, URARE
BB, PRl BRI E S b, RIGE— D W Beh S5 . SR8 BIA R R TR HCA [F] )
VB, XA R I B)3F B F 4 . Green %5 AR FIE BBR LT 455 Lk T I X REAEBL R MR ILFE H B XK 3 =
TAES e Here )y, IR RRAR T bR, R BRI R A 10 AN/ IR 5 A3 2 T AL 45 R
[2]. Cardoso-Leite %5 AFI FIAE 55 54 e (Task Switching)Xf bt 7Bt MAEBL R MR, AT T HIF M 4518
[7]. Dye & Nik#%AE K 4T 50 AN/INSTHIUIZR, R ILE S BAE AT R I 2R IR AR AE AT 55 e i v (1 S
B 3 A P 3 2 4, AR T X P R R OC & [15]

6. ENMEVLSRE R E R HIHI R R0

Chisholm £ A\ % FH B in 2235 H 3t =X (Additional Singleton Paradigm) 2% 2 s 1 H ik 20 96 6] v 25 4 3
sz [27]. BRI B Y £ — M R 75, £kt Bhs RA RS TIYARE, 5
— e R P AT B S R T A AT H AR, 3 el e e, N H BRI
RIS o BF TR B NS 5 O A EATS SR I I 1 S BB RV 1R 26, SXFPl G L IE B2 FH R
JIRIAER 51 RC Y . Chisholm %5 A A 58 3 BA AN SRR 1) 730 A HE BLE R AN I, Dk 35 e B B 1,
[ BN B0 SR A RN, R BT 5K AT DA G M gE AT N E AR, SRR NS A ETAE 55 TE R RO 5| LS
B R[27]. 5 EiREE R, Cain £ AR [k 28 %5 20 (Anti-cueing Paradigm) i LBt fEESL K IR B,
REGFALSRE B R AT A PR B —NERR, KRB ES B I B R . Cain %
BRI FE HR AR AL T R I R, o R B (R 40ms B, St FaAEB SR, (55 HBLER R B
Fb IR SRR AR A B R SR, T F IS, 55 HEUE SR R R s A S A7 B s B 0 B2 3 22 5, Ui
BUFEPD TAMTRIB R R . BURE S TP R IR R 5 M /M Bl e, R e
15 5E[28]. fA] Green FE N KBt K LLAR B K A4 5 2 2150 DI F0[2], X FE LS Cain 45 A HIHEFT
ZERAER, (EARYE Lavie 55 AT 2004 F4& H B B AT BRIR, JF RCT IR 22 00 AR TE e kb n AT 554 56
M5 BRI 2 4k T 5 HAR B RME R, WanfERSE R IR, Wil Ews 2 S80E KM flanker
TR, B BSR4 AR DL 3 5) %2 B TP [29] - A4 Green %5 N I 70 45 FAHAS B 7 S8, 1 2 ) Irons
GENISEES R 1 flanker 1155, 45 R I K 5D R 2 7 A H. 3 [30]. Hauck 1 Lien & AR HIE
BB SRAT S5 AR R T — B S5 R [31] BARTEIXAN 0] BB AT A — 28455, (RAR B ., B 5K 52 31 1Y flanker
FHIHA IR D, X EHICREHNE R I G152 3 7 — 2[R H]. £ Cain 5 ANRIBE T, A4
R flanker Yu 2 A — A HEEX G A MR IKKELBIARE, R, 75%8xH
Hbre HIES R R R R 10, W2 ik, R ARRE SR, K HHEREE
(1. E1E flanker £E45 7, M2 VEREE (30 75 W) AUAS I 2 MR 56 G 31 58 10 L i o S 29 40 1), thir
AL oIR8 (5 1 ke 12 ) AR LI 3R [28] o TE W HI R 2 R) 2 AT A T A 4 R SRS iR .
Jupitara 28 A AEBT 5 M HEDE 5 58 W K AT 55 (Bivalent Shape Task, BST) M %] ERP i3 He i HIGE) . XL
BITEAT 45 2 — S0 FH SRl 2 4 A TPt 8 7 (R 1) AR 15 25 AT 25 [10], Bk AT 5542 220 7 4 b th B iy P
B T AR SR, 72 BAREE A ™7, AN EBEE, A 7A - ANEET, BRI
ReaZlfh, WEsE e, SREHIEK o WANESRE B R TAEIK, o B2 HLEaT T+
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MR 2 BN FLR B, Ul BB M T RE R T AR R, VE R I ThREA B 1 GE[32] [33]
Hl, KRZHOESE SRR L BRI R /58] 1T3RTF, (HIE 2t — DT IR TC

7. INEERFKRE

SR H TR BT AR i — B 3 S R IR AL Y 1X — i BB A AE . Bn KA RIRE 113 2132
e A BE A2 IR BE ) AOAE 55 5 DS AR i 3R P O FOAE S5 AL, BuRAE e sk P kAT 14551, ITLARE I
TR ERAFAERE TARMA, IONBUE AR INFRGE T 5w ] LT 2 HA T 1, ok
HIRE 1Pt —ARALI[2]. BEAh, Maria S KRBT 0 AL, — A Eelis xR, 53— o — Ay
ARISERT BERE, PRI, DufRAIB N T 07 RS, TR TIARPRES K v, 3535
TALBEACIZ AN R R 7 e AR o T AN DR O B sl VR0 M R (KR iR [34] 0 BT LA T s AL
KT SR TR IE 75 E AT FUE A AT AW IR R o BRUEZAh, 5% TS A RN A0 B 7 A S el e DA R
LML ARSI U A Rl — 2 58 .

B 1 SRS X e g AL ETE BRI A, BT FUR Y Sl AT Rk K S 5 E ML, sk
Brah A EALIE A N AE P e A FEU 18] #E 5% X9 S M TRIAE 55 7 15 48 T PR S 294 S 4 (R BIL[35] [36] -
PRI, SRR e R e o] AR 32 S A SE PR AR b, G 6 B 32 BRSNS A RORS
B MW FRRG, IR NNEE R A /555 . ST IS, SRR ol 2 2%
Pe Z 51Kk, XS T S5 WRES N, MBS B RCR . B3 — 5 mmt se# ik
P SERR AP 22 2 R xR, PO RMb I R i = 2%, B DA H RIS T30 8 v L AR 25 75 THT 20 1 4 1K FY)
RIVEAGER €, TEZIGH PRI 75h, BIRR 0 FR M Bual VLI Rk AT LL3R m il A
FIREST, R4 Ik 307 3R P RS S SR AL R h K 2% IR 5, AR T DR, HAT AT RE
TR, B LT TSR IR SRR I 32 21 1 3t P IR 534 T AT W ORI B AL Rk T
RE = FEDUR M LSRRI 00T R, BT DA T AR X B2 e A0 B 55 RE 0 (0 L FH Bz i ST
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