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Abstract

Electronic sports (e-sports) gaming has become not only a popular form of entertainment in mod-
ern society, but also recognized competitive sports. This review comprehensively examines the
differential effects of various e-sports game genres on executive functions. By synthesizing pre-
vious research, it is found that real-time strategy games and massively multiplayer online games
may positively impact executive functions, whereas first-person shooter games may negatively af-
fect behavioral inhibition. These findings suggest the potential of targeted interventions using
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specific game genres to improve executive functions while mitigating possible adverse conse-
quences. However, current research has limitations in study design and sampling. Future research
could adopt longitudinal approaches, include participants across different age groups, and ac-
count for the balance between gaming time and physical exercise, to enable more comprehensive
and in-depth investigations on the relationship between game genres and executive functions, and
thus promote the rational use of e-sports games.
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1. 53|

1555 (electronic sports, e-sports)fia | IR 1) oL & & E iz sh s tlk, DLH ik AE Az 3)
W H BT N5 AN Z AR 5 iig 3 (Jonasson & Thiborg, 2010). HLF 3k 4 N IE R 54
Y& I H (International Olympic Committee, 2018; E XK H L&A H E B0, 2010), 3 HZZFKAXKIE
—— (2022 [AEREGERVIRE Y Box, F 2022 FF4E, REFERH SR OB 6 A M
T SE R AL 2 A vl BE R P RIS, HOEAUGE — R k720, i A T AH B B R AL
23, BON T RN A TS T B )

IAERBE SR I, T Sa B R M AT Th e G B EEERg M, fE(R i D K e TR & - R
S5 AT BB AE RO S FAMA (£ %%, 2019). AT DfiE (executive function)$& LA R % 77 226 e BUEE 2 H bR
FIRLFE R BT R\ S0 Bh B B8 A 4 (Funahashi, 2001), 4E TAEEAZ & A HI ARG, BT
SER R LR ILFAE RN 22 . SR IR ZAT S R T PO Bk . Bl b, fEH TR
BT, MERTARCIZE I FE AR RE S, EREEPTMSER ZAMES B, FRd@idil
S0 R PRTH AT 5 R R R A S

TN BRG] P S B R S AT DI RERI DG R AT TR Z . WHIU RN, T Il SE s K L F3&
AL H B 5 PR 2 B 14 v 5 (Green & Bavelier, 2003) tA %R i (Colzato et al., 2013)F1 TAFE12 12 58 /1 (Martinez
et al., 2023). XEI LN IUF AT DyRer] REAE SR B I B b A3 3 7 nss. B2, FEAZ A A
(1) L7 e Bl s AR X AR I AT THRE RS B TR E A o — L2 70 R IS K11 FPS I KN 8] 5 SEAR I S5 i
NI D e 2 A G (Hummer et al., 2019). AT ABIRISER, ASFEZEBM 5wk b T H A B R ER
X, A REXTAMARBAT D RE 1) K 77 A2 5 AN IR R 2 1

BINGEIRA BN IR R, R W] RS2 A W H 7 5 B AR I B M IR AR e b il 29t ok, BRfil
PRI FOX AR BAT DR I s2 e . AR AT NI SR T 17 AL A 3R 6 AT D) RE ¥ R Ml (Powers et al., 2013;
Strobach & Schubert, 2016; %%, 2019), {HMLAWEMRIX —MESAEH %0z, 64F 1A W AL )
THREBLIERE . T L S8 B2 R b — R AL A S IR %, sa Ve s e, DRI AT BN AR IR B AT Dy e 22
SREE . BN, HSERER — M T ERIBAEC & e, RIBLRTE R B & A AEREM R, BFGERE e
FHALE S5 A ERDE . DL MOBA W I, Buak (L5 A (i e AN 2225 18 B KRR M, R
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P FEX AN A (R B IER B CRIBME . a0 XA [ U A 13 BRI 4 A SR sk AR KRR | 2x 2RI
(Kim & Thomas, 2015). M E, — MR 2 N BHLE I (A0 #2707 8),  HoJome fAh Be s
BT HB)ASH . H T FraflsR EmE L, Harae b — B iR o MR AT ShRe =48 7K
MIREM . FTLA, H i T Se BliE Rk 5 — MR ATE X VRN — R, AT RERE R 1 FE T SE sk xS0 AT Th g 1 52
Brszmm, Akl A DR I — S 45 18 (Strobach & Schubert, 2021).

T B P S BN AR AT T RE I SE IR, AR SO AN [F] 2R 28 5 Ui 2 i 404 T D e A [ 1 1 4
SUERE FUREAT 7 RGERIAREE, FE 4T 1 B BT — b o SE e 3R i A AT T e I B IR AR Y R B 4 4
fEREDLA SHERF AR R BeJa, ATSBUAR S R IHAT T 84, JFRETHAMANRR, RET
FL B8 R R )RR BT T e 8 AR SR 2 07 17
2. ISR MERITINEER 73 O SEIERT 5%

PATDIRE R — D2 B D BESE M, T AN R 0 70 0 AR B GRAN A . Smith & Jonides (1999)
IHPAT ThREELHE FAS 2 ——23 7l & vE = 5 401 (attention and inhibition). {25/ 2 (task management).
TAEid1Z(coding)~ t1%i(planning) #1132 (monitoring), A ATH & 2 & IEA N . Miyake 25K 36 UE M A
O NT RS T R AL 7 VE, R IR DI B AT D RE AT 55 B0 b AT T Ab R . 45 R R IAAT Dhfe =2 tHiA
s R EPE(shifting) . TAEIC1Z (updating) #1147 940 BE /1 (inhibition) =A™ 5 43 B #4) i) (Miyake et al., 2000) .
ifi(Collette & VVan Der Linden, 2002)fs F #H 28 Sfg B 7 246 AT D Re 73 AN sy . AR g1 LAEid
17 A7 9 B 1 AIXUT 55 BB B2 71 (dual-task coordination). 3T+ Miyake et al. (2000)#1 Collette & \Van Der
Linden (2002)5% T AT ThRESS M AR G BAE,  FRATEE T RK 40 Hr B e W seoc A i R & 1 . TARd1Z. 47
AN e S RIRAT 55 B R B 77 DU AN AT D) B8 T oy RS I

2.1, BTERRME AR E MR RZ A

YRR 148 1R 2 A A0 R rb 1R AN [ 3R 850 A7 0 B R DRt i 46 AR RE T o BTN — MR AT 55 e i3
1(task-shifting paradigm)xf #4174 75 (Collette & Van Der Linden, 2002; %' #kik& A AR, 2004). {1555
i N FH AR TE N — RIMESS, — B I T T SR 2 = B oo & Bl 5 4 11 SR i P A 55
SIS I FE 2 IR S R Y T IR S A AT TS5, IF Hodid o s 3R 5507 S gl ik 1) 6
RS KA AT e iu ) F A e e 3 ke, FTH 58007 1k Oy 5 R0 I 48 7 o o B I 2 I ) 224
(Monsell, 2003).

MAEWTFEBETE b, B SE ek B A — O ikiE Bert, BT RIEX M F IR WL, FaH
T2 BRI KRN ZE D5 (6 A H iR 18] B 3 /N BA ) E R 325 s B SR Zr M B R R oA B
DU, T B R A T PR MO F B (Bediou et al., 2018). 4R i il b 45 1 FOAT 55 T 2okl &
HUS EE P 2R B K  HE R AT ThRE . A — LB SR A N BTk ——4 8 T Ik e v dl, — ikl
SEWERR IS, T 59— LT oAl 25 2 2 N R N S o IIZRIN E)— 8 15 AS/NIFRL L, Y255 R H 3
PATIIRE MR FEE (Glass et al., 2013). JE O EIERH “BRKILK” SN DL AT 45E

BIAWEFE I, FPS I RTS HIZEWHER T, BRI AL H B A G LR T 50K, HaX AR AR IMA
I 2 56 7 2 5038 (N e AR A 55 T4 i 5o 7 X, BSR4 55 9 45 T et 32 (Boot et al., 2008; Colzato et al.,
2010; Dobrowolski et al., 2015; Green & Bavelier, 2008; Li et al., 2020). ifj £E HAh 5 52 71, £ 3E4T FPS A1 RTS
FINGRG, PR Rt E 2] 7 53 rBFK(Glass et al., 2013; Green & Bavelier, 2008; Strobach et
al, 2012). fHZ, BFFLE RS IE A0 R & T 2\ In XA F Ik AR5 e e )1 B ZE R,
B K BLAHLIR () J2 3% 22 57 (Cain et al., 2012). Cain 25 A\ (2012) fRIRF 78 AT BE 156 BH 1 347388 F B 1 Ji e 4

DOI: 10.12677/ap.2023.1312796 6239 o HE R


https://doi.org/10.12677/ap.2023.1312796

I

ST TIRE I 2B T B I Ml B P SRR, X S AR S b R
2.2. BIEFRFMEIIERIZARm

TARIAZFEAMAERYE SMEAS B 5 B R AW % B & TAEICIZ A% e JJ (Carriedo et al., 2016). Hf
Forh, — MR n-back A6 TAEICAZBEAT I & (P R BR&JH e bk, 2004). n-back i 20 75 B4l A B 24 A
GRS A n ANTE Z /7 FREAR R . BEEE n B3R, 1812 ik 2 AN i oK (Collette & Van Der Linden,
2002; Kane et al., 2007),

AW E7R, HIEHR(FPS. MOBA. RTS Al MMORPG) )% K Et 5 4 n-back (n 73 I BUAE 0. 1.
2)SEgn i A B B IER R JFH, B R s, AR TAEICAZ A B G i (M 1-back 3 2-back)
52 3| i) 51 T SR AR /)N (Col zato et al., 2013; Gong et al., 2016; Moisala et al., 2017; Waris et al., 2017, 2019). Tfij
(Cardoso-Leite et al., 2016) I\ 2 B HAR G ERFE L (B a0, D& RIAFATAESR) X —BRHEITHA. 4
RO, AT EAEAEE, WG DS 7SN FPS (5 K BiE 4 n-back (n 73 HIHUE 2. LS H LRI
B XK, HFERT A TARICAZ R 2 H 52 BB 5K i & 50 i o a0 R BT AE K
I RERS T INEEN, T BEREWE $RAT B K AR ICIZ e oW s

2.3. BRTEHEAAMELT 9 HNBIRE SRR

AT AN RE ST FRAMAXS B S A A1 w7 NS R . A, ARV SR E T
HThae sz TE IR Z, Bt go/no-go T8 stop signal JE=. stop change JE %5 (Swick et al., 2011;
Verbruggen & Logan, 2015),

Deleuze et al. (2017)%F go/no-go i3 A stop signal i 20l & T AN [F) 2878 B 35 i k& X DL X (4T i
filge /1. &R ER, MMORPG Al MOBA 47 Jy#liil G /1A 520, {HMER FPS 21475 3u 5K 14T |
ReJ1. ERET FPS B, W33 TABIMZ R . B8 T stop signal . stop change 7tz
A n-back JE(n 72 HUE 1. 2), S5 RAKI FPS HIHE FKETFKHIAT AN 68 1A G e Thse(TARE
17.55)—FE45 342 = (Colzato et al., 2013; Steenbergen et al., 2015). ifii Hummer 578 % 5 T8t 5 34T FPS
MZRia, WARIMBTA s ae J1BEAK 7 (Hummer et al., 2019).

EIRIX BTN T FPS FRARMAR AT Nl e /1 K ILIFA 62— 8, (AR A L HAR R sw ik, FPS
JiE X% 58 A AT B4R 0 AR BOAT A BE 70 o M RR IS HLAR] B R 73 A, 3X — s AN HE DAL ——FPS Uik,
— HIZE AL — I [ 580t T, WA Regxs Fdi58. bk FPS Wiexkrh, whahMEmiqT R imAF) T2
EPUE AR, AT A AT Re Lk Bk Rk e pl.

2.4. BTERMERE St RE I BIRZ MR

KT 55 iriR BE 7 F8 A [E I B R 3EAT AN BLZ AMT SRR T BEFE 4 T S A3 8 2 X
14576 2 (dual-task paradigm) (Collette & Van Der Linden, 2002; %' #k#k& A LEbk, 2004). S2ig bk 75 5
Je B TE A BT S5 15 550, AR FRAE XU 5518 55 1 TR I AT 9 A BT 55 (RN 2845 e b AR 55 A 1R

WKL, FPS. RTS il MOBA ML X ItHKARUES AT RIBR L, JEHHTFIFAENL 15
AN Z S5 RS H I — B #4223 (Chang et al., 2017; Oei & Patterson, 2015; Strobach et al., 2012). {H}:
A B SE AT 55 1% S B R AE 3 7 R FI A 45 5 . Donohue 25K 7 = Fhszig v U0 FPS BT A AUE
% RIHAT TR 2 AT % (driving paradigm, {ERELZE B HLAE L REATAESS) . £ HARB BT
(multiple-object-tracking paradigm) Al /] - ## 54F 45 (image-search paradigm, 7E4% E#E47), FHAERFFRSZIGAE
N T RSB RIUE 5. B S5 20 R B e e Bk SR E X, WU S5 B ) 75 22 7E 58
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b

Jl_FSRAT 55 B9 TR s FH 6 5 (1185 WA 087 il @i (trivia questions,  FH FEIRAE 75— B3 RIEEATHE 1)) o SR 4%
BRI KB FPS HIHER NV BT FATAE £ F AR H 20N (Donohue et al., 2012). AL, Gaspar 5 E 1 i %
{145 (street crossing paradigm, 7EHIDHL EAIUT 5 B A0 FE), AR AN T XUT 51 st (et 5 %
155 1 [F) I 30 22 58 22 5. 2-back 11:55), &S5RI FPS 1% R Bu 5 AT 15 S vh R I H B8 4 1Y) Jl &5t
(Gaspar et al., 2014),

LR LRk, AT HFILK, MOBA I RTS It FIXUES MR JI 558, 1 FPS XFBra I XUT:
F R R A B RO
2.5. INGE

I A SHERT IR, FATABL, AR 2R R B Sl R AT DI RE RIS A AE R ZE .
PRI AR 2R (v SE T A AT Dh e BAT B IERTHE R, B FPS SEAUBRAN. FPS Hi S& i xioXf
ANMAUESS PR BE 7T BRI RCR AN 2, I BT 4T 9l B8 7 BRI RETE o B ARG AN [R5 X5 1A T R
RAK AT DI RERI R G BLIC S 1 74 1 A

Table 1. The impact of e-sports game types on executive functions

= 1 BRI R I T REAIR

R B ST IR R
O M T, BT 2 o _
RTS FUFHBE LA U, P o 1= T ARIRIEE, LARAIZR
N Xﬂf%ﬁwﬁ Ae
T .
BB 4 € 5K, BT BB 8 (0 G
MMORPG  R14). 7 4IK M) HE e HL A7 A B 5 1 B 17 .3, T T AR
3 ELIIRER B AR 15, BIBES T2 S e IF 2
BRMIE R, 5 BER R O o, o .
MOBA B DA ST . BT TARCAZ AT 55 Wi B
. - BT K RIE A T (1212,
DL BRSO o AR .
FPS PR i 5 U5 W T ) AT A R

H BT ol g

3. BT MEITIRER S HIE IR EY

I AT AT RO, FRATT R IR 43 L T XK AT USRS RS 1 AR AT 55 Wi s (H
ARG (0 FPS) AU RUE 55 Ph il Ve S5 B e, SE 8 AT M Dhfg . X — R ITE 2 S HF
T A7 R (common demands hypothesis) (Oei & Patterson, 2014, 2015), TiidE Learning to Learn ¥ if
(Bavelier et al., 2012). LRI FTRALUINA,  FEFIERRST AR B0 R2 M 3 ZHOR TR s, B aniif xR AT
ST RAGER . BRI, ARSI B -6 n] BEXT A IR s 2 AN [F] . 17 Learning to Learn B2 42
t, BT, B LA S B A S WA e S 7 RE Sy, IX RN RE 70 AT DU RS B AR AR
e B, TEIRIERR AR W, B A IR R A A R AR AR AR R s

MR L E FF SRR UL, AN [FI S AL I H - 38 400 X mT B X B AT D RE RIS M AN (], 3 3 B E e T Ui R ) A
PERIZER . ldn, — ek n] G 75 S B0 HEAT & A R RS PR LRI A2, 3X A] REXT X S A 0 Dy e
AR GRAR (3R 1) R, HABSRRIPER, W1 FPS (BE— AFRST i IERKR), 1 RESE B ARG = R AT
TR, TARXS AL T XRS5 W AIAT 3], X A] fE T BOX LD Re 45 4)5 (Bailey et al., 2013). Hit,
O SRR 7T 19 R I BE 22 Hh S RF 7 3R R F5 KRB 36, WA/ Learning to Learn ¥ .
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4. BEFRE

AT R IFE R NATVEE B ARRAS [F] 7 S8 0 AR R B AT Th R sz ma (1) 22 Stk o il W LARIA RTS
5. MMORPG 45 HL 3 i AT AT DO RE AR B EE A, N AFAE AT D) BE Sk B BOCRE AR N AT B 00 14 1) Fil,
P s AT ThRE . X T FPS Sk ki, mT DU i o i e A2 X (an A0 A S i 3 55) Rt/ okt
AT RN Be ) S AR A .

HR, B NAHRH TP A AE B — S SR BR A, PTREBR ] 17 AT L S SR 2 M P AT T RE I B IR T
fito G, HETKZ BOERRHT T2 R B R Bt SR BT IR ZH SR 50 et SR B sl it X AT T 44T T
REZE o /DB T S0k PN m B 0 1 T AR AR IR DG A R 28 1) L1 SE R i e 0 AT T e A 1 43 1)
SN o ASRHIE ALV P LAE I R IR SIS T, ) PUAS [F) 2R B H 7 S B i xR B AT Th B AN [R5 THI 1)
SRR, TS A 77 1 DR SR AE 10 SR B0 IE 3 [R] 75 SR AR 15t -

TR, R0 TS5 R R R T8 AR 22 AR N (48 4 20~30 % ; Boot et al., 2008; Cardoso-Leite
et al., 2016; Colzato et al., 2010; Hummer et al., 2019; Strobach et al., 2012; Waris et al., 2019), i<y /4
MZAE NI TR o 0T ADEAMARS, HPATDIRE A T R EIB B - H., BEETHLR AN
Joo FHURSERRM 2 B F N EDE . Bk, HSEiERnt & > AT hRE & R B2 ma R m se A T ik
TERER, EAFACRIE Ui — BIRANIRST,  DLORIE AATRERS & B 45 € 5 D AT 1 3e B AR DGV
s T ERIE TS /> O BEATL B8 0 (B 2 e o

B, BEATE AR T SE R R U 2R KX — B R S N AT ThRE R B2 . 0, HLSEIE 8 E
W25 REMWAR IR (AAFE BIRAT) . M-I [A]F AR 2N SRR T e 2 FEARMA S SR E G 3 [8], X AT
e REUME R E THBIR SRR . K& BT IR B ok T LG S A T AT T e (Best et all.,
2014; Davis et al., 2011). i, H-F SRR 514 G B NIBATDIREIIREN, A Al ReE PR AL b
RAEPU o — R HR H HL 7 SE R IR AT 5 s FE AT DRI 2R T Re 2 tH LB RAR o e 487 F 1 S 1 0
IX— W S 255 S A BAR  TRI IS [R] DG &, AR SE IR S A0 I B AT DO RE S SR, 0 7 SR R AN [R] 4313
S 2 S (S T

SE
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