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Abstract

The rise of cognitive neuroscience provides a new perspective for understanding the public’s psy-
chological cognitive mechanism, optimizing game design, enhancing user experience, and improv-
ing intervention training measures. Based on the development of cognitive neuroscience and action
video games at home and abroad, this article mainly introduces the research status of cognitive
neuroscience in the field of action video games, and explores the application prospects of cognitive
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neuroscience in the research of action video games, including user experience research, training
intervention research, clinical treatment research, etc. of action video games, which can provide
references for future research.
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1. 518

KHILUR, Wk — BRI FEE D CRABOE” MEEEMWE, BRKMSLS AR, LILEH
FUExk, FolwE SEEIEAT A REEER I, Wk e . 15 45 A Fa € A K(Gentile etal., 2004; Pol-
man etal., 2008). FEEBEFLHIABEREN, BFEE KA I RRE% IR & 2 FAFGE ), B3R A, I~
. MBS A FIE S AL PR AE 1(Castel et al., 2005; Bialystok, 2006). IT4E3K, ZHEASTIT AR (AVG) K A2
BN AT B . BRI FUR I, 1 24 BB VR R X v] LASRE & 7 D 4E A RN R ), AR
e SRS X I 2R 0T LAE 98 i e N RE 00— PG &A%, B 1 nT DA m A A
Re 12 4b, VTS0 R i R IR AR S IR e, B A AT DARSIA KT R . R4, NI SR EETE
BIAE R R FR LR IR A0 AeT 2 Sl R 4 50 38 AR S A BN D e 7 A SORE R Gt R A e 2 R
FESNAERLARE R A I R BUIR, FFEAT AR, RS R I SHIER e it 2% .

2. AR ZE SIS
WA Z R 244 BT A, SR BT R 70 U S B e T S 00T, KA s
b 15 R T A L KR SE R 38 , TTHDKS 53 R AT 28 25 0 ARl AT 1 2 i

21 INAHENFERENA

WENHERHEAE R QBB R 1 — AN B H I LB B, AMUE IR OB 1 ke, 1 L
PIERLE AW IRIREE S35 2 A R A T 2 MR Z IR . RIS E RS OB, 2
A 2R 1) 07 3 B B AT VBRI G e = A0, I LR S AN R, B RN
ARG 22 21 59842 YR UON], el 1E %, 1B S 5% WHEARCE BT RS ERHHEAPET).
FAM RN HAR(ERP) . DIBEME IR AR BOR(FMRI) REE(MEG)AE . 45T, MR H Al
PRI +23 Tz, DERSE IRIREE Y. BHY . S5, B 55 2 MU BEE WA h & ) 2
B 5. AN RHETE F P AR LS A I FC R A 1 55 2 8 (1 98k
2.2. INMERIRFR (AVG)

BNAE RS 2R (AVG) 2 AT R (19— Bk, $8 (102 B A PR E ek, 7R EEF A L AT
WAG RN, TFEREEZA HAR(Green & Bavelier, 2003). B T ShERSRIE B K 2 AN G40, Z 75
AR Z WL HIDE, IR S A SN A T BE I EE T Nz —. BT A 20 R IAFE
RS BIHOR FRBE NS AE A 21 25 3k 2% (Novak & Soyturk, 2021). SUINFIOHSEM S, BT AH
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MRISE S R AR A TR IR . X FECT R AR, BIE TSN A B T S B e R A
TR A ) 5200 (Benoit et al., 2020), JGH A 88— AFRGS il XA 238 = ARSI ik, eATEME—
RIVBAFFIRHE: 1) POl XERE R ABIE LR KM N RMER KT 2) HERR KB
AT R S, 7R FAAET BRI e (g s 3) I K H OER I m S, Bl 5hEsN
s 4) F5 AR T BEAEX B ME R PR (O B 2 M4 5) kb A BT, Xt F AT
N, LABTIEAES BBt BEARTEIX By h IR R ), TR R S AR S B R, W) TAE
2 ARS8 AN S0 R 5 1% (Dale et al., 2020).

TEBNAVERLATIE AR DL R o, B0 SR AR R 4285 44 R DR ) B8 2 52 BIAH ML R 2 I o DA R 28 ) 2 1) £ 5
FIVARAH RG], B R IS B SORI A 2 B B

WL R, BIEAAIE X% (AVG) AT B8 B5UAE B8 55 0 DR i X S5l RIAH G R X 4%, o538 2 0 R R i
IEENNREE NN TR . FEATNH, REECENA 7T REIE A B TAE R H % AR is v, X5 H AL A %22
HAMIERLE (Gong et al., 2015). K, FEARIK, AVG AHLE BN TR KGR AL K — A
JifE BRI, R NCE LEINITRE . R EE NN — R Gt S . LA K
PERHE AT AVG 757, A TAMARRE SN S, A B T3 Ex & SIPLH 25 A1 BE Re S5 77 T 1)
IR, FEFE T e R B IR s e, Bee(edt AVG IR RE. FHFEED.

3. INHERH R EI SR SUs BT SKBUR
3.1 INAHENFEN RIS BN R TR

PRI LBV, BF T 18 IO &R N Th RE AT B8 A= 1A 52 0 Jy THIER SRR . B /KT
AR R 5 B VE AT X (I TN 32 o BN, Powers 25274 (2013) 1047 T — T 56 T HL il a6t
E AL K T b MUTEE S T HESEIR B ORI ZRIR T 45 5, W0 K U Bt R (VGP) 54k He
THRIUR (NVGP)HHAT LU, J5 s LI 21 5 5 R AL AT Ee e o AEESZIGRT 7T Ff, AT X ol W i AN AR
AL R BB TR AR BRI, X BAT IhEE . B sl RE RIS R R R RN . E IR R, B
VERLSIE X (AVG) I TE K 7] RE 23 32 28 T 000 2 (8] AR ICAZ R (3858 . 110, Boot 45574 (2008) K BN E
PRATE AR B0 FFAE 5 P 3 2 7] TARIC AT 55 (0 2 HARERER . O BRI A A0 AS ) Hh 22 IR T 70
WIS . BAEHFER AL, Franceschini 2522 (2013) K B REE R M JL B AE 0L 12 /N ) ShVE R 7 2k Il
Ghia, MATRIRBERE DR E] Tk e RS R EE, AR, I RS BN R4
RETT ARG RE B 5 H W A ARG S AN BT S . A T R R iz 1R, WH# 1R T LR LR,
BEE NN, SERMAE RS 5 WA BT 25 2L 2V 2 AN B T R (W 2 B bR BRI . PUdiE & vl
JHILME) (Oei & Patterson, 2014). #ELZ T, Green Al Bavelier (2012) WAy sh A K557 4% 55 fE 18 58 Bi 5%
VAT S IRE ). AUEIER Y, W TR AR LS T DA i AR AR 77, 1K RO Sk AT AR FH T R
INHIESS. 4N, Chisholm Al Kingstone (2015) &30, {ERRBhHHAT 55 (5 Tk B AT I M 1 A2
BERATE R IL AL T AR P IR, XKL FEEMIFR L0 TR g, EiMG %5
(Zhang et al., 2021)I\ N, HEZAESERER N ZRHIAMEAELG,  Be32 S/ E AT AR 2R 1) AR TERFE 58 3
(R AN DA N AT (e v A AR R 2) FR R I BE PR 2% I EE . Pichon 257751 (2021) R A 2 MBI 72, b
BN VERLIE B B K (AVGPS) MRS E LS Bt 28 (NV GPs) X T L 1% 45 i) KN BE /0 BT 045 RSB 71
SRR, AVGPs fEI1 LI fLIE 25 RO LT NVGPs. #R10, B AR A7 AEM . i, fE—1k
R FT, SEEMEERINEIER B IR, AR BRACAMEX AE  PUR . S 4 U
PE, RIS B M AS 5 O RURR M . [FIRT,  BOB I — U R B, A S E A AR A 50 R e K AE B
AR I B B TR e K, R BUCI R r] A8 . B4 4208 OR P RE T LS AE DRT b EE 4
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FPl(Howard et al., 2023), IXEEEIKY, AVG BLF A HUFHIEMRIUFIE £ (1% HINARE S, ST
SRR IS FH R U0 R B v 2 O B e A M IV TE IR AR

TEWN NP E R F RIS E AT R FE 38 77 T, (B Ah 23 32 1) “Learning to learn” (%% 43 %% >]) 3
WRKXEZ, PHE A, BRI RIS 1 Iu XS AR R ARG 7, HEMI s 1 2 Rl s (Bavelier
etal., 2012b). ZEEMIIERR HEA SR HE TLRATATRE @ (MR, 238G I0 T ARATTAFREE b B2 R AR B
TRIIRE T o 8IS B AE AT R B2 i X P — M 2% 2] e 77, B “Learning to learn” o 1ZERIR7E 2N /EALATINE X
(R AH SHIE 4 52 R0

& H AT E AN 2 0 SRS U S EALIIE R AT A AT (2, HI24 ik, XL
J5 FIAR 2 R 32 3] fh S T AR /b o 4 i FEL TR (EEG) I 9 45 SR B W, f T I Be S AE e BV 2
B4 R AT RELL AR TR B K SE A R34, TR Ik B 5% e B A A b 410 1) 23 ki 2 70 1948 2. (Krishinan
et al., 2013), XLLgE L GENEMAIE R IR Z a5 T F b R s 3l i s R o2 — 5. ik
EAZ IR G (MR FIEE R B, )32 (0 B IR AT Re 2 5 BURIOE BRI K 45 M 781k . Gong %%
N (2015) & B SR IR AT 3% B0 5 2 B HE ¥ R FUBR i 38 3 X 2% 2 [R) (R Th e e Je b o, DA B 53 T SIF IX K J 1
FUE N . Tanaka %5 A\ (2013) 1) 55 — WU 78 S AR R AT 3R 30 S AE A 10 s T e 26 B8 R R AR SR AR
T S SR S5 AMATEAL 0 B AT 55 TP SR IUA 6 o TES5H MRI ST, 46 SR T A RIA KN4
SE B AR M, WA R AR EE . S MU BTSRRI RE SR A ST T . AR, (EH T
REME R LR RAR (FMIRT) B2 PR30 X 0 5 FH A L3 X0 5 10 SI2 SR T 72 78 20 A E AT IR 0k AT A7 SR 1R /D
W, Bavelier %5 A\ (2012a)i#k47 1 — T fMRI W58, (EIXIUREFE, AATTECAR 7 AEAR A 2R AT 55 h S E AL
e R BT AN AR 7 AR BT S 0 L E K AR I(BOLD) & 5 o A T WAl 51 3 /7 75 SR8 A ¢ 1 K i 1% 31
MATTHAT 55 B T AR A SRR R . B R B E R IR AT TR BEEAT S MERE RSN, i 2581
TR R R 2% R R T B SR S - S E AR U R 2 28 T A AU B B — 8, T
W AR PSRRI H W 5555 - v U R DS 1A A0 T 5 P9 4 R0 s, (LR S SIS ) T - Tk o

3.2. INHIHENFENERITIE TSR E N R iR

] P 5T B AR AATUE XK (1 BIF 90 5 22 45 P 7R X — R e AT B 223 TR (2021) 8 i e i h = AN sk
6 T R A BV E R AR R B0 S AN AR DU R 10 45 ) 22 e S N L A 7, &5 SR B R sl AR ALk
URAE AR L EEH A 3R TAEBU R o 56°77(2019) 3 T B A8 7710 EL RS R B AR AT %k 28 06 77 A5
P RAT S FRIE B RN dhah, VF 22238 R JLE B RmG 7T, 45 & sh VBRI X% 1247 T TR0
WGR(FHEERL, 2019; XI7775%, 2021; RMKT%%, 2021). FEZAEEEAEIRDL(023)ETF4T7A¥ESR
SIESE, IR FASMEMA AR AN E AR B E R R, HFASE R, BRI IEBEE
ERCERE, HEWEAS RS T 1T B R B AE T

[F, ASEN TG AVG I & A8 75 R /N I hRE T 28V, 55 1 40 LA R34,
FAN1Z2 5 7 — DK IS — A [ xR R IR (Ul e xR ) SEES (VLN . 2022) 0 SEFR 25 KRB, /M -3
3 IXI B R ATEEN SR AT e S AVG T RE 30 K U K o IR MR TT R BT, 4% PR
I BB HIN AVG G50 RefE 1A 2K B R /N D e aT 28 1 .

FEINENC B 22 5 B AR A XAt 70 K BRAR T7 T, 7 5 015(2020) 8 22 F 48 T BONA BRI AL 80 E
PRSI 3% B RS FOAE B (virtual avatar) fE A 7T A, R BHAESITE LA AR (AVG) 3 0 k2 14k & BT AT
IR B, g2 MA R B IS . BARYE K B ER IR 2 B BRI (identity simulation). B 7 ARALL
HIS W] LUERE AVG B 5 B RS Z M B¢ R o ZBHIR AN, AN DR AT 47 A 5
P REAL, o EAORVE LTI AR IS AT AL RS, 18K AVG XM B AN A EZm . R4 B
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AR, TS AVG ABUS N NS 17 REIIPAE p SEBSSFAT O« PR IRAH SCIA RIS IR R L
2, T HIRERAE VARG A BRI S, BIBTAE TR IR & 5 BT RBLR S BRI . BRIk, B
ReE AR R SRS B B ARSI A EAR L, T2 T B A B AR I B BOA AR K
Wi AR N BRI AT A o

4. ANHHENFENERMIFEM RPN A SRS NRARR

B 1 ABHIFER) S — AL AR SRR X AT 7E AR LA S A WU B 7F 7 B0 SR B sk o e
WEFEIUR LS AR 2 B2 (A0S, ARRBIEFURT LA T fMRIL EEG S5 MMM RHE IR, 2 — 24X H
FURR UIZRTT. IR U3 =N B A R TS 77 (R 40 70 AU R A 58 38 S e 2 ok 22 AN Sl A LA 2
(K158 X o

4.1. SHEYLSTRER R P AL

FEBIAE R A% H 28 A R 244, MOANHLAZ ELAR Sy % 25 B8 P ARS8 A3 T — SR T b R B A 451
1 ] A BTF 7 S A2 A5 N (2022) 8 X RE I SR SE R i i HEAT PP ARS8 E 7T, RIS B S AR xR P R 1 AR A
RIS Idmlek, S RRW], UREIEON T AR BT sEig s b e, sl A G s AR AL5E AT 5 D g
A& S Im B RS, 51 R BT F,  feis A S AT A P AR

EIR H A T30 23 L T xR B T R T BN e B R EE 25 X S AR AL i R AT AT A
R AT S e IOV ERR L N2 7 /WP eVAE R = & TR WD) e 5 N G EP/S 1) v D S el TR ) s 2 O )
T BRI B AT ARG FE B AR AR (9 ), 2019).

4.2. SEULSRRER ISR T Rt 52

ST BRI R R 5 AROR AT LUARE D0 e 2 B 22 48 S AR U 2R AT B e e it L TTH A
PEAC I ZH AR I SR BN 1 et 2 8 NIAJTEH], Anguera 5557 (2013) 45 & 24 55 A2 B i
RRARE R, B T S MR . AT, S RS AR Z AL, IIZREREFEN
£ 2 AR 55 R BT T A A AT TR o AEARSRIIBIE TE R, Bk 783 AT AR sk A 2 8 AR S R 1 25 H A (T
Sk A7 MU A RN TAN TARIEAZ), i B AT B IS R A RAE 2T 4 (I 2R3 R - Green A1l
Bavelier (2012)F i, SRR AT LA 9 —Fok i A (o B T AR AN 2 B8 AHLAERE 40 A 8 )1l
Jiide BE £ ICAEE A (2009) 4RI 1 A R SRS AT DI REAVIER RANL o BEAh, AHSRHI FT A 5 AR B 45
RE7R, NOGHRREER . AR MINGTT RAAR NG BRI ZRRFEEI [F A ZRRpEEmt
[A]) AT BE S MA I ZRACR I EEMFFE 45 SR A] 9 AR (S R X 2Rt e 4R 5 %5

4.3. sHEVSFER I AR ATT IR

BIVERLATE R T DAY B R AN B sy e AR B BTV 20 78 QTR I R AR R AN, AR T f e 1)
WHFRIL, U AT U TR T IR R AT, MBS IR . EAMG IR RoR, S PE LA
XK B A ST R — e B I 5 5 R AR s A 3 R SE AR 5 (Vedamurthy et al., 2015) . R 3 18 4R
Y SNAE R I ALY e RF R ANBE . IR IR NBE, JCIH R L RS2 e 7 T A 98, 481 G % 5245 (2021)
PRV BN AR AT I X80T R 1 ) 5 B 8 Bl 15 B R PR S i S FL I TR, T (R BE (2019) FF & (1 B A A0 AT
KRN /N AR DT [ S R AG 1) F TURIE FE . BT SRR, AHELH RIS, SO PE AT AR I 25 56 i 2 A5 i
MRk, RERE AR R0IEAE, T B R AT R MR VE T BA BRI E . 72 IS RIBE AR St
ATDAE— D3RR, ML JLE. HOFE. BEENBIRZE, #] LA Z U AT T 5
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5. &5

NI ZE T2 1 75325 0 CASE iR N It 383 < 3 A WU 3 o BEATL AR, FERSR BT S, da AT el
LR B 5 R S E U AT ST I AR ST R B S XA REHESD AT ER 18 F
RSN VEAL I B I, RS04, tRE S B AR 2 IS A e s AN REWS ¥ Fe sh A LA 3K
WEFCRIALER, A A T 3 E A % U BRI ST QR A SEEWE FEB0Hr . SR, IARIRR B (BRI AN 7
AL SNAE AU AT TC - (0 B2 AT SRAFAE — S A R S AR A IS, 9 G 7 322 Un A Dy 52 2% Bl R AT
TS RPN FPARIAP LRI AEOR, DR bt O T R VR A 20, $ v H A SRR 5 AN U,
VoA ik — R

S E 3wk

T, FEIAML(2023). SITEMUIRIE R G st AL R B E R N BT AR SRR W 1 w205
FIFEA L1t LTI —— IR (B 50 7 52) (pp. 243-245). T EIR B Rl 54

052(2019). H/EMBNERE LI TE I CITFF- T A, W A0S, P2 BRPGITIE K%,

MG, B, YOERRYE, JESREE(2020). MLATIE G B RME B H RS IR, O PEEI A, 28(5), 810-823.

BATK, ERFE(2019). ThAEMEIE 20N el AR T R A IR T H PRI EE R AT e, &0 ZRBT, 9(1), 7-14+23,

TLANE (2022). 2 T B)1FEMITNXCTHR DI T)EE DT, WL A0 L, B PR R

XTS5 75, KM, WS, WA, TLIRR(2021). R JE M RS ) L3 v R B e B AR X T TR A
f[F e 4, (11), 1665-1669.

1Bk, B, B HE(2021). 3h 1 AT Xk 0t % T 1 el 15 e A = ) 5 4 e (R s i e L R TE ML, O FERL 2R,
29(6), 1000-1009.

THMRIR(2021). A 222 S) 1 E DTN TR AT 902 B A5 227 RIL U Snpl ). Wi s, REE: R IHTE R

FI0, B, FRIN(2019). MR N GRATHAT DIRE IR R, O FEFL 5, 42(4), 820-826.

FHEHL(2019).  ZH1FHATNF NS A K B L7 T 7. TR 20 5L, Bl WL Tl oK.

%E%g,eéjggﬁﬁ%, TN, 2R (2022). TGN AN 48 10 R 0L IR S SE R T P R IS L. ALE AL TR, 22(16),
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