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Abstract

The rapid development of China’s digital entertainment industry has made video games an im-
portant form of entertainment consumption. In the field of cognitive training, the effect of action
video games on executive function is controversial: most studies have shown that it can improve
attention control and task switching ability, but some studies have not found significant correlation,
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and even observed the negative effects of excessive games. Many studies have confirmed that sys-
tematic game intervention can improve cognitive transfer ability. However, due to the limitation of
experimental conditions, most of the existing studies use cross-sectional design, which is difficult
toreveal the relationship between game experience and cognitive development. Although there are
breakthroughs in longitudinal research, there is a deviation between the high-intensity training
program and the natural game mode, which may induce behavioral dependence and conflict with
the principles of healthy games. Based on the theory of cognitive neuroscience, this study will sys-
tematically sort out the relationship between action video games and executive function to solve
the limitations of existing research.
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1. 51§

LR E A B RE RBLR F KA, iR R R O BB R SO 2. ARSI
BT, BUA SR B B3 AR AR S SSHIERT FUIE SEah 1 8 LT R RE W 4 T e X
BT Zh BE CRE SR TE B P AME 55 DI RE /1), AEATY A #0820 6F JE S0 R R A S 3k 1 TS5 A R B T H I )
WEVERER, A DB TS B3 B2 i % B e T RE AR 8 AN ZE L 2 LG A 8. 20, Green 5
Bavelier J& i ArifEAb SEI6 S UIZRRE FIESE, ARGk i ak T Fi Al 2 25 52T Bl 7 AR 55 R B b A S i
BREN[1]. (BEMERRZE, 2B S g 2 RENE HIZ), a7z ST 7 B8 i R
b L BE a[2], XML B R ROR A BT 5 AR B K BRI RURFIEZE 57, A0 AR 2Rl R 22 B AR
KEINFIIRER FE NI PRI . RN R T T 05 B PR AR W] R RS RO kG . Dale
W7 BN BT BT 0 %6 A AR QR AL, 1 HR A v o B R AR QN o (B H R d
> 2 /NS EARBREEL T i 8 AT AR AR G RV R 22 o XA SRR AR 1 0 T 4518 1 B sk
Dy SRR, T T B BRI AR R R R 55 B8 Al XRAT 9 AT 1], AT 5 i BRI XRAT 9 4R R 4R A8 13
JEEE S 7 A A R R 3] [4] -

BT NG 2 B2 PR AE S LU BT AW TE TR A AR R i R, ASHIT FE0S B 11 S 13l xR 5 AT DI RE K %
PRPERTE TEREAT RSV -

2. BB TR AT RE I RIRNT TSR
2.1. ahEBFHFRK

PR 28 Ui R A N B 1 R RS, A e AT RIAR N KHEAE BB BR 2, il £ &g B
AL A (CUH5 7% 2 8 Bl o 5 45 0 B &) SE I A :NAC L, FF DR 8 SEFR 7 SCHE AR 2R R oK
Y.

TEWERR R 220y HAR R rp, 2 5 BRI B S AT R S A 48 T 75 SRS o bttt o AR [ Bl
A K 2= (IGDA) KA KN 73 AE SR, 1S Fi Tl *k (Action Video Games, AVGs) K H % it iz 2 fp i
P25 [ A B R e S P R 2 P R, B I S A i A7 e BB T TR A o SRR o A A BR 15
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2.2. UiTINRE

AT DiRE(Executive Function, EF)& AR @ ZA I RS % O A RGR 7, ot 4 B4R R AT N =
R, 18 HARSAAT AR CEER . X — OB AR TR S A, RO s =M E
SRIRIAVLEL RSB 3« Akl 4 B8 0 35 Bh A S iR B 300 B AT, AR SR 3 1 S REAS [T 55 ] Fr) SR 4 2 4,
TAECAZ WA T A5 BB A AIE LR N T Miyake ZEIRIF FEAESE, 33X = AN B2 B AR 45 P 25 5L 3 O A
KAE(r = 0.3~0.5), XA AHXS ML HIZAE, 75 N5 A A RIAT 55 I T LW (6] TAE MBS R4 . X Fhh
PR RE PR PIAT Th e R I H 5K R0 R R AT 98, RO AN TR« 0 S e A I PR T 55 4033 11 2 LA
2.3. BERFRFRI TR MR

DAFE AN I ZR0F 50 A3 52 30 2 R R 2 080, Bl 288 P Ui RN BIAT Dy e 10 1 42 20 R 2 L HE AR 2 1)
FREE - RILK R DA UEYER B, I P xR 5 8 1T e = A 7R S AR 1 (1 A R 38 25 208 . Zhang i 22 490
FPPAL KB, SR SE HLF U R I ] SB35 SR T AP AT RUCRE L 2 [A) R AE RS B BN BN B VR 23 B 45 [ 5]
RPN AEVE ROIRBEMLHIHIC N, Chen HFAiz F Useful Field of View (UFOV)YE 3T 19 4H 8] LL A%
WHLEIR, SRR A AE R T AT 55 P (1 S B 4 i 23.6%, IERZe4R Tt 15.4%, 1ARGuit5 2 EK-F
(p < 0.01) [6].

SR, AZATIBAFLEAN ] AL SR T 5 5 . 28 SN g5 T 45 14 27k, Irons SR A Flanker 1
FFEAT B ZEL IR U S5 o, SR T R0 S 1 SRAM I 2 A T P TE A 256 222 S oK . 35 BB (A = 2.3%, p = 0.17)
[7]. 3X—KPIASH] Murphy 1 Spencer 7L HE, ik KA UFOV TR RIRE AAG I B4 IR1: 2 %
F(F(1,62)=0.83,p=0.36) [8]. H{HMAERMMZ, Karle ZiB RS ERIER, SIENRLE 5N
RIGTEFAR (RAETIHAU SRS A B RILE Z A RS = 0.12, p = 0.41) [9].

X FE T REVR T 22 B AT AR B (W R YIRS 500 25 BE B TE AR RS MR o 24 AT 7 IR B 5
RN H—, SRR E IR T S EBUSN E THR 2, Bl “BNPESRIER” 1S e br sk = 45—
WIS IAR R B, MEZERRRUWIELINFIK T 2 BRI N 2 ) R P78 0 g 8 i
R BE=, WA IE TR (W Flanker 455 ) 10 AR 25 280 RE X i SRAH SN ENARFAE IV BURIE AN 2 o PRI, iR
LTI AR AT ThRE RO VE F AR A A A B SR A, i Rl it T+ s 5 i e ML F 7 48 s AR 2R A
F R
2.4, NEIZEBIMBMER FlE RN TTh R R0

WA R S0 H 7T O R, RIS 28 I AR A T A I Xk S AR o AT T e P R 4%
RN EA REMRE2]. FERN MR, 2 ER IR “BIER iR BA MBS E A
P, HERAE R SO = RONEIIN C4ERE : 1) ZhaSFEs PP oK 2) 2 HARIB R =2 FOpL]
3) B RIEET I s i d o JE AR 7 2R JZ G5 Y (Cognitive Demand Hierarchy Model), 24/l =it 7
P RN BA B BRI A I AL 1 B A 0k AR 1A 3 98 N LT s

BEAE B RS I, SRR R IR AT AR A TR EAAE I R 2 T ) PR 55—,
KA NAE LR A (6315 I X (MMORPG) i i R 4 T ARG 308 5 g RIAE /1 S, 2 AR
TE R (MOBA) ZE R =2 AP AR L 2 [ E A S BN IME Vs S =, BB — ARG 280 Xk (FPS) ] 2 /5%
WAL E A G IR I IR RE f1 . WA Steam T4 2023 fEFEHHE Bon, IR TRA iR £ ERE)
PRI 3% 78.4%1 35 R F P & [10], AHIHXTHRAT hRe & F e (sl . AFR I TIEdiZ)ZE
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AT ML A 58 4l

WP Z R TR B, B1E S i IR BT ThRE I 2 N4 B LA B335 (R VR - DA TEAR 2o
RV ZRRE WS BT DU Iz m . RN RIS A AR IS IZ R R I [1] o X PPN EE a5 A (E 5%
LR RS, (FBUFRAEHAT S5 8 R B = BT R [11]. WRBMA KRG, shifElER I ghmid it
HERBIEAI . SR E 2 PR RE I FIIR T 2 HbRIBERRRe, NELARE ISR R I A T AR A T
BN R RIAIRA T AT A 2 SIHLHIAR, o R T S A RN I 2507 R 34
IgEivie e

KESTUEFFFAESE, &E S5 EH B TR e B R TR AT TR KF . Zhang [T
B, SRR N SR TG RO s s . 2 (R ERAERE S SN B IR A B o IR R RO AE
TR TCALH I A R H[5]: Chisholm Jiid B G RSN, ¥ikiF 5 LIRS B, RINNEHL
BURAEXUESS BB b iR I 5 T/ R4 (p < 0.01), FRTERZ LG v RE ik Tk HIGE 1. #—
IR 70 R 2 BEAL 5236 35 EGIE 13X — & PI[12]: Chen iz F A FIMLEF 155 (UFOV) WL 22 B 5h A i ik 4L E =5
)Y A 45 v i) S S N 4 28.6%,  IERAZRARTH 15.4% [6]; Dale (i fi 5 S RS2 &R, Sk B s
TERR LIS B B A AT 55 T R ILFE T 15.4% [3] fEAE R A2, X R A 25 B A 1557 57 1 - Kozhevnikov
KA BRI, A FE BN Z 5l AIAATE R 23V € FAE 55 R I H B I 38 71 (42 = 0.18), 1
BB G AIE B3 7K F(p > 0.05) [13]. Momi (I )+ TRAH Feidk—BHEsE, @i Ratkilg )G, #akrE
R NMR AR TAE AL R R B 20U E 35 008, RABNIEE R IR rT LU i 58 4k 04745
W REF= A R AL o X LR I BR AR R AL 5 I LRI AL T BB IR, O R T SR AR R T %
B TS IHLEAR[14]

W R IR FOUEHE R B, & 2 5 a1 E 28 f IR ol AR FH AT ThRE R 2 N 4E % . Zhang @
UIE AT 0 N S Tl /) (B80S [0 2 2 R P e e N ol L1 B (1 e oA o o A R S -
B XFRSAETE B ECHLE] PGS H[5]: Chisholm SRR A RELER, @il 8k 5 kN
R, ESEBNVE IR BT R AE XTS5 Ul i R IR 25 L T X R4 (p < 0.01), $R/RUFARAIE AT RESRAL T A
At - ToH 9 2% 1 i R Dh EE[12] -

HE— B I FUR ) 2 R S236 5 I TiX— R I:  Chen i A Useful Field of View 1T 45 M %2 5|54
Tt R AR 2% TR)VE AT 45 v 0 SUBE P 47 46 23.6% [6]; Dalle FI 7 B 5 I8 IS 52 565 S 7 i e 2L A WAL 9 3 3 3 AT
Z R IR 15.4%. EAERKZ, XM Y & B A E55 45 72 1% [3]: Kozhevnikov ¥ i3 =i i
LRI, N EBNZ 5 R AR A I 257 08 AR5 T R I B N4 T (n? = 0.18), T B LSRR IE
2 7KF(p>0.05) [13]. Momi HIGAIaIFFiUhf Fo it — 2P uEsE, & RIS, #OXrEREZ ISR 5
M TARCAZ AR 5 Hh B I8 5 3L 4 2% 24035 (Cohen’s d = 0.42), $&7RSIEE X I 25 ] BE L 52 Ak P AT 4%
1l X 8% [ T SE 1 e A ) PN R 2 [14]

FUE Z B0 S FRE AR 28 F T IR AR R N3 25 8, AEZAIIAT A7 76 35 R S N F A5 . Irons K
H Flanker Y8 HEAT LRI LEEC R, BRI RIS LE i SRAM AT 55 T 1 1A 26 22 S ARk 2 2 K (p =
0.17) [7]. X—KI43F5] Murphy H1 Spencer #F 7T HF, H 2t R Useful Field of View il ik [F] 4 A A ]
BIHANERT B Z 5 (p = 0.36) [8]. fEINAIRIGHE4ERE, Karle BIEAE SVl IER, SfEIFRER S
PIHARH (Switch Cost) ] ok R HLE ZHH S (p = 0.41) [9]. Wu K HIVE B M4 MR (ANT)BE—1ESE, shiE
TiE RN Z5 5 BT 43 1) I 28 S8R R ANAFAE L v 2. 35 ORI (r = 0.08, p = 0.43) [15]

AR IR, S0 B T EE 2 WS B B /R xR P R 7= A AR OB . Green SEI LB A ZEAT 2%
RIL,  BNVEHE AR E R A T 55 H 1 S 2R 5 35 JE K (M = 487 ms vs. 423 ms, p = 0.005), H #7240
12.6% (p = 0.037) [11]. IXFp Gt RN ] e 5 i FEUiF AR 2 55 5 SURA AN B URAE SR G O¢, 7EARKR 75 Z g LU

DOI: 10.12677/ass.2025.145422 528 ey =g B


https://doi.org/10.12677/ass.2025.145422

%
n
t
H
e
Eii

X 3 FEE AT 5 e DA R T (AR

YT FUAEAE 22 (A% C R DR T BEAE T2 4R 3 Ui XN PRAT DI 6 110 18 448 20082 A A B 1 fF 7 v 52 A
A—EE, X BT e TR AR HE 0 B RO AU SR RS > 5 /NSRRI KA A
BUR S RBUALL], BEE TR & J, AR L 2 M hn i R R AEE >3 /N [15]. R1fT, XAy
KFRUEGR Z AT N EAEE SCRE,  HRE R B MR 22 5

TEJiEAR S 57 € 3 THD DT I B K RO B VR AL Bk AR . R A I 7 25 7 T A 75 SR I Bl 1R i
AR R, W Dale & H 2 4E5r FHELE, HECTFI AR 7 b 1 PRIEGE A 1345 Ge o0 Febn i H 2Bk . H
R A 1) W AIR A S T BUR— KRR AME USRI 2) Buak s Y iR AT A i) 38 s 1 5 e
FERAIE; 3) = Ge— NN AU VPAGHE RS o X PSR AR A AN 2 PE P RE S BURE A R 22, 3607
SR 7825 S B m SEVE S AT (4]

4, WE T H PR AT B SR A4S RAPIEZ RO E & . SMERE TR A 1 3%
TORAN” WL T BeR ) I AR S . (ESE EE — AR PR AU (Speed-Accuracy Tradeoff, SAT) 1, Itx
A6 1F4) 38 bR S 82 PASRAR DI 22 TR 2 il , X AN SR PT RE S AT D FR AR UM 2 7 FUATT &
SIS HE bR AT RE Ak TR IR 5 R RO, 1T TR 2R R R DU T BRAIGAY A A 2 [16] . BRI 7T R
ROV AT IR 1) SR 4EE, 3 BL@ T Go/No-go (T4, N E R M FE bR 2) AR
TEPELERE, SR B R R RIS AR AT 55 VP4l 4 A B R R A R RIS s 3) TARICIZ4ESE,
i IE N-back 1145 F1 2 HFRIBEATSMN, T 2R B A br . Rl & T2 0 575 P 5 800N 77 1 1)
oy HULR NI AR R, B2 ARG AU ROV (d = —0.31) [7]: T LA IERRER 9 Fa ARy, WIS
I IE R N (d = 0.42)

NI LTS HONIR R BN il R S5 AT T B I R R D6 R 2t T EBLESE, (AR £1A
BUPEAFAE 35 22 57« Kozhevnikov BT 12T TS 56(30 7 sl 4R) o, 1 Bhilie R AL /E I S T
Z RS THE 15.6% (p < 0.01), {HX A AR 25 B (Rl SR M, A AV SR e 75 R T I Ml i
A ¥EPE[13]. AHELZ R, Momi SEitE s 255 (15 K x 3 /NIH/R)P2AE T FREe e A A s 2 : Il
SRR RGN TAECIZ = AR Y IR PR T, HOXRpN AR NI Rt s = A
TRFFFRE (p < 0.05) [14]. AT, X Fh ok FE N SRl B SRR BEAE AR 38 W 22 . TR A il o,
1 12.3%MIFKIERNEH > 1 /NIRRT 47.8% M BRI [E] < 3 /NEH(95% CI [42.1,
53.5]) IXFhFIE - NI FRANTUAC T BONA I\ n BIF 7030 2 1 115 2 A R0 R0 e I R B i 25 B i ek
BN G BAERAAE R G E R

3. WHitERE

BRI SRS T S ER AT B AR DI RE  RF R ShAT DI BE T2 (10  FLIR B L A Ao T
IR R A U NIEYE S, R GEE R 25T DAFERSRE 261 TR THAT DI RER) = KA% Lol . 10
s ARG EA TARSIZ. 2R, IR — 2R )R, I Fas 2B bridia s, o
Tk AT RE TN AONRI BTG, 3 BUERAL S5 SN E K HAR R

KA TSR VR T 2 AR R AR AR . H G, PRSI MBI S B L
IR, Ban, KEE NFEL M IR (MMORPG) 1= SR AL i A5 4 e 22 1) g K o
BE, TEE— NFRS il 2k (FPS) I 2 25 4R T AT iZ 5 B /= IR I8 sh B A 2R . Hk, & TR KR bR iU
PEZE S T RE S BUAN T I S . B, MR 225 R R S 2R AR 2 18] A AH ELAT F AT REXS SE 46 4
PEBKIAESE R 2. BEAE R, R R R R EOARE RIS .

LTI IR D RE RO RE A BL I 2 20, WIS RAFERZ RN, XEERTZHEFTRRE

SN
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BT, FUE

Z IR AR P SZ EAE o ¥ 56, iR ST IR 3 SR R 25 e e L (R R R T IR i, K A
FEL A P T R (MMORPG) = 2L AL BT A1 SMIU K J= ) S LRI DO RE, 1T 28— A PRI il Xk (FPS)
W S 35 BT AT IE 3 B R WL IE S BE B R o XM ZE R A A AR A8 — VR A AN [R] SRR 6 DA R e
SR .

R, W TR R e R 22 7 T RE S BN T 1 B P . ANFIORITFUR A T Z AR TR, 40
SN IR L S (EEG) A DI RERE LR MR (FMRI) [17]0 X 48 T H AR Th BERIBEURE &, AT
SEUHR R AEA R LI W AR R EMROPCR . B, FEHTAIL, B FPS Jirk it
FE S SEHAE 55 HH AR B IO BB, T 2 — Sk T R R IR AR RN o XA 22 3 W] e T B A I
BT RN ZES

o, MRZESREER SRR 6 AR AR R AT REXT SE 45 R AR AR SE iR 2. MA
MIEEe . PRI BET S IR RS LE R BE /) 55 K 30T RER2 M HORHIE xR A SN o i, 75 > 4R A
A N AH R S B i i 10 S S T A AE 2 22 o EAN, BT s R A IR 0 (K T B AT #k b 3R i
2%, MARIRE /T BRI AT BE 32 2 b o IX MBI 22 57 DN 2 7 BEAE T T LT AN 20 o BA il
75 /AT e S B A 1 7 -

SR A ORIE I, I P xR 28 55 AT e BOA R B G o ML i dk AT e B0 2 0 SR A AE 5,
BEMTSEMAARIIRERIR L. B0, WETCAIL, & H R (B 2 /MR RIBea, s R 55 IS 2 2%
I, RGN X AT RER T AR S BOA RN SRR, SN R RGN RE ). BRI,
B SRS ), S R, X TR AR AR D e B

ARARBIWEFERT LA EAR JUAN T T S IR A S AR A7 i B0 xR SR, SRR 0 B R AR KL
RHEIREMNZ HARBERESEU ST RS, ¥ RTINS 0THESE, R G5 5 A 5 L 1Y i
KRANZRASINFNRE IR R 5 KIP2Ms JF A AT 305 5, RIS IE LN RUKT 5 i R 5 50 251
BINGSH, AEINFI T IR 2 YR A e (X T

EREPR, WIS IR RE L ok R, BEATRRIEREAE I, AP e e XS . KRR
AT T LR AN IR AN [F) AR B30 XA RN T BE A B A, WA HAE TR, Dyl g B & BRI XK
e PR EAR YR . FIN, Br MARYE B SO0, A BRI R A, 3 G i R U ) R 14
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