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ABSTRACT 

 

The ability to efficiently search the visual environment is more and more 

important nowadays. There are many studies show that experience of 

playing video games may enhance searching efficiency and selective 

attention in a visual environment. The present research uses two modified 

experiments to examine the similarities and differences between video 

game players (VGPs) and non-video game players (NVGPs), and uses 

eye tracker to find out the reason why their performance are different in 

searching tasks. The analyzing results show that VGPs have different 

strategies for dividing visual attention. In target searching tasks, VGPs 

display overall faster response times, mainly attributed to better searching 

strategy. 
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