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Abstract
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The aim of this study was to experimentally examine the visual search activities in various games
and at various skill levels, mainly using eye movement measurements to assess visual search
activities in eSports, which require quick and accurate reactions and decision making under
extremely tight time and space constraints. The purpose of the study was to compare the results of
the different disciplines and skill levels, and to verify the common patterns. Specifically, the study
consisted of the following two tasks. Task 1: Selection of various eSports games and construction
of an environment for extracting visual search strategies. Task 2: Examine the visual search
patterns common to various eSports games.

This year, we focused on "Task 1: Selection of various eSports games and construction of an
environment for extracting visual search strategies". In particular, we examined the characteristics
of various e-sports games and players, and selected suitable games and players for evaluating
visual search activities. In addition, we constructed an experimental environment for measuring
eye movements suitable for e-sports to evaluate visual search activities. In this year, we focused
on MOBA (Multiplayer online battle arena), which has the largest number of players and numerous
tournaments, FPS (First-person shooter) and TPS (Third-person shooter), which are also popular
especially in foreign countries. (FPS) and TPS (Third-person shooter), which are also popular
especially overseas, a racing game (Project CARS), which has the highest similarity to real life,
and a soccer game (FIFA), which is also held as a sports event (eWorld Cup). The characteristics
of each discipline and the characteristics of the players were verified by focusing on eye movement
measurement, game analysis, and protocol analysis.

In the future, we will also work on task 2: Examine the visual search patterns common to various
eSports games. We will measure the eye movements of competitors in various games and at
various skill levels, and aim to extract the patterns common to each.
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Comparison of visual search activities in various eSports games
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The aim of this study was to experimentally examine the visual search activities in various games and at various skill levels, mainly
using eye movement measurements to assess visual search activities in eSports, which require quick and accurate reactions and
decision making under extremely tight time and space constraints. The purpose of the study was to compare the results of the
different disciplines and skill levels, and to verify the common patterns. Specifically, the study consisted of the following two tasks.
Task 1: Selection of various eSports games and construction of an environment for extracting visual search strategies. Task 2:
Examine the visual search patterns common to various eSports games.

This year, we focused on “Task 1: Selection of various eSports games and construction of an environment for extracting visual
search strategies”. In particular, we examined the characteristics of various e—sports games and players, and selected suitable games
and players for evaluating visual search activities. In addition, we constructed an experimental environment for measuring eye
movements suitable for e—sports to evaluate visual search activities. In this year, we focused on MOBA (Multiplayer online battle
arena), which has the largest number of players and numerous tournaments, FPS (First—person shooter) and TPS (Third—person
shooter), which are also popular especially in foreign countries. (FPS) and TPS (Third—person shooter), which are also popular
especially overseas, a racing game (Project CARS), which has the highest similarity to real life, and a soccer game (FIFA), which is
also held as a sports event (eWorld Cup). The characteristics of each discipline and the characteristics of the players were verified by
focusing on eye movement measurement, game analysis, and protocol analysis.

In the future, we will also work on task 2: Examine the visual search patterns common to various eSports games. We will measure the
eye movements of competitors in various games and at various skill levels, and aim to extract the patterns common to each.
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