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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, in "Task 1," we examined the characteristics of specific e-sports competitors.
Specifically, we focused on the "eBASEBALL Prospi A League," a popular mobile e-sports game in
recent years, and evaluated the visual search activities of hitters who actually participate in the
game as professional players. In particular, we set up three types of hitting situations and
compared hitting maneuvers and visual search strategies in so-called "difficult-to-detect" situations
according to the skill level of the players. The results showed that the players were able to adjust
their hitting maneuvers to the pitch as needed.

Furthermore, we also worked on "Task 2," and found that the same "look-ahead" visual search
strategies exhibited by skilled players of sports games such as soccer (FIFA) and racing (Project
CARS) are common to both games.

In addition, as in the previous year, the experiments were conducted with the utmost care in
accordance with Keio University and campus policies to prevent coronavirus infection, and as a
result, the research could be conducted without infecting anyone.
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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, in “Task 1,” we examined the characteristics of specific e—sports competitors. Specifically, we focused on the
“eBASEBALL Prospi A League,” a popular mobile e—sports game in recent years, and evaluated the visual search activities of hitters
who actually participate in the game as professional players. In particular, we set up three types of hitting situations and compared
hitting maneuvers and visual search strategies in so—called “difficult—to—detect” situations according to the skill level of the players.
The results showed that the players were able to adjust their hitting maneuvers to the pitch as needed.

Furthermore, we also worked on “Task 2, and found that the same “look—ahead” visual search strategies exhibited by skilled
players of sports games such as soccer (FIFA) and racing (Project CARS) are common to both games.

In addition, as in the previous year, the experiments were conducted with the utmost care in accordance with Keio University and
campus policies to prevent coronavirus infection, and as a result, the research could be conducted without infecting anyone.
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