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Can Video Games Enhance Brain Function?

Video games, such as Fortnite or StarCraft, have become one of the most
popular leisure activities around the world. While too much video game playing
can take time away from exercise, disrupt sleep, or lead to addiction, recent
research suggests playing video games can still be beneficial for the
development of mental capabilities. These [Q1] cognitive abilities are especially
increased by playing fast—paced games like first—person shooters (FPS) and
real—time strategy (RTS) games.

Multiple studies have suggested that real—world task switching, like switching
from greeting people to answering the phone at a busy store, was more
efficient in gamers*. Specifically, those who played FPS and RTS games
showed significantly better task switching than non—gamers. However, that is
not the only benefit of game playing. Additional studies have shown that FPS
gamers were better at ignoring distractions and faster at processing visual
information than non—gamers.

Considering these opposing research findings, a few factors are important for
determining how helpful playing video games can be. First, the type of game
you play has a large impact on whether or not brain function is increased. For
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example, playing FPS and RTS games seems to have a greater impact on brain
development than role—playing games. Second, the age you start playing is
also important. Some researchers suggest that starting to play before the age
of 12 is more beneficial for task switching development than starting to play
after the age of 12. Finally, the amount of time you spend gaming may
determine how much benefit you receive. One study found that only gamers
who spent four or more hours per week playing saw improvement in their
mental abilities.

xgamer (noun): a person who regularly plays video games

(Q1) What word from the text can most adequately replace the underlined word
“cognitive” ? (1 point)

(Q2) Based on the passage, what are two ways gamers perform better than
non—gamers? (2 points)

(Q3) This passage is a part of an essay. Inferring from the passage, what is
most likely to be discussed in the paragraph that begins with the incomplete

sentence “However, -7 (2 points)
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MEHES Snet NAKE Moz JlENel sels2n Hof 8 S0l
SEHAE B}

- 110 -



M2 nsIE o)ISE TA H2020-2555 [HEH 14] “Qoj1t DSIE”

=Y Hol |, Hoill, PoiSal e AL B2
S [129102-01] 2&at A ZA0| B0 EXL AT T | o, |
IE 1 wE MU 4 ot
S [129102-04] 253 Qe FAo| e Y 21 BY &
INE 2 9t
S [129103-01] 2ery FAof 2t 32 AW ML FLE T
IIE 3 4 ot
83 [129103-03] 2ery Fao| 2ot 32 A 48Ol E2iH A (|
IE 4 2 moig 4 lrt
S [129103-06] 29 FAo| 23t 32 A YEH 0B 22
JIE 5 g 4 ot

o SF [129102-01] Bl Chyst FAO 25101 EXLE AT MR F o,

4 GHNE 1z 1 w2 vyw 4 ot -
83 [129103-01] Ciget FA0| 2ot 32 A1 NS Y2E DY
I 2 & ek,
43 [12941103-03] Ciget FAof et 32 A 4B =21 WA o,
7IF 3 2 moigt 4 lct
83 [129103-06] Ciget FA0| et 32 A YR 0B 2B
IIE 4 g 4 Aot
dF [128503-01] HlnA cist ZA0f 25t 22 A ME YRS BA =3
71F 1 morst 4 lct. o AE
g3 [129503-03] HlmH Cist ZAof et 28 AT LIBQ| =2 FOIS3
IE 2 3 #AE motg 4 Qo °f AE
93 [129503-06] Hlm Cist 20| et 28 A1 2 o] FOISI
J|E 3 2 228 & oC} o =2

- 111 -



2

=
o

e

._oo
il

Video GamesE 24X

L &2

I

A=
o
—

ol

—t
1o

K1

[eZKe]

1o

KIr
ol
mr
Jlo

57|

all

=
mr
Jlo

e

ol
gr
ol
ol
0l
100
if3]

o}
¢

F O

—

A0 Hg

[SE
o

S

2 FYEo At

(@)

—r
1o

—_—
[Ife]

EIY

s It

= £0AM Eo{el 2fn|

OH
=1

HIE S 2

o}
r

=]
0
K
ol
fir
10

J

Mo

A1
[

od

[
Kl
B

=

onl

ol
rn
ol

100
if3]

i A A= K]

5|

H 2HSOX= =2y A2t 2Hs o

AHE &5

<dr

=
=

ol
700
Ok

Ml Y

__A_l

o
00

ol

.r
o

FE(inference),

H =
H o

0

pS| Ol

T%_I

=

ofl,

0

B

I

B0

ol
ir
HJ

U

= =

ol

(conclusion) & H}

Ct.

- 112 -




| 6. GIIAI Bt U B} 7]

A

Q1) What word from the text can replace the underlined word “cognitive”
without changing the meaning?

Model “Cognitive can be replaced with mental”
Answer

Key Phrases | mental

Points 1pt: includes at least ONE of the words from the key phrases

Note Students do not need to answer in a complete sentence.

(Q2) Based on the passage, what are two ways gamers perform better than
non—gamers?

Model Playing video games can (i) make task switching more efficient and (ii) make
Answer gamers better at processing visual information quickly
OR

Gamers can become better at (i) task switching and (iii) ignoring distractions

Key (i) better/enhance/more efficient/more easily - task
Phrases switching/switching tasks/changing tasks
(i) process/processing - visual information/what they see - more
quickly/quicker/faster
(ii1) better/more easily/more capable — avoiding distractions/not

getting distracted

Points 1pt: Answers with only ONE of the key phrases (i), (i), or (iii)
2pts: Answers with TWO or more of the key phrases (i), (ii), or (iii)

Note Students do not need to answer in a complete sentence.
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(Q3) This passage is a part of an essay. Inferring from the passage, what is most
likely to be discussed in the paragraph that begins with the incomplete sentence

“However, ---

Model The paragraph will discuss (i) research studies about (ii) how video games can

Answer be bad for you.
OR

It will talk about (i) researchers who have found (ii) negative effects from

playing video games.

Key (i) research / studies / researchers / scientists / experiments / results
Phrases (i1) video games - can be bad / have negative effects / can harm gamers / can
cause problems / can lower/harm cognitive abilities / counter arguments / are

not helpful / opposing findings

Points 1pt: Answers with only ONE of the key phrases (i) or (ii)
2pts: Answers with BOTH of the key phrases (I) and (ii)

Note Students do not need to answer in a complete sentence.
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