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Abstract. Inhibitory control (IC), one of the main components of executive
function, is a high-order cognitive process that enables individuals to suppress
prepotent reactions and resist irrelevant interference. It develops rapidly in early
childhood and provides a foundation for cognitive and psychosocial develop-
ment in children. Although differing perspectives exist, there is some agreement
that IC may be enhanced through video game practice and training, and that the
level of cognitive engagement (CE) may affect the training outcomes. This study
explored the effects of training video games on IC (measured by a Go/No-Go
task) in 90 four- to six-year-old children. Participants were randomly assigned to
one of three conditions: low CE (played Whack-A-Mole), high CE (played
Talking Tom Gold Run), or a control group (received no training). Both training
groups were asked to play the assigned video game for 5 min/day for 5 con-
secutive days. Results showed that the experienced gamers performed better at
IC than did non-gamers. Video game training triggered significant improve-
ments (preschoolers responded more accurately and quickly in the Go/No-Go
task after a total of 25 min of training). Reaction times were negatively corre-
lated with accuracy, i.e., children who responded faster also made fewer mis-
takes. However, the level of CE in video games had no differential impact on IC
in the present group of young children. These results highlight the potential
beneficial effects of video games on IC in preschoolers, and indicate that video
game training may serve as a promising alternative to conventional IC
interventions.
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1 Introduction

In this era of information and technology, video games have become almost ubiquitous
in children’s lives. A considerable literature has grown up on the potential effects of
video games on cognitive ability [1, 2]. Recent evidence has suggested that video
gaming might lead to enhanced inhibitory control (IC) [3, 4]. However, some other
studies have found that IC is negatively affected by video game experience [5, 6]. In
considering here whether playing video games improves IC, we begin by explaining
the meaning of the term IC.
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1.1 Executive Function and Inhibitory Control

IC is a central component of executive function (EF). According to Najdowski et al., EF
can be regarded as the chief executive officer of one’s brain [7]. Although an estab-
lished concept in psychology, EF is difficult to precisely define and there remain
different beliefs about the structure of EF. Some researchers have conceptualized EF as
a unitary system [8, 9] whereas others have considered EF to be a multidimensional
construct [10]. To date, most researchers have reached the agreement that EF consists
of three separable but interrelated higher-order cognitive processes (IC, cognitive
flexibility, and working memory), which regulates goal-directed action and adaptive
responses to the changing environment [11].

As a core function of EF, IC involves the ability to resist automatic but task-
irrelevant responses. Classic examples of IC in early childhood include suppressing the
impulse to eat a forbidden cake or to avoid touching an appealing but banned toy.
Children who score highly on measures of IC are able to behave themselves in such
situations, while those with lower scores seem to be more reckless. IC plays a crucial
role in one’s physical, cognitive, and psychosocial development [12]. It is a reliable
predictor of young children’s school readiness as well as achievement in mathematics
and reading [13, 14]. Deficient IC has been detected in individuals with attention deficit
hyperactivity disorder [15] and autism spectrum disorder [16].

The Go/No-Go task is the most important measure used in assessing IC [3]. This
paradigm is an Information and Communication Technologies based task, aiming to
evaluate a participant’s capacity to inhibit inappropriate responses [17]. A Go/No-Go
task requires the participants to perform an action (e.g., press a button) as quickly as
possible when they see certain stimuli (i.e., Go trials), but withhold their responses
when other stimuli are present (i.e., No-Go trials). IC is indexed by response accuracy
and reaction times (RTs), with higher accuracy and shorter RTs indicating higher
efficiency in IC [18, 19].

1.2 Inhibitory Control in Young Children

The rudiment of IC in young children is the effortful control of one’s primitive reflexes
and other pre-dominant behaviors, such as reaching an attractive toy [20]. The ability to
refrain from a prepotent response begins to emerge in infancy, likely in the first year of
life [21], and develops most rapidly in the preschool period [22]. The growth in IC
during the early years can be explained in part by the maturation of attention and
integration of different EF skills [23]. Another possible explanation is that functional
changes in the prefrontal cortex during this period also contribute to the development of
IC [24, 25].

To date, evidence for whether IC can be improved by training has been mixed.
Some studies have failed to show any beneficial effect or transfer of IC training to other
tasks [26, 27]. In contrast, other cognitive intervention studies have demonstrated that
IC, just like other EF components, may improve with training [28, 29]. A number of
researchers have identified that consistent exercise through cognitive stimulation or
aerobic activities is able to strengthen brain connections and enhance IC [29, 30].
Furthermore, IC training yields stronger effects for young children than for adults [31].
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1.3 Video Game Training

Studies on the benefits of gaming have documented that video game experiences may
have the potential to facilitate IC in children [3, 4]. Certain types of video game,
especially those requiring a high level of cognitive engagement (CE), have been found
to be capable of enhancing EF [32]. CE refers to a mental state in which people devote
their cognitive energies and allocate their attentional resources to master acquisition of
challenging knowledge and skills. Complexity, novelty, and diversity have been
identified as the key factors of highly cognitive engaging training programs [33].

Computerized cognitive training may take 2 to 14 weeks to benefit EF, and a longer
training duration has been found to produce better EF outcomes [29]. However, recent
evidence suggests that young children’s behavior may be easily affected by even brief
exposure to video games, due to the vital function of play during early childhood [36].
Further studies regarding whether IC can be stimulated by video game training over a
short period of time would be worthwhile.

1.4 The Present Study

Although the effects of IC training remain controversial, given the brain plasticity of
young children and the importance of IC [35], future research is needed to better
understand the impacts of video game training in this context. Considering that the
level of CE and the length of intervention time may influence the outcomes of IC
training, this study aimed to elucidate whether a short duration (25 min in total) of low
or high CE video game training could improve the IC of young children IC as mea-
sured by a Go/No-Go task.

Based on previous findings, we hypothesized that (1) experienced video gamers
would outperform non-gamers in IC at pre-test; (2) video game training would promote
young children’s IC in less than 2 weeks; and (3) high CE video game training would
produce greater improvements than low CE video game training at post-test.

2 Method

2.1 Participants

Ninety children (47 boys and 43 girls) aged 4.46 to 6.03 (Mage = 5.04, SDage = 0.31)
participated in this study. They were recruited from a kindergarten in China, and
written informed consent was obtained all parents/guardians for children to participate.
Prior to commencing the intervention, parents reported their child’s gender, date of
birth, and previous video game experience, including (1) whether their child had played
video games before, (2) how many times their child played video games on a weekly
basis (in general), and (3) how many minutes their child spent gaming per week on
average.
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2.2 Procedure

Figure 1 illustrates the structure of the study. The pre-test assessment took place two
days before the start of the training, and the post-test took place two days after the end
of the training. In the training session, participants were randomly assigned to one of
three groups. One group played a low CE video game (Whack-A-Mole), another group
played a high CE video game (Talking Tom Gold Run), and the third group which
served as a control group continued with their routine activities. Training was com-
pleted for 5 consecutive days (5 min per day). Children completed all the tasks and
training sessions individually in a quiet and familiar room inside their kindergarten.

2.3 Assessment (Go/No-Go Task)

The IC task was a Go/No-Go task for children. It was created and implemented using
E-Prime™ software (Psychology Software Tools, Inc). The Go/No-Go task contained
two types of trials: Go trials and No-Go trials. Participants were instructed to press the
space bar when they saw a “Go” stimulus (an animal other than crocodile) and refrain
from responding when a “No-Go” stimulus (a crocodile) appeared. The practice session
composed of 16 trials including 4 No-Go trials, and the test session comprised 40 trials
of which 25% were No-Go trials. Figure 2 shows the sequence of events during each
trial. First, a fixation point was presented in the center of the screen for 500 ms. It was
followed by a randomized distributed Go or No-Go stimulus, which appeared and
remained on the screen until the participant made a response, for a maximum of
800 ms. Feedback was given during the practice trials but omitted during the testing
trials. The number of correct responses and RTs were recorded. Higher accuracy scores
and shorter RTs reflected higher levels of IC.

2.4 Video Game Training

The training device was an iPad (Apple Inc.). Both training games were free com-
mercial games that could be downloaded via the iTunes App store (Fig. 3). Both games
required the ability to inhibit prepotent responses to environmental stimuli. In the
training groups, each child was instructed to play the assigned game for 5 min per day
for 5 consecutive days (total training = 25 min).

Fig. 1. Procedure across groups (n = 30 for each group).
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Low CE video game. Whack-A-Mole (CLCM Inc). The goal of the game is to force
the popped-up moles back into the holes by whacking them with a mallet, and to avoid
hitting other objects, such as bombs. The moles and other objects were presented
randomly. Children were instructed to respond as quickly and accurately as possible.

High CE video game. Talking Tom Gold Run (Outfit7 Limited). This is a runner game
in which players are enabled to run indefinitely. During the running sequence, children
were required to move their characters (such as Talking Tom) to avoid obstacles and
collect items (e.g., gold bars). The game became more difficult as the child proceeded
and children were asked to run as far as they could.

In order to examine the degree of CE, children were asked to evaluate the com-
plexity, novelty, and diversity of the video games on a 5-point Likert scale after their
first exposure to the games. The 5-point scale was illustrated using five circles of
different sizes, with the smallest circle representing the least degree and the largest
circle representing the highest degree. Higher mean scores on this scale indicated that
the video game involved more CE.

Fig. 2. Illustration of the sequence of events on a trial. Feedback was only provided in the
practice trials.

Fig. 3. Screenshots of the two video games: Whack-A-Mole (left), and Talking Tom Gold Run
(right).
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3 Results

3.1 Manipulation Checks

The high CE video game was scored more highly by participants for complexity,
novelty, and diversity than the low CE video game (see Table 1 for details). These
results indicated that CE between the two games was successfully manipulated.

3.2 Demographic and Video Game Experience

After random assignment, no gender or age differences were found among the
experimental groups (Table 1). The groups did not differ in previous gaming frequency
or time spent per week on gaming.

Preliminary analyses revealed that the experienced gamers performed better at pre-
test than non-gamers. Compared to those who had never played video games
(M = 33.07, SD = 3.71, n = 15), gamers (M = 36.23, SD = 3.02, n = 75) responded
with greater accuracy on the Go/No-Go task, t(89) = −3.56, p < 0.001, d = 1.01. The
RTs of gamers (M = 594.55, SD = 52.80) were faster than those of non-gamers
(M = 631.77, SD = 58.21), t(89) = −2.45, p < 0.05, d = 0.65. The more time spent
video gaming each week, the more accurate (r = 0.35, p < 0.001) and faster
(r = −0.27, p < 0.01) gamers responded at pre-test (Fig. 4). In addition, as gaming
frequency increased, gamers’ IC pre-test accuracy increased (r = 0.33, p < 0.01) and
RTs reduced (r = −0.282, p < 0.01). Additionally, gaming time was positively cor-
related with gaming frequency, r = 0.58, p < 0.001.

Table 1. Manipulation check, demographic, and video game experience variables by group

Low CE (n = 30) High CE (n = 30) Control (n = 30) Statistic Effect
Size

Variable M/n SD/% M/n SD/% M/n SD/% t/F/v2 d/η2/U

Manipulation Check:
Complexity 3.50 1.17 4.03 1.00 −1.90† 0.49
Novelty 3.37 1.13 3.93 1.26 −1.84† 0.47
Diversity 3.37 1.30 4.00 1.08 −2.05* 0.53
Demographic:
Age 5.07 0.30 5.07 0.31 4.99 0.31 0.62 0.01
Gender 14 F 46% F 11 F 37% F 18 F 60% F 3.30 0.11
Game Experience:
Frequency 2.67 1.95 2.27 1.67 1.77 1.76 1.90 0.04
Time 19.83 10.04 19.67 8.50 15.33 11.67 1.90 0.04

* p < 0.05, † p < 0.10.
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3.3 Training-Induced Inhibition Changes

Accuracy. To determine the influence of training on IC accuracy, a repeated measures
analysis of variance (ANOVA) was performed, with Time (pre-test, post-test) as the
within subject factor and Group (low CE, high CE, control) as the between subject
factor. Descriptive statistics for the pre- and post-test scores are shown in Table 2.
Analysis revealed a significant effect of Time [F(1,87) = 5.36, p = 0.023, η2 = 0.06],
as well as main effect of Group [F(2,87) = 5.62, p = 0.005, η2 = 0.11]. At post-test,
participants showed improved accuracy (pre-test: M = 35.81, SD = 3.32; post-test:
M = 36.56, SD = 2.69). Children in the low and high CE groups were more accurate

Fig. 4. Correlations among gaming time, frequency, and accuracy (top)/ reaction times (down).
Gaming frequency is represented through the size of the bubbles.

Table 2. Means and standard deviations for accuracy and reaction time scores, t test statistics,
p values and effect sizes (d) for comparisons conducted between pre-test and post-test

Pre-test Post-test
Measure Group M SD M SD t d

Accuracy Low CE 35.77 3.07 37.07 2.69 −2.43* 0.45
High CE 36.23 3.36 37.97 1.77 −3.30** 0.65
Control 35.43 3.56 34.63 2.39 1.32 0.26

Reaction Time Low CE 607.23 54.54 582.75 61.52 1.88† 0.42
High CE 596.03 57.66 583.75 45.79 2.00† 0.24
Control 599.00 54.57 598.38 49.23 0.07 0.01

* p < 0.05, ** p < 0.01, † p < 0.10.
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than control group children (low CE: M = 36.42, SD = 2.49; high CE: M = 37.10,
SD = 2.27; control: M = 35.03, SD = 2.53). Importantly, there was a significant Time
� Group interaction, F(2,87) = 5.92, p = 0.004, η2 = 0.12. Post-hoc analyses showed
significant improvements at post-test in both the low and high CE conditions with
medium effect sizes, but no improvement was found in the control group (see Table 2
and Fig. 5 for details).

Reaction Times. A 2 (Time: pre-test, post-test) � 3 (Group: low CE, high CE, control)
repeated measures ANOVA on RTs was carried out, and revealed a significant effect of
Time, F(1,87) = 4.75, p = 0.032, η2 = 0.05. Participants reacted more quickly at post-
test than at pre-test (pre-test: M = 600.75, SD = 55.19; post-test: M = 588.29,
SD = 52.51). No significant Group effect [F(2,87) = 0.27, p = 0.77, η2 = 0.006] was
observed. Time did not significantly interact with Group [F(2, 87) = 1.45, p = 0.24,
η2 = 0.03], although a downward trend was found in the low and high CE conditions,
with small effect sizes (see Table 2 and Fig. 6 for details).

Correlations Between Accuracy and Reaction Times. As shown in Table 3, RTs
were negatively correlated with accuracy scores, indicating that participants with
shorter RTs also tended to be more accurate. Meanwhile, positive correlations were
found between pre- and post-test accuracy, and between pre- and post-test RTs.

Fig. 5. Pre-test and post-test accuracy across groups. Error bars represent standard errors.
* p < 0.05; ** p < 0.01.

Fig. 6. Pre-test and post-test reaction times across groups. Error bars represent standard errors.
† p < 0.10.
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4 Discussion

In this study, we found that brief exposure to video games requiring the ability to
inhibit prepotent responses to environmental stimuli was beneficial in improving IC in
children. The improvements in accuracy were larger than for RTs. Furthermore, pre-
vious video game experience was linked to higher IC performance at pre-test. These
results, which are consistent with previous findings, support the prediction that video
game playing can enhance IC in young children.

There are several possible explanations for the video game training-induced
improvements in the IC of young children observed here. One possible explanation
may relate to neuroplasticity in early childhood. More specifically, frequent video game
exercise may help consolidate brain connections and brain structures, which in turn
help enhance IC. Some neuroimaging studies have shown that video game interven-
tions are able to cause increases in the frontal lobe gray matter (associated with EF) of
non-gamers [36, 37]. Another possible explanation may be related to the training-
related enhancement of attentional capacity. For instance, a recent study conducted by
Qiu et al. [38] demonstrated that just 1 h of video game play was capable of improving
the ability of participants to focus on relevant information while disregarding dis-
tractions, namely, visual selective attention. Such capacity is thought to be a funda-
mental resource underlying IC [23].

Another compelling finding of this study is that young children showed improved
IC after only a short period of intervention, i.e., 25 min in total. This is a new finding in
the literature. Existing evidence has consistently documented that IC training typically
takes more than 2 weeks to take effect in older participants. This discrepancy may be
due to the power of play during early childhood. Just as the old saying goes “play is a
child’s work”, a considerable amount of research has confirmed that play is the most
valuable way in which a child learns [39]. No other activity could supersede play as the
most effective learning approach for preschoolers. The reasons why previous IC
training studies have failed to elicit changes in a shorter time may be related to the
sample used (e.g., older participants) or utilized less interesting intervention methods
(e.g., a modified Stop Signal Test or aerobic exercises) [26, 40, 41].

The results of this study indicate that appropriate video games may serve as
potential training tools to promote the development of IC in young children. Dale and
Green [42] describe three unique properties of video games that make video game
training an alternative and effective intervention. First, video games are more inter-
esting, engaging, and rewarding than other training programs. Activities with these
features are often associated with better learning. Second, dynamic game difficulty

Table 3. Correlations between accuracy and reaction times (RTs)

Pre-test accuracy Pre-test RTs Post-test accuracy

Pre-test RTs −0.34***

Post-test accuracy 0.44*** −0.29**

Post-test RTs −0.36*** 0.49** −0.46***

* p < 0.05, ** p < 0.01, † p < 0.10.
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leads video game play to become a distributed practice (that is, practice that can be
divided into many short study sessions over a long time), which is beneficial to indi-
viduals’ learning. Third, gaming may prompt people to engage in a “learning to learn”
mode, which means that video game training could help learners develop a cluster of
abilities which assist their future learning.

Contrary to expectations, the levels of CE did not show any significant impact on
children’s IC performance. A possible explanation might be that both training games
shared a common cognitive mechanism and activated similar brain networks [43]. This
may be one of the reasons why some researchers have chosen to use a sedentary
activity (such as watching a video) as a low CE manipulation [44]. Therefore, further
research is needed to determine the effectiveness of cognitive engaging/disengaging IC
training programs. In addition, this unexpected result may be explained by the fact that
high CE programs are successful in promoting working memory [38] but it remains
unknown whether they also function in the same way for IC.

This study is subject to a number of potential weaknesses. First, the findings that IC
accuracy and speed are correlated with previous video game time and frequency should
be interpreted with caution, because it is possible that these results have been con-
founded by computer experience. That is, people who play computer games may
simply be learning to interact with the computer – regardless of the specific task.
Second, gaming time and frequency as measured here were only a rough estimate
provided by parents, so the validity of the correlations between video game experience
and IC might be impaired. Third, this study only explored the immediate outcomes of
video game training. Due to the fact that training benefits may diminish after practice
ends, it is worth investigating the longer-term training effect in future studies.

5 Conclusion

Overall, this study strengthens the evidence that video game playing has the potential to
improve IC in young children. The following findings are notable: (1) The experienced
gamers were better in IC at pre-test than non-gamers. (2) Compared to the control
group, children who received a short period of low/high CE video game training
(5 min/day for 5 days) performed more efficiently in IC at post-test – more specifically,
they responded more quickly and accurately in the Go/No-Go task. These findings
contribute to a better understanding of the positive impact of video games on young
children’s development. In conclusion, this study suggests that video game training
may serve as an alternative educational intervention for facilitating the development of
IC in young children.

Acknowledgments. This research was funded by the National Social Science Fund of
China (18BSH130). We would like to thank the reviewers and the editorial board for
their valuable comments. Our special thanks go to Margaret Elsey who facilitated our
literature search. In addition, we thank the children, parents, and teachers who made
this research possible.

150 X. Liu et al.



References

1. Boot, W.R., Blakely, D.P., Simons, D.J.: Do action video games improve perception and
cognition? Front. Psychol. 2, 226 (2011). https://doi.org/10.3389/fpsyg.2011.00226

2. Unsworth, N., Redick, T.S., McMillan, B.D., Hambrick, D.Z., Kane, M.J., Engle, R.W.: Is
playing video games related to cognitive abilities? Psychol. Sci. 26, 759–774 (2015). https://
doi.org/10.1177/0956797615570367

3. Fernández, C.P., Cánovas, R., Moreno-Montoya, M., Sánchez, F., Cubos, P.F.: Go/nogo
training improves executive functions in an 8-year-old child born preterm. Revista de
Psicología Clínica con Niños y Adolescentes 4, 60–66 (2017)

4. Hutchinson, C.V., Barrett, D.J., Nitka, A., Raynes, K.: Action video game training reduces
the simon effect. Psychon. Bull. Rev. 23, 587–592 (2016). https://doi.org/10.3758/s13423-
015-0912-6

5. Kuss, D.J., Griffiths, M.D.: Internet and gaming addiction: a systematic literature review of
neuroimaging studies. Media Psychol. 12, 77–95 (2012). https://doi.org/10.3390/
brainsci2030347

6. Littel, M., Van den Berg, I., Luijten, M., van Rooij, A.J., Keemink, L., Franken, I.H.: Error
processing and response inhibition in excessive computer game players: an event-related
potential study. Addict. Biol. 17, 934–947 (2012). https://doi.org/10.1111/j.1369-1600.2012.
00467.x

7. Najdowski, A.C., Persicke, A., Kung, E.: Executive functions. In: Granpeesheh, D., Tarbox,
J., Najdowski, A., Kornack, J. (eds.) Evidence-Based Intervention for Children with Autism:
The CARD Model, pp. 353–385. Elsevier, New York, NY (2014)

8. Baddeley, A.: The central executive: a concept and some misconceptions. J. Int.
Neuropsychol. Soc. 4, 523–526 (1998)

9. Norman, D.A., Shallice, T.: Attention to action: willed and automatic control of behavior. In:
Davidson, R.J., Schwartz, G.E., Shapiro, D. (eds.) Consciousness and Self-Regulation:
Advances in Research and Theory. Plenum, New York, NY (1986)

10. Miyake, A., Friedman, N.P., Emerson, M.J., Witzki, A.H., Howerter, A., Wager, T.D.: The
unity and diversity of executive functions and their contributions to complex “frontal lobe”
tasks: a latent variable analysis. Cogn. Psychol. 41, 49–100 (2000). https://doi.org/10.1006/
cogp.1999.0734

11. Diamond, A.: Understanding executive functions: what helps or hinders them and how
executive functions and language development mutually support one another. Perspect.
Lang. Lit. 40, 7 (2014)

12. Anzman-Frasca, S., Francis, L.A., Birch, L.L.: Inhibitory control is associated with
psychosocial, cognitive, and weight outcomes in a longitudinal sample of girls. Transl.
Issues Psychol. Sci. 1, 203–216 (2015). https://doi.org/10.1037/tps0000028

13. Allan, N.P., Hume, L.E., Allan, D.M., Farrington, A.L., Lonigan, C.J.: Relations between
inhibitory control and the development of academic skills in preschool and kindergarten: a
meta-analysis. Dev. Psychol. 50, 2368–2379 (2014). https://doi.org/10.1037/a0037493

14. Jabłoński, S.: Inhibitory control and literacy development among 3- to 5-year-old children.
Contribution to a double special issue on Early literacy research in Poland. In: Awramiuk,
E., Krasowicz-Kupis, G. (eds.) L1-Educational Studies in Language and Literature, vol. 13,
pp. 1–25 (2013). https://doi.org/10.17239/l1esll-2013.01.10

15. Kuntsi, J., Oosterlaan, J., Stevenson, J.: Psychological mechanisms in hyperactivity: I
response inhibition deficit, working memory impairment, delay aversion, or something else?
J. Child Psychol. Psychiatry 42, 199–210 (2001). https://doi.org/10.1111/1469-7610.00711

Video Game Playing Enhances Young Children’s Inhibitory Control 151

http://dx.doi.org/10.3389/fpsyg.2011.00226
http://dx.doi.org/10.1177/0956797615570367
http://dx.doi.org/10.1177/0956797615570367
http://dx.doi.org/10.3758/s13423-015-0912-6
http://dx.doi.org/10.3758/s13423-015-0912-6
http://dx.doi.org/10.3390/brainsci2030347
http://dx.doi.org/10.3390/brainsci2030347
http://dx.doi.org/10.1111/j.1369-1600.2012.00467.x
http://dx.doi.org/10.1111/j.1369-1600.2012.00467.x
http://dx.doi.org/10.1006/cogp.1999.0734
http://dx.doi.org/10.1006/cogp.1999.0734
http://dx.doi.org/10.1037/tps0000028
http://dx.doi.org/10.1037/a0037493
http://dx.doi.org/10.17239/l1esll-2013.01.10
http://dx.doi.org/10.1111/1469-7610.00711


16. Christ, S.E., Holt, D.D., White, D.A., Green, L.: Inhibitory control in children with autism
spectrum disorder. J. Autism Dev. Disord. 37, 1155–1165 (2007). https://doi.org/10.1007/
s10803-006-0259-y

17. Casey, B.J., et al.: Implication of right frontostriatal circuitry in response inhibition and
attention-deficit/hyperactivity disorder. J. Am. Acad. Child Adolesc. Psychiatry 36, 374–383
(1997). https://doi.org/10.1097/00004583-199703000-00016

18. Hirose, S., et al.: Efficiency of go/no-go task performance implemented in the left
hemisphere. J. Neurosci. 32, 9059–9065 (2012). https://doi.org/10.1523/jneurosci.0540-12.
2012

19. Zhao, X., Qian, W., Fu, L., Maes, J.H.: Deficits in go/no-go task performance in male
undergraduate high-risk alcohol users are driven by speeded responding to go stimuli. Am.
J. Drug Alcohol Abuse 43, 656–663 (2017). https://doi.org/10.1080/00952990.2017.
1282502

20. Diamond, A.: Developmental time course in human infants and infant monkeys, and the
neural bases of, inhibitory control in reaching. Ann. N. Y. Acad. Sci. 608, 637–676 (1990).
https://doi.org/10.1111/j.1749-6632.1990.tb48913.x

21. Kochanska, G., Tjebkes, T., Forman, D.: Children’s emerging regulation of conduct:
restraint, compliance, and internalization from infancy to the second year. Child Dev. 69,
1378–1389 (1998). https://doi.org/10.2307/1132272

22. Best, J.R., Miller, P.H.: A developmental perspective on executive function. Child Dev. 81,
1641–1660 (2010). https://doi.org/10.1111/j.1467-8624.2010.01499.x

23. Garon, N., Bryson, S.E., Smith, I.M.: Executive function in preschoolers: a review using an
integrative framework. Psychol. Bull. 134, 31–60 (2008). https://doi.org/10.1037/0033-
2909.134.1.31

24. Durston, S., Thomas, K.M., Yang, Y., Uluğ, A.M., Zimmerman, R.D., Casey, B.J.: A neural
basis for the development of inhibitory control. Dev. Sci. 5, F9–F16 (2002). https://doi.org/
10.1111/1467-7687.00235

25. Tsujimoto, S.: The prefrontal cortex: functional neural development during early childhood.
Neuroscientist 14, 345–358 (2008). https://doi.org/10.1177/1073858408316002

26. Beauchamp, K.G., Kahn, L.E., Berkman, E.T.: Does inhibitory control training transfer?:
Behavioral and neural effects on an untrained emotion regulation task. Soc. Cogn. Affect.
Neurosci. 11, 1374–1382 (2016). https://doi.org/10.1093/scan/nsw061

27. Enge, S., Behnke, A., Fleischhauer, M., Kuttler, L., Kliegel, M., Strobel, A.: No evidence for
true training and transfer effects after inhibitory control training in young healthy adults.
J. Exp. Psychol. Learn. Mem. Cogn. 40, 987–1001 (2014). https://doi.org/10.1037/a0036165

28. Berkman, E.T., Kahn, L.E., Merchant, J.S.: Training-induced changes in inhibitory control
network activity. J. Neurosci. 34, 149–157 (2014). https://doi.org/10.1523/JNEUROSCI.
3564-13.2014

29. Diamond, A., Ling, D.S.: Conclusions about interventions, programs, and approaches for
improving executive functions that appear justified and those that, despite much hype, do
not. Dev. Cogn. Neurosci. 18, 34–48 (2016). https://doi.org/10.1016/j.dcn.2015.11.005

30. Jones, A., et al.: Inhibitory control training for appetitive behaviour change: a meta-analytic
investigation of mechanisms of action and moderators of effectiveness. Appetite 97, 16–28
(2016). https://doi.org/10.1016/j.appet.2015.11.013

31. Zhao, X., Chen, L., Maes, J.H.: Training and transfer effects of response inhibition training
in children and adults. Dev. Sci. 21, e12511 (2018). https://doi.org/10.1111/desc.12511

32. Flynn, R.M., Richert, R.A.: Cognitive, not physical, engagement in video gaming influences
executive functioning. J. Cogn. Dev. 19, 1–20 (2018). https://doi.org/10.1080/15248372.
2017.1419246

152 X. Liu et al.

http://dx.doi.org/10.1007/s10803-006-0259-y
http://dx.doi.org/10.1007/s10803-006-0259-y
http://dx.doi.org/10.1097/00004583-199703000-00016
http://dx.doi.org/10.1523/jneurosci.0540-12.2012
http://dx.doi.org/10.1523/jneurosci.0540-12.2012
http://dx.doi.org/10.1080/00952990.2017.1282502
http://dx.doi.org/10.1080/00952990.2017.1282502
http://dx.doi.org/10.1111/j.1749-6632.1990.tb48913.x
http://dx.doi.org/10.2307/1132272
http://dx.doi.org/10.1111/j.1467-8624.2010.01499.x
http://dx.doi.org/10.1037/0033-2909.134.1.31
http://dx.doi.org/10.1037/0033-2909.134.1.31
http://dx.doi.org/10.1111/1467-7687.00235
http://dx.doi.org/10.1111/1467-7687.00235
http://dx.doi.org/10.1177/1073858408316002
http://dx.doi.org/10.1093/scan/nsw061
http://dx.doi.org/10.1037/a0036165
http://dx.doi.org/10.1523/JNEUROSCI.3564-13.2014
http://dx.doi.org/10.1523/JNEUROSCI.3564-13.2014
http://dx.doi.org/10.1016/j.dcn.2015.11.005
http://dx.doi.org/10.1016/j.appet.2015.11.013
http://dx.doi.org/10.1111/desc.12511
http://dx.doi.org/10.1080/15248372.2017.1419246
http://dx.doi.org/10.1080/15248372.2017.1419246


33. Moreau, D., Conway, A.R.: The case for an ecological approach to cognitive training.
Trends Cogn. Sci. 18, 334–336 (2014). https://doi.org/10.1016/j.tics.2014.03.009

34. Liu, X., Huang, H., Huo, M., Dou, D.: Brief exposure to two-player video games stimulates
young children’s peer communication and prosocial behavior. J. Psychol. Sci. 41, 364–370
(2018)

35. Spierer, L., Chavan, C., Manuel, A.L.: Training-induced behavioral and brain plasticity in
inhibitory control. Front. Hum. Neurosci. 7, 427 (2013). https://doi.org/10.3389/fnhum.
2013.00427

36. Kühn, S., Gleich, T., Lorenz, R.C., Lindenberger, U., Gallinat, J.: Playing super mario
induces structural brain plasticity: gray matter changes resulting from training with a
commercial video game. Mol. Psychiatry 19, 265–271 (2014). https://doi.org/10.1038/mp.
2013.120

37. Colom, R., Quiroga, M.A., Solana, A.B., Burgaleta, M., Roman, F.J., Karama, S.: Structural
changes after videogame practice related to a brain network associated with intelligence.
Intelligence 40, 479–489 (2012). https://doi.org/10.1016/j.intell.2012.05.004

38. Qiu, N., et al.: Rapid improvement in visual selective attention related to action video
gaming experience. Front. Hum. Neurosci. 12, 47 (2018). https://doi.org/10.3389/fnhum.
2018.00047

39. Smith, P.K., Pellegrini, A.: Learning through play. Encyclopedia on early childhood
development, pp. 1–5 (2013)

40. Maraver, M.J., Bajo, M.T., Gomez-Ariza, C.J.: Training on working memory and inhibitory
control in young adults. Front. Hum. Neurosci. 10, 588 (2016). https://doi.org/10.3389/
fnhum.2016.00588

41. Wang, D., Zhu, T., Zhou, C., Chang, Y.K.: Aerobic exercise training ameliorates craving
and inhibitory control in methamphetamine dependencies: a randomized controlled trial and
event-related potential study. Psychol. Sport Exerc. 30, 82–90 (2017). https://doi.org/10.
1016/j.psychsport.2017.02.001

42. Dale, G., Green, S.: Video game and cognitive performance. In: Kowert, R., Quandt, T.
(eds.) The Video Game Debate: Unravelling the Physical, Social, and Psychological Effects
of Video Games, pp. 145–152. Routledge, New York (2015)

43. Liu, Q., Zhu, X., Ziegler, A., Shi, J.: The effects of inhibitory control training for
preschoolers on reasoning ability and neural activity. Sci. Rep. 5, 14200 (2015). https://doi.
org/10.1038/srep14200

44. Best, J.R.: Exergaming immediately enhances children’s executive function. Dev. Psychol.
48, 1501–1510 (2012). https://doi.org/10.1037/a0026648

Video Game Playing Enhances Young Children’s Inhibitory Control 153

http://dx.doi.org/10.1016/j.tics.2014.03.009
http://dx.doi.org/10.3389/fnhum.2013.00427
http://dx.doi.org/10.3389/fnhum.2013.00427
http://dx.doi.org/10.1038/mp.2013.120
http://dx.doi.org/10.1038/mp.2013.120
http://dx.doi.org/10.1016/j.intell.2012.05.004
http://dx.doi.org/10.3389/fnhum.2018.00047
http://dx.doi.org/10.3389/fnhum.2018.00047
http://dx.doi.org/10.3389/fnhum.2016.00588
http://dx.doi.org/10.3389/fnhum.2016.00588
http://dx.doi.org/10.1016/j.psychsport.2017.02.001
http://dx.doi.org/10.1016/j.psychsport.2017.02.001
http://dx.doi.org/10.1038/srep14200
http://dx.doi.org/10.1038/srep14200
http://dx.doi.org/10.1037/a0026648

	Video Game Playing Enhances Young Children’s Inhibitory Control
	Abstract
	1 Introduction
	1.1 Executive Function and Inhibitory Control
	1.2 Inhibitory Control in Young Children
	1.3 Video Game Training
	1.4 The Present Study

	2 Method
	2.1 Participants
	2.2 Procedure
	2.3 Assessment (Go/No-Go Task)
	2.4 Video Game Training

	3 Results
	3.1 Manipulation Checks
	3.2 Demographic and Video Game Experience
	3.3 Training-Induced Inhibition Changes

	4 Discussion
	5 Conclusion
	References




