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This study aimed to determine the effects of glucose (Ramune candy) ingestion on cognifive function H - _: IE [£3
during esports mediafion and concentration during gameplay. The participants were 20 healthy male - = g
students who did not play games usually (mean age = 19.85, standard deviation = 0.96). The P4LR o)
design was a double-blind, placeb: trolled crossover study. The results =
showed that the ingestion of Ramune candy signi improved cognitive test and =
= =

after gameplay. During the esports gameplay, the power percentage of sensorimotor rhythm (SMR, 10-
11.75 Hz) waves was significantly higher in the Ramune candy condition than in the placebo condition
at 25 to approximately 28 min afer the ingestion. These resuits indicate that the ingestion of Ramune
candy effectively maintains a relaxed yet concentrated state during cognitively loaded esports
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The effiats of digital pames on cognitive functions are increasingly being examined for gamers of all ages. Anpuera et al. (2013)

ps://journal-digitallife.com/publications/technical-
article/effects-of-glucose-ramune-candy-ingestion-on-
concentration-during-esports-play-and-cognitive-function/
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