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Proposal of "e-Sports Learning System"
to improve physical strength in Real World

Shinpei Futami+  Takayuki Fujimoto

Recently, the computer game with the playability is called "e-sports".

And, "e-sports" is paid to attention as one of new sports.

However, "e-sports" is still thought as "Toy Game", and are low levels of
acknowledgment in Japan. Moreover, the playability is not admitted.

In this paper, we discuss the playability of “e-Sports", we propose "E-Sports Learning
System" to improve physical strength in Real World.
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TLOARHENTWARNDEASI . TO—KHELTIE, Wbwd 7 —ai B
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EXReeH FPS RTS 21K
B 168 A 78 A 246 A
(93%) (43%) (68%)
R e 94 A 138 A 232 A
(52%) (77%) (64%)
AT 123 A 135 A 258 A
(68%) (75%) (72%)
BAET 142 A 122 A 264 A
(79%) (68%) (73%)
aIz=/r—3 1 91 A 98 A 189 A
a VHES (50%) (54%) (53%)
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T R G 4R A S AR
FPS LA ¥— 0. 201
RIS LA v— 0. 249
— A 0.272

&3 ARG ERE

FTRERIVSDDEN RTS LAY —FEERSHEV 252 LAV —HKADK
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LWORERN Tz, ZOfRRELY TFPS) 2T HFICEL o T—MDAN & HEANTHERK
FHREREET OBV ZVERIER NS, £7-, BENRKEFREIZL —KA
L0 G R NN MREZERELZR > TWVWDLO TRV EHEIIND.
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AN D MRITELZ LD TLICREADEV) DNERTH D2 LREFERNS
HEDO LD REMN L TENL. FFEHER 10 A\OFEHEEZFEN L ZAUTOX
DIRER S HT. (R 4).
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TIEHATROKHMRAE T2 /T 2% —HIZ5 £y h=25 RIZHEFLTHLOHLW, Z0
BT BRERBRE LT3y b=16E% 2 @M AFETLEZ. LTFOEIXS &y
FNOEEETH DS, (£5, £6)

10 FRB 2 K O 20 R

ILHH |2HH |3HH 4HH 5HH 6 HH 7 HH

LYIME | 0.312 0.328 | 0.298 0.303 0.295 0. 287 0.301

8HH |9HH |10BH |11HHE |128H8 |13HE |14HH
SERIE | 0.273 | 0.285 | 0.266 | 0.274 | 0.255 |o0.242 | 0.249
*®OH HEREERER
035
0.25 o
0.2
0.15 |———mﬁ%M
0.1
0.05
O L L L L L L L L 1 L L L L J
g 2 % 4 4 > 2
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1.4 EAMLERS
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bolebkE7 ) v 7 BT VoM RSHEETH .

720, JERABINB AL TWDLRH EWVHIITEITEMZ2 L O TIE R EEGHNLR
EHThHHLEEALD. BIZIEAMPBETGT OHEICHEE N E 5122 - =R HAgIC
F o EAEELLICEELZIE) DWW EBRIFICEZETL, BT ER%5D
BAEMBEHZEN D> TL 5.

%%%AeﬂmmsK%@é%ﬁﬁ%%ﬁﬁ&ﬁ%%tﬁofﬁb,@é%&%ﬁ
REMGHREZFHTA272DIZ 2 RTOBET T 7 T A TiE/e< SRTOWPE S 1
77A%¢%Ltijﬁ;0ﬁ%ﬁ MWWEERHE S DTl E2Lh5.

8 e-Sports Learning R T .L
8.1 YRTLOBE
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u\iobwtm$é€C&5
FTOHFTHLRICBEEEDLOALEREIIER2EEZHDTEBY, 2L TE?S
POEHREZ AF L TN TART 2ENROAR, FEMICT AT — MIEWN T
HEEZLD.

AT e-Sports Zi UC [ AMORFEEIE (SRR MEENSE) Oom kX
B FILFAEEROTHA I N2 ] 2R 2523, e-Sports Z U CTAMOREESRE %
mExEszeRnTEE, TEE L THRbRLTWbara—4 75 —AThHD
le-Sports] ZMOPHECHLAERITIEHTAENRARETHHEELOLND.

HAx QOEIFIZBWTHRFERN LTV 5 F L

8.2 BEMND—BML e-Sports DL AT LA
BITE, TFPS) X° IRTS) 2 ESTZDIIFLULTFTOR 3 X574 & A 7D — AP user 2N
sever Z T, ZTIUTHD user BEEHE L CHESTF —LANELL B2 HEDTWD.
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HATIHEa Yy Ea—FF—LA (ETF7—2) LW SELM EFRED AR
MR RER 7 — L %@ 89 5 M. e-Sports TIEHHI T H o BAZEIENKLIE L XN
DIDIFLALEDLA NABRHEAREAAL VT Ty N7+ —LL LTS,

FRORIE IRV AT LEZRFHESLONIFTEAETHY user 2 saver ZHTDHHEN
FHETH DT saver BV HRETIHONRKE THD. Ko TARMIETIE, Zhb—
2972 e=Sports D7 —2 « VAT AEFHAL, TOF T b —=2 T X
4% le-sports Learning ¥ AT &) ZIRETH.

PLFIT, K TIRET S lTe-sports Learning ' AT L] DN AEER~S.
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8.3 A—H- -F—4NEHE

Sever [CHt L C TV AT HLA TDF—LDEA, Sever MOFHEEIIZ—V D
0l 7y ANAPEREND. KIBERI AT ATIIZOBELRATHZ & T, “User
B EAT10y “L Vo lra—VoTET— 4 2B 5.

8.4 1—H - -F—420OBRK

User — AN T & DITENT — X EDHFEITV, K User DT L AT —H&T — X _—
ZAbT 5. user T —F BHAEAL L THOR L, EICWHERICT — 2 Z2INET L HICE -
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T/ 7 7{b&% 5. Userld MTDEETI) TEDEETI) 28 “EWV AR H»” 7 EORE
NTF =2 B RENDZ LT, BHED e-Sports DEEN 2 BHBALEE 5.
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L5 LT, RN FEEERSES.

8.6 EMELUBHIRATLDOEE
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