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Overview
● Research purpose: Investigate the effect video 

games have on reaction time and hand-eye 
coordination

● Results and Conclusion: Video game 
practice lead to an improved reaction 
time score

● Data not statistically significant

● Introduction to human performance 
and cognitive psychology 

● Methods: Consent form and reaction 
time test



Background
● A meta-analysis study (Choi et al., 2020) 

concluded that regular game participation 
can have positive effects on cognitive 
function in adolescents.

● Memory
● Attention
● Executive function
● Motor skills control

Data suggested 
Improvements in



Research question

● Does repeated play of a coordination-based video game 
improve reaction time?



Hypothesis

H0: PBefore = PAfter
My null hypothesis is that reaction time performance stays 
the same after practice. There will be no difference in the 

scores before and after practice
Ha: PBefore < PAfter

My alternative hypothesis is that reaction time 
performance after the treatment will be better than 

performance before

P= Reaction time performance



Methods

● Participants: High school students ages 15-18 
(n=29)

● Data Collection: reaction time score before vs after 
video gameplay

Paired T-test design

● Video game: “Stack”

Reaction time based video game

Consent form



Procedure

Data collection



Procedure (Baseline reaction time test)

● 25 total trials

● Participants recorded average 
every 5 scores

●  These baseline scores were 
collected before any gameplay 
began
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Procedure

● 6 gameplay sessions

● Each session = 10 minutes

● 10-minute rest between sessions

● Total gameplay time = 60 minutes

● Same device type per participant when 
possible

“Stack” video game

https://docs.google.com/file/d/19fg9ZhwWAzHbd3_9k1l8Y-KfEJEaVK5S/preview
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Results

Reaction time test scores





Data analysis

Mean reaction time decrease

288.3(ms) 281(ms)

7 (ms) improvement

P value

One- tailed two-tailed

P-value = 0.13 P-value = 0.25Variance           

645 1667



Conclusion
● Data is Not statistically significant

However there seems to be a statistically correlation between video game 
play time and improved reaction time score

Future studies:

● A larger sample size

● A true control group

● A longer training period, possibly several weeks

● Follow-up testing to determine whether improvements persist over time

288.3 (ms) average to 281(ms)    
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Any questions?


