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Abstract

Investigating effect of motion video games on cognitive

control

Yamaguchi Yuji

Many people studied the study on cognitive control. Improvement of the cognitive
control knows that it is effective in video game or Tai chi chuan to move a body by an
experiment for old people mainly in that. However, the influence on cognitive control
in the video game using the gesture has not been yet experimented on. For three days
a week, I have six play a charade once for one hour and, as approach by the charades,
test four kinds from software testing the recognition ability called PBEL in front and
back for four weeks and, in this study, compare the result. I carried out a questionnaire
and checked whether there was an association between the result of the questionnaire
and score. I prepared the group which did not play a game and tested the recognition
like the group which I emptied a 2-week period into six people, and played a game and
compared the result. And I checked whether you were associated with the test result
of each group. As a result. It was significantly different to the score of the test to be a
square to come out to right and left either screen, or to push the Shift key of right and
left either corresponding to the figure of the circle. From this, in video game using the
gesture input, I understood that flexibility improved in cognitive control. there was not

the significant difference between the score of a questionnaire result and the test.
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