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. Abstract
Objectives/Goals

My objective was to determine if video game play before atest canj ve t o,
Methods/Materials

Nintendo Wii U console
Super Smash Bros. for Wii U

Mystery Case Files: The Malgrave Incident

Results O
| conducted threetrias. In thefirst, the average score on i (or "paper") test was greatest
in the control group (58%), and lowest in the action g 4Q. %% es on the reading quiz were
highest in those who played the puzzle game beforeh 8 ] the reflex times were fastest in the
group that played the action game (0.293 seconds). | Q) W, Jhe highest paper test score was
from those who played the puzzle game first, averag : e action and puzzle groups scored
the same on the reading quiz (61.6%), which isp N QZ control. Like Trial 1, the highest
average reflex time was found in the action gr econds). In the final trial, the control scored

got the fastest reflex time, with 0.3022 secofs
Conclusions/Discussion %
My results were inconclusive. RefleX ti
varied between trials. | have cgReluded
moderation

Summary ent N
| investi e effegls video games can have on logic and reading comprehension.

Help Received N
Parents helped discipline participants
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