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Rapid Improvement in Visual Selective Attention
Related to Action Video Gaming Experience
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A central issue in cognitive science is understanding how learning induces cognitive and neural plasticity, which helps
illaminate the biclogical basis of learning, Research in the past few decades showed that action video gaming (AVG) offered
new, important perspectives on learning-related cognitive and neural plasticity, However, it is still unclear whether cognitive
and newral plasticity is observable after a brfef AVG session. Using behavioral and electrophysiological measures, this study
examined the plastieity of visual seleetive attention (VSA) assoclated with a 1 h AVG session. Both AVG experts and non-

experts participated in this study. Their VSA was assessed prior to and after the AVG session. Within-group comparisons on
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