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—1. Introduction

Increased visuospatial abilities, and spatial active games result in better
navigation skills'2. attention tasks after training'

Variations in the mental representation scale of environments may account for the
performance differences between video game players and non-players.

> Throughout evolutionary history, people navigated in real three-dimensional environments.
> Recently, desktop virtual reality (VR) and immersive VR (iVR) are becoming accessible.

> Playing video games is associated with > First-person shooters or navigationally

> However, gamers cognitive processes underlying improved spatial navigation are not defined.
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— 6. Confirmatory Results —

1. Is video gaming experience associated with 2. |Is high immersion associated with higher
enhanced navigation performance? spatial memory compared to desktop VR?
a) Mean Pointing Error x Group b) Map-Making Task x Group a) Mean Pointing Error x Immersion Level b) Map-Making x Immersion Level
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2.a. Does high immersion affect non-players
differently in spatial learning?

a) Mean Pointing Error: Immersion Level * Group

- We did not observe any advantages for high immersion in
spatial tasks.

Exploratory: Is there an interaction between
video game group and sex?
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- We did not find an interaction between immersion level and gaming experience.
3. Does level of immersion affect mental 3.a. Does level of immersion affect mental
representation scale? representation scale in non-players?
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- We did not find evidence in favor of H3; people did not differ in mental representation scale in different immersion levels.

—17. Conclusions & Future Directions —

- High immersion did not help participants to learn the environment better. Omnidirectional treadmill, unnatural
walking?
- RSRT might not be the task for determining mental representation scale?

- Further research might examine other possible moderators in video game play experience and spatial learning.
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