
Video games and navigational ability 

Introduction 
 Psychologists have recently been studying the effects of  

video games on the brain and behavior (Spence & Feng, 

2010). However, video games may not be equal in their 

effects on behavior.  The current proposal will focus on three 

basic types of video game:  The First Person Shooter (FPS), 

the stationary first person shooter, and the mobile third person 

shooter (TPS).  One example of the effects of video game 

play on behavior is in the realm of spatial cognition.  Feng, 

Spence, and  Pratt (2007) demonstrated that playing a game 

titled Medal of Honor : Pacific Assault (a mobile FPS) for ten 

hours closed the gender gap in spatial attention and mental 

rotation. Females’ spatial attention and mental rotation 

benefited substantially from playing the video game, whereas 

males did not show as much improvement. 

 
     
 
 
 
 
 
 
 
 
 
 The effects of video games on real world navigational ability 

has not received as much attention as other cognitive abilities.  

However, Verdine (2012) found that  playing either a first 

person adventure game called Elder Scrolls :Oblivion or 

Portal a first person puzzle game, had  no effect on 

navigational ability.  This research may have had one flaw 

though.  Verdine let participants take a copy of the game 

home and play ten hours on their own time, while logging in 

hours of play time.  The problem is that most of the 

participants played the ten hours in one long sitting which 

could have contributed to the lack of effects.  The current 

project proposes a more controlled laboratory study of the 

effects of video games on real world navigation.  

Method 
Participants  will be a between subjects design 

with 20 participants per group.  

 

Santa Barbra Sense of Direction Scale (pre-

existing navigational ability) (Hegarty, 

Richardson, Montello, Lovelace, & Subbiah 

2002) 

 

 Demographics, amount of play time, and how 

much time in a location(building ). 

  

 Participants will play two separate sessions of 

30 minutes of a randomly selected game. 

 

 Real World Spatial Memory Test (Hegarty 

Montello, Richardson Ishikawa & Lovelace 

2006): Nine reference points will be selected in 

Rarick Hall of FHSU. A tour will be given to six 

participants at the end of the second video 

game session. Then the participants will be 

taken back to the lab and asked to state which 

direction (north, north east, east, south east 

etc.) and amount of distance (feet) a point is 

from another point. A total of 18 directions and 

18 distances will be asked of each participant. 
 

 

 

 

 

 

 
 

 

 

Contact Information 
Adam J. Armijo ajarmijo2@mail.fhsu.edu 

Mobile FPS 

Adam J. Armijo, Dr. W. Trey Hill, and Dr. April J. Park 

Mobile TPS Stationary FPS 

Expected Results 
Based on previous research the following 

trends are predicted (see Figure 1): 

 

Mobile FPS  

 An increase in correct response of directions 

and distance 

Stationary FPS 

 Not a significant increase in  responses of 

directions and distance 

Mobile Third Person Shooter  

 Not a significant increase of correct response 

of directions and distance 
 

 
 

Possible Conclusions 
    This study will hopefully shed some light 

on if video games could be used to increase 

navigational ability. If video games could 

increase navigational abilities then there 

could be a use to help people with low 

navigational abilities to increase this ability. If 

there is a significant increase then more 

research will be need to see if  these 

increases are permanent and how much 

game play will actually be need for an 

increase.   
 

Figure 2 

Figure 1 
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Links to play the games 

• Mobile FPS CS Portable: Will need unity Web player to 
play on browser. http://www.silvergames.com/cs-
portable 

• Mobile TPS, CS portable : In options go to server and 
enable third person. Then press C to go between first 
and third persons. 

• Stationary FPS, Weapon: 
http://www.kongregate.com/games/simonhason/wea
pon 

http://www.silvergames.com/cs-portable
http://www.silvergames.com/cs-portable
http://www.silvergames.com/cs-portable
http://www.kongregate.com/games/simonhason/weapon
http://www.kongregate.com/games/simonhason/weapon


Lay out of Rarick Hall 

Stars are the nine key points and in 
the notes a brief description is given 

of the area. 
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