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Typy akademickych clanku

Originalni/empiricka studie

eExperiment, kazuistika, korelacni studie atd.
eOdpovidaji na nové otazky, prinasi nové informace

Meta-analyza

e Analytické zpracovani mnoha predchozich studif
eSnaZi se najit pravdu v desitkach ¢lank(, které maji trochu jiné vysledky

Metodologické ¢lanky

eJak konkrétné délat vyzkum v oboru (jak funguje EEG, jak délat faktorovou analyzu)
eJak funguje védeckd metoda (problémy se vzorkem, proc je nutné délat vyzkum tak a tak)

Review/reserse/prehledova studie

e AktudIni pfehled literatury k danému tématu

Nazor/opinion/commentary

e\/étSinou na pozvani
eReakce na zajimavé ¢i netradi¢ni ndlezy
eReakce na socialni ¢i politické situace z pohledu odbornikd
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Commentary

Virtual reality: A new track in psychological
research

Stephan de la Rosa*® and Martin Breidt

Department for Human Perception Cognition and Action, Max Planck Institute for
Biological Cybernetics, Tubingen, Germany

One major challenge of social interaction research is to achieve high experimental
control over social interactions to allow for rigorous scientific reasoning. Virtual realicy
(VR) promises this level of control. Pan and Hamilton guide us with a detailed review on
existing and future possibilities and challenges of using VR for social interaction
research. Here, we extend the discussion to methodological and practical implications
when using VR.

A central goal of psychological research is to understand reallife human behaviour. Yet,
scientific reasoning requires psychologists to examine behaviour under highly controlled
conditions, ideally with only a few manipulations at a time to allow rigorous scientific
inferences. Hence, researchers find themselvesin a dilemma: Experimenters often need to
choose between experimental control and ecological validity. How can psychologists
overcome this impasse?

In their review paper, Pan and Hamilton (2018) outline how this challenge can be
tackled uvsing virtual reality (VR) in social interaction research. VR allows to create
complex and realistic social environments that are under full experimental control
and enable participants to behave naturally. Hence, VR offers the best of both
worlds: full experimental control required for scientific reasoning and natural
behaviour and realistic environments to boost ecological validity of the results. Pan
and Hamilton provide a very nice summary of the advantages and future challenges
that occur on several levels of experimentation when using VR for social interaction
research.
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Guidelines for immersive virtual reality in psychological research

Madis Vasser' and Jaan Aru'?

Virtual reality (VR) holds immense promise as a research tool to
deliver results that are generalizable to the real world. However,
the methodology used in different VR studies varies
substantially. While many of these approaches claim to use
‘immersive VR, the different hardware and software choices
lead to issues regarding reliability and validity of psychological
VR research. Questions arise about quantifying presence, the
optimal level of graphical realism, the problem of being in dual
realities and reproducibility of VR research. We discuss how VR
research paradigms could be evaluated and offer a list of
practical recommendations to have common guidelines for
psychological VR research.
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generation’ devices offer low lateney, wide field of view
and unprecedented level of both interactivity and data
gathering [6%,7,8%], differing clearly from ‘non-immersive’,
‘desktop” or projection-based VR solutions. However, there
still exists a large heterogeneity among various contempo-
rary approaches. We argue that considerations regarding
hardware capabilitics and software limitations should be

taken into account when conducting and reporting psycho-
logical VR studies to resolve the situation that some experts
have described as the “Wild West” with a ‘lack of clear
guidelines and standards’ [9°7].

Ensuring reliability

The ultimate aim of a VR system is to technologically
immerse the user into virtual worlds, inducing a sense of
presence — the illusion of being in the virtual world and
behaving accordingly [5]. A basic modern VR lab is
relatively casy and affordable to set up with minimal
prior knowledge [1%%,6%%]. However, not all immersive
VR systems provide the same level of presence [10]. 'This
is a problem, as two studies, both using ‘immersive VR
might arrive at different results because the sctups
provided a different level of presence. Unfortunaely,
presence is hard to quantify. State of the art methods
for measuring presence are mainly subjective self-report
questionnaires and many popular scales developed before
the new generation VR cra are incapable of assessing
qualitative differences between various modern immer-
sive techniques [1177].

An immersive VR sctun can phvsicallv have manv different
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Issues and advances in research
methods on video games and
cognitive abilities

Bart Sobczyk '*, Pawet Dobrowoliski?, Maciek Skorko?, Jakub Michalak' and
Aneta Brzezicka'

" Gamesl ab, Department of Psychophysiology of Cognitive Processes, Faculty of Psychology, SWPS University of Social
Sciences and Humanities, Warsaw, Poland, ? Institute of Psychology, Polish Academy of Sciences, Warsaw, Poland

The impact of video game playing on cognitive abilities has been the focus of numerous
studies over the last 10 years. Some cross-sectional comparisons indicate the cognitive
advantages of video game players (VGPs) over non-players (NVGPs) and the benefits
of video game trainings, while others fail to replicate these findings. Though there is
an ongoing discussion over methodelogical practices and their impact on observable
effects, some elementary issues, such as the representativeness of recruited VGP groups
and lack of genre differentiation have not yet been widely addressed. In this article we
present objective and declarative gameplay time data gathered from large samples in
order to illustrate how playtime is distributed over VGP populations. The implications of
this data are then discussed in the context of previous studies in the field. We also argue in
favor of differentiating video games based on their genre when recruiting study samples,
as this form of classification reflects the core mechanics that they utilize and therefore
provides a measure of insight into what cognitive functions are likely to be engaged most.
Additionally, we present the Covert Video Game Experience Questionnaire as an example
of how this sort of classification can be applied during the recruitment process.

Keywords: video games, cognition, cognitive training, transfer of training, methodology
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University of Huddersfield, UK

The Future of Action Video Games in
Psychological Research and
Application

Harun Karimpur * and Kai Hamburger

Department of Psychology, Experimental Psychology and Cognitive Science, Justus Lisbig Universily, Giessen, Germany

Keywords: ageing {aging), ion, visual ion, spatial ith dyslexia, action video games,
gaming

INTRODUCTION

In recent years, much research has been conducted in order to understand the effects of action
video games on mind and behavior. For example, it has been tried to investigate potential links
between playing action video games and aggressive behavior (Anderson and Bushman, 2001;
Ferguson, 2011), visual selective attention (Green and Bavelier, 2003) or gender differences in
spatial cognition (Feng et al., 2007). What we see is that playing certain types of video games in the
right doses might enhance several cognitive skills. This can be used in the long run to help those
with deficits in these areas, for example the elderly. This article shall emphasize the importance of a
holistic and unbiased view in regards to the impact of video games and their possible use. Therefore,
it is essential that we desist from antiquated concepts of “typical gamers,” understand the advantages
and disadvantages of playing action video games and try to step up efforts in application-oriented
research. From our understanding, any physically challenging video game in which reaction time
plays a crucial role can be described as an action video game. While there is no generally accepted
definition, others define action video games as characterized by the use of violence within these
games.
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Augmented Reality
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Chapter 1
Issues in Human Factors Evaluations
of Augmented Reality Systems

Mark A. Livingston

1 Tmportance of Homan Factors to Augmented Reality

In his widelyv-accepted definition of augmented reality (AR), Azuma [ 1] cited three
components of AR applications, First s the combination of real and viral imagery,
Second 15 the registration (alignment) of computer graphics with objects or loca-
tions in the real 30 environment. Third, and perhaps of primary concern in this
wolwimee, 15 that AR systems must he intersctive i real time, As one focuses on this
third component, the importance of human factors for AR svstems may be consid-
ered an obvious and critical component of rescarch in AR, One might think that the
human factors of AR systems would thus be heavily studied; however, as this vol-
e xhllwﬁ, there 15 a pul:u:i[:.' of 'uw-cs[it::ml ms n:lc:nd'mt; hisimian factors in AR Hyhe
lems compared o the enabling technologies,

There may be good reasons for this. The technology, notably in tracking of the
user's '\'1I."'I|'h'|'|lli.|"l[ L[ ifiten the Py comtributor w0 the success or failure of regusira-
tien between real and virlsal objects), has yet o meet the minimum requinements
for success in many applications. This is likely due to one or both of two key factors.
First, the tracking problem. described extensively in the literatee [ 18], has no sim-
|'||¢ solution that can solve all the vared Iliu'_'lnng inatances, However, thene are hany
pond technologies (which are sull being improved). This helps give nse o the sec-
ond key factor in meeting the minimum tracking requirements for application suc-
cess! a relanve lack ul'|::|:|||.1||;.llii>|1 of what those minimum anu'm:rl'nmnﬁ are. While
there are some examples of sech human factors evaluatons [9, 12, 13], each appli-
cation and perhaps each tracking technology, with varied performance capabilities
indiverse measures such as (static ) accuracy, nodse, and—most critically | 7]—latency
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Chapter 3
Basic Perception in Head-Worn Augmented
Reality Displays

Mark A. Livingston, Joseph L. Gabbard, J. Edward Swan 11,
Ciara M. Sibley, and Jane H. Barrow

1 Introduction

For many fiest-time users of augmented reality (AR} displays, the experience suffers
compared 10 their expectations, While several human factors issues are responsible
for this disconnect, abundant anecdotal evidence and numerous controlled labors-
tory studies have shown that part of the performance gap s in the low perceptual
quality of the graphical presentation. Despite extensive research in producing pho-
torealistic graphics, linke work in AR has been demenstrated 1o have that level of
visunl realism. Reviewing the literature and our own expericnces and rescarch, we
identificd four fundamenial areas in which basic perception of the virtual and real
elements in the merged world may be lacking, Visual scuily caplures issues of geo-
meetric resolution, limited contrast and distorted perception of cobors reveal 1ssues of
color resolution and presentation. These challenges lead naturally to issues of wext
legibility, In many applications, depth segmentation raises issues regarding the
quality of stereo imagery. In this chapter, we examine these four issues as they apply
to head-worn AR displays.
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Struktura clanku

Vedecke ¢

strukturu:
Introduction
Methods
Results

Discussion

anky maji (témer) vzdy stejnou

Obcas se lehce méni dle poctu experimentU Ci
pozadavkl zZurnalu

Struktura je jednotna, aby se v clanku odbre
hledalo

PLOS ONE

Style and Format
Manuscript Organization
Parts of a Submission

Additional Information
Requested at Submission

Guidelines for Specific Study
Types

You may be eligible for APC
support

advanced search

Submission Guidelines

Related information for authors

> PLOS Writing Center

> Submission system

~

Journal scope and publication criteria

v

v

v

v

APC Support

Getting started guide
Guidelines for revisions

Publication fees

Style and Format

File format

Length

Font

Headings

Manuscript files can be in the following formats: DOC, DOCX, or RTF. Microseft Word documents should
not be locked or protected

LaTeX manuscripts must be submitted as PDFs. Read the LaTeX guidelines

Manuscripts can be any length. There are no restrictions on word count, number of figures, or amount of
supporting information

We encourage you to present and discuss your findings concisely.
Use a standard font size and any standard font, except for the font named *Symbol™. To add symbols to

the manuscript, use the Insert — Symbol function in your word processor or paste in the appropriate
Unicode character.

Limit manuscript sections and sub-sections to 3 heading levels. Make sure heading levels are clearly
indicated in the manuscriot text.



Po precteni byste meéli byt schopni odpovedét na
nasledujici otazky

Coslz

Od néSt / Co védci studovali?
(\fteﬂf ProC to studovali?

, Na co prisli?

originalni
studie

Jak na to prisli?
Jaké jsou implikace vysledkU?

Jaké jsou limitace vysledk(?




Co clanek studuje?

Popis problematiky
Uvedeni do kontextu problému
Co se o problematice vi a kde jsou stale mezery v chapani

Pomoci citaci mnoha cizich autorl se snazi utvorit komplexni nahled na problematiku
Spravny uvod ma i pohledy, které s cily nemusi souviset

Clanek argumentuijici, Ze videohry jsou $patné, obsahuje &asto i citace, jak mohou
byt uzitecné



ProcC to studuje?

ZdUvodnéni, proc by se tim méla véda zabyvat
Veéda se zabyva testovatelnymi a dulezitymi otazkami

Nekdy dulezitost neni zcela ,,oCividna“
je ukolem autora ji vysvetlit

XY people suffer from XY. Better understanding might help these people as well as reduce
medical costs and shift them to other areas of healthcare

Playing videogames by elderly population might improve their cognitive decline and provide
easy and each early intervention in individuals with mild cognitive impairement

Using video games and eytracking might train people with eye disease train their ocular
muscles and inprove accomodation properties
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McGill News / Discovery

Let me prescribe you a video game for that

by Diana Kwon

Adults with amblyopia, or lazy eye, have long been told that their condition might be untreatable. A

group of McGill researchers, in collaboration with the gaming company Ubisoft, have now developed

an unexpected remedy: a video game.
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Submit a manuscript
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Cognitive benefits of computer games for older adults
Elizabeth M. Zelinski, PhD and Ricardo Reyes, BA

» Author information » Copyright and License information  Disclaimer
See other articles in PMC that cite the published article.

Abstract Go to: (¥

The purpose of this paper is to develop a basis for the hyvpothesis that digital action games may produce
cognitive benefits for older adults. First, a discussion of the relationship between cognitive and physical
health shows the increasing weight given to the role of declines in cognition in the development of
dependency i older adult population studies. Second. evidence that cognitive training produces “far

transfer’ in elders 1s presented. The key issue is that one approach, known as extended practice training, has

https://mcgillnews.mcgill.ca/s/1762/news/interior.aspx?pgid=613&gid=2
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Na co se prislo?

Vysledkova sekce je bez interpretaci

U vétsiny clankd doprovazena grafy, tabulkami

Analysis of accuracy using the same model also revealed
a main effect of switch, F(1,84) = 24.29, p <.001, with
lower accuracy on switch trials than on repetition trials
(87.6% + 1.0% vs. 91.0% + 1.1%). No interaction
between trial type and group was found (p =.504). A
congruency effect was also present in our accuracy data,
F(1,84) =86.28, p <.001, indicating greater accuracy for
congruent (96.4% + .4%) vs incongruent trials (83.6% +
1.6%). No other main effects or interactions were
significant (see Fig. 1).

Table 1

Mean weekly hours played of each video game genre, SD in parentheses.
Video game genre FPS players RTS players NVGP's
First-person shooter 18.83 (6.55) 1.87 (1.83) .50(.82)
Real-time strategy .70 (1.51) 19.10(8.62) .20 (.55)
Platform 1.20 (2.64) .27 (.58) .13 (.35)
Fighting 1.23 (2.05) 50(1.57) .10 (.40)
Adventure 1.97 (3.62) .90(2.34) .30(.88)
Turn-based strategy 4.03 (4.78) 6.27 (8.77) .27 (.58)
Role-playing 4.53 (7.71) 543 (7.56) .33(1.03)
Racing 3.23 (4.09) 1.43 (2.85) 37 (.77)
Puzzle 1.23 (1.78) 1.33(2.59) .27 (.69)
Multiplayer online battle arena .30 (1.64) .93 (2.99) 17 (.91)

62 P. Dobrowolski et al./Computers in Human Behavior 44 (2015) 59-63
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Fig. 1. Task switching reaction times on repetition and switch trials. Error bars

denote SEM.
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Fig. 2. Multiple object tracking accuracy across all set sizes. Error bars denote



Jak se na to prislo? e

Memorise the map

Memorise the map and find the

Metodologicky postup
Soupis vzorku
experimentalni procedury
vypis dotaznikd a materiald
popis statistickych postupu

Postup by mél byt dostatecné popsany, aby se
dal zopakovat

U modernich studii casto i odkaz na ukazky
Stl m u | LOJ ) eX p e rl m e nty ke Sta ze n Il Fig 1. Task in real world (bottom row) vs virtual environment (top row). (A-B) Wayfinding task in the video game: participants had to

memorize a map and navigate as fast as possible toward an ordered set of goals. Participants played Sea Hero Quest on a tablet. (C) Path
Integration task in the video game: participants had to navigate in a maze until they find a flare and shoot it back toward their starting
position. (D) Wayfinding task in the real world. Identical as the virtual task, but takes place in the streets of (E) London and (F) Paris. All

Coutrot, A., Schmidt, S., Coutrot, L., Pittman, J., Hong, L., Wiener, J. M., Holscher, C., Dalton, R. C.,
Hornberger, M., & Spiers, H. J. (2019). Virtual navigation tested on a mobile app is predictive of real-
world wayfinding navigation performance. PloS One, 14(3), e0213272.



Co to znamena?
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Jaké maji Jaké maji

03 04

Na co nebyli Jakym smeérem
vysledky vysledky
implikace pro implikace pro
realny svet? vedu?

schopni vedci muUze vyzkum
odpovedet? pokracovat?




Jaké to ma

imitace?

Kritické zhodnoceni
vysledkd

Jak sedi do stavajicich znalosti?

Metoda Je metoda validni? Méri opravdu EXTREMNE DULEZITE V PSYCHOLOGII
to, co autofri tvrdi, ze méri?
Vzorek Je vzorek VhOdI’W/ na VyVOZGHI' Plat'i zévévry ze vzorku %Oti/studentu psychologie
R UK i pro Zzeny na materské v Japonsku?
zaveru?
Analyza Extrémni hodnoty, pfedpoklady test( (probirate

Byla data analyzovana spravne?

na statistice)



NejCastejsi probléemy zaveru v psychologii
Operacionalizace pojmu
Co je to agrese? Pamet? Pozornost?

Na kom se vyzkum studoval a je prenositelny?
Studuji se pouze studenti psychologie
Vétsina vyzkumU je z anglicky/némecky mluvicich zemi
Problémy prekladl dotaznik( atd.

Jak probihala statisticka analyza a mohla byt chybna?
Vyzaduje znalosti
Za Cisly, kterym nerozumime, se muze skryvat lez
Ne vzdy jsou statistické chyby ,cilené”



Jak funguje psani a publikovani clanku

Stanoveni cile a hypotézy, sbér dat, analyza dat
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Casté pfipominky SlAS
Upravit jazyk Koo |
. . PU.D. STUDENT
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Autori neudélali dobrou resersi a na néco zapomnéli
Jejich vysledky Ize interpretovat jinak

Doplnit analyzy
Jinak vyhodit outliery, jiné analyzy kompletné

Meéne Casté
Doplnit experiment

Ne vSechny aspekty recenzniho rizeni jsou vzdy
verejne



Co muze za nasleduijici jevy?

Diteé ve skolce povidalo, ze bude mit sestricku. UCitelka pogratulovala, mama si udélala
test a zjistila, ze to diteé vedélo driv, nez ona.

Fotbalovy tym prohrava 10 her za sebou, dokud se jednoho dne neseberou, a
neabsolvuji stary slovansky ritual. Poté nasledujici 3 hry za sebou vyhraji.



Publikacni bias
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anky, které se budou citovat a které budou lidé Cist

Editori chtéji ¢
Vetsinu lidi nezajima nalez ,,niceho”
Veédeli jste, ze modra barva v obyvaku nikoho neuklidnuje?
Hrani her nema zadny vliv na agresivitu lidi?
Usmivani se nezvysuje vase pocity stesti?
Nijaké vysledky jdou do Supliku
To same plati pro ,buzz” na internetu

Informace o tom, ze avokado pomaha na pameét se Siri snadnéji,
nez ze avokado nic nedéla

https://www.nature.com/articles/nature.2017.21728
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Jak to vyresit?



Replikacni studie

Studie pokousejici se zopakovat vyzkum a dospét ke stejnym vysledkim

V psychologii otazka poslednich 10ti let
Mnoho experimentU se nepodarilo replikovat

Nevérte vzdy starym clankdm
Ale i kniham a cemukoli na internetu, co psali laici

Overujte i noveé informace
Pokud neni na dané téema jeste vice studii, neni nutné pravdivée

https://www.vox.com/science-and-health/22360363/replication-crisis-psychological-science-accelerator
https://www.theatlantic.com/science/archive/2018/11/psychologys-replication-crisis-real/576223/
https://www.psychologytoday.com/us/basics/replication-crisis
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https://www.psychologytoday.com/us/basics/replication-crisis

Na zaver

Existuje mnoho druht ¢lankd, kazdy ma za cil néco trochu jiného
Zdroje mohou byt bud recenzované Ci nerecenzované

Struktura originalnich studii je vzdy stejna (IMRaD)

Recenzované clanky prochazi nekolika koly editaci

| u akademickych clankud je nutné byt skepticky

Nikdy nevérte jednomu zdroji, ovérte si problematiku u rdznych vyzkumnikd



