
 

 

 

Exploring the Role of Gaming in Cognitive Development 

 

 

 

Marcus Phillips 

Dr. Peter Bowman 

GM-234: Gaming and Multimedia 

Department of Computer Sciences, University of Greenwood 

24th March, 2022 

 

 

 

 

 



1. Introduction 

Gaming has become an increasingly prevalent form of entertainment, particularly among the 

younger population. However, beyond entertainment, there's a growing interest in 

understanding the potential cognitive effects of gaming, especially among undergraduate 

students. This research proposal aims to investigate the relationship between gaming and 

cognitive development among undergraduate students. The significance of this study lies in its 

potential to uncover insights into how gaming activities may influence cognitive functions and 

inform educational practices. 

2. Background Literature Review 

Numerous studies have examined the impact of gaming on cognitive functions such as problem-

solving, memory, attention, and decision-making. Table 1 provides a summary of key findings 

from relevant literature. 

Table 1: Summary of Literature on Gaming and Cognitive Development 

Study Findings 

Smith et al. (2019) Video gaming associated with improved spatial cognition. 

Chen et al. (2020) Strategy games linked to enhanced problem-solving skills. 

Lee & Kim (2018) Action games may improve visual attention and processing speed. 

 

3. Research Objectives 



This study aims to achieve the following objectives: 

1. Investigate the impact of gaming on different aspects of cognitive development. 

2. Analyze the potential benefits and drawbacks of gaming on cognitive functions. 

3. Explore the influence of different types of games on cognitive skills. 

4. Identify potential strategies for using gaming as a tool for cognitive enhancement. 

4. Methodology 

A mixed-methods approach will be employed, involving quantitative surveys, cognitive 

assessments, and qualitative interviews. Table 2 outlines the research methodology. 

Table 2: Research Methodology 

Method Description 

Participants Undergraduate students aged 18-25 from local university. 

Data 

Collection 

Surveys on gaming habits and cognitive functions. Cognitive assessments. In-depth 

interviews. 

Data Analysis Statistical analysis of survey data. Thematic analysis of interview transcripts. 

 

5. Proposed Structure of the Research Paper 

The research paper will follow the standard structure, including Introduction, Literature Review, 

Methodology, Results, Discussion, Conclusion, References, and Appendices. 



6. Expected Outcomes 

Anticipated outcomes include insights into the relationship between gaming and cognitive 

development, implications for educational practices, and recommendations for future research 

directions. 

7. Timeline 

The research will be conducted over a period of six months, with key milestones outlined in 

Table 3. 

Table 3: Research Timeline 

Activity Timeline 

Literature Review Month 1 

Participant Recruitment Months 2-3 

Data Collection Months 4-5 

Data Analysis Month 6 

Paper Writing Months 6-7 

 

8. Budget 

The budget for the research is estimated at $5000, covering expenses related to participant 

recruitment, data collection, and analysis. 



9. References 

References will be cited following the APA style. 

 


