

	
1st peer post 
We have all heard of the research done on the correlation between violence and video games. There are very few experimental research studies done on the positive effects of gaming, but in 2021 there was an experimental research project done testing whether games prompt the effects of self-efficacy and the arousal of cognitive reappraisal. This experiment used the method of an online survey, between-subjects design as self-efficacy being the main dependent variable in the research.
A between-subjects experiment is when using a separate, independent group of individuals for each treatment condition being compared. (Gravetter & Forzano, 2018) For example, a researcher with a sample of 100 university students might assign half of them to write about a traumatic event and the other half write about a neutral event. Cognitive reappraisal is a change in cognition which allows for the interpretation of an emotion-eliciting situation in such a way as to alter the emotional impact it has. (Gross, 2015) Self-efficacy is defined by a persons’ belief in their capability to perform any task. (Bandura, 1997)
This experiment was to prove that playing games for health improves self-efficacy and cognitive reappraisal. The participants for the experiment were chosen random and given an even amount of questions between the 2 independent groups. The survey was hosted online through the researcher’s social media accounts. The survey consisted of 4 links. The first consisted of the introduction and the stimulus, and the second test was the self-efficacy survey. The third link contained a variety of items such as the demographics of the participants, Positive and Negative Affect Schedule (PANAS), self-esteem, diabetes measurement and a manipulation check. The final link was a comments section, and a debriefing of the survey the participants just participated in. In conclusion the researcher found that there was no support for the notion that a game or survey might be seen as cognitive reappraisal. (Haring, 2021)
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The goal of experimental research is to establish the existence of a cause-and-effect relationship between two variables (Gravetter & Forzano, 2018). Experimental research requires manipulation of one variable to create two or more treatment conditions, measurement of a second variable, control of all other variables, and comparison of the scores from the different treatment conditions (Gravetter & Forzano, 2018). If a difference in the scores of treatment conditions exists, these four elements allow researchers to say that the manipulation of a variable led to the difference in scores, thus proving a cause-and-effect relationship between the variables observed (Gravetter & Forzano, 2018).
I came across a recent experimental study done in China that wanted to examine the effectiveness of navigation prompt messages based on a driving simulator (Yang et al., 2021). Yang et al. (2021) used a within-subjects two-factor experiment to determine if GPS messages help drivers navigate through F-type-5 m intersections in China, which are very common there. A within-subjects design uses the same group of participants for each treatment condition and a two-factor design uses two independent variables instead of one (Gravetter & Forzano, 2018). In Yang's et al. (2021) experiment, the same 37 participants were used for each treatment condition and the independent variables were Prompt Timing Mode (PTM - set of three sequential messages at varying distances from the intended intersection) and Prompt Message Type (PMT - various sets of three sequential messages). Three PTM's (PTM1-3) and three PMT's (PMT-A-C) were used to create nine experimental intersections that were randomly assigned to three experimental driving routes (Yang et al., 2021). Finally, they used rANOVA tests to analyze the results of the experiment. 
The results of the rANOVA tests showed that PMT-C was the most effective and improved driving performance in PTM1 and PTM3, while PMT-B improved driving performance in PTM2 (Yang et al., 2021). PMT-A was not effective, as it didn't improve driving performance in any of the PTM's (Yang et al., 2021). So, this experiment established the existence of a cause-and-effect relationship between the timing and type of message displayed by a navigation system and subsequent driving performance in F-type-5 m intersections in China. While this seems like a boring and tedious experiment, the results are valuable as they provide guidance to the future design of navigation systems and their display and timing of driving messages, which could help increase the safety of drivers as they navigate through intersections (Yang et al., 2021). 
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In this experimental study, researchers compared the different types of intervention approaches  with children that have auditory processing disorder known (APD). Auditory processing disorder is described as individuals who have poor speech understanding in certain listening environments, misunderstanding/mix readings of messages, inability to follow certain directions, needs to hear repeated information and delayed communication responses (Sharma et al., 2012). This was a randomized control trial with between-subject design. This article featured sixty participants who were school aged children and were randomly assigned an intervention treatment plan for APD based picking a number written from a piece of paper. 
The independent variable consisted of five various treatments, four specific interventions and one control ( discrimination (bottom-up), discrimination training, language (top-down), language training, and control (no treatment intervention). The dependent variable consisted of finding improvements from standardized scores after given standardized assessments to look at the following areas: Auditory processing (Frequency Pattern Test FPT, Random Gap Detection Test RGDT, HINT Sentences) language (Clinical evaluation of language fundamentals CELF-4, Comprehensive Assessment of Spoken Language CASL) and reading (Wheldall Assessment of Reading Passages WARP, Queensland University Inventory of Literacy QUIL) (Sharma et al., 2012). Each participant was administered this standardized assessment as a baseline prior to receiving randomized intervention and the same assessments were given after treatment to determine whether there was improvement or not. 
The researchers were unable to create cause-and-effect interpretation in the results.  Results indicated that there were no differences between the control and the intervention groups on the following assessments: CELF-4 language and memory tests, CASL, WARP, QUIL, and any of the APD measures (Sharma et al., 2012). Overall there were not any significant improvements seen in any of the treatment groups including the control for the pre and post-test scores.However, the researchers do mention there are several other evidence based training methods that can be used for ADP such as non-auditory stimulus and rhythm training (Kujala et al., 2001).
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Many studies have explored the correlation between childhood trauma and various mental illnesses and disorders. The study conducted by Kelleher et al. (2013) uses a longitudinal experimental study design to further analyze the cause-effect relationship between trauma experienced in childhood and psychosis experienced by these children once they reach their adolescent years. The researchers hoped to address two questions: 1) Does exposure to trauma predict psychotic experiences? 2) Does cessation of trauma predict the cessation of psychotic symptoms? and 3) What is the directionality of the relationship between childhood trauma and psychosis symptoms? 
The study was a within-subjects design, and followed a cohort of 1,112 school-based adolescents, aged 13-16 years. These participants were assessed at baseline, as well as at 3-month and 12-month follow-up interviews for childhood trauma (bullying and physical assault) and subsequent psychosis symptoms. 
Results of the study showed a bidirectional, cause-effect relationship between childhood trauma and psychotic experiences in school-aged adolescents. As the traumatic experiences of the cohort increased, so did the psychotic symptoms and vice versa. Researchers also found that cessation of bullying and physical assaults on the research participants caused a cessation of psychotic experiences. Furthermore, a relationship was also observed between the severity and frequency of bullying and the risk for psychotic symptoms. These results held even after conservative adjustments made by the researchers, where only newly incident psychotic experiences occurring over the duration of the study were examined. 
Researchers concluded that the study had adequately addressed their questions. While the bulk of this research study served to build upon past research done on the relationship between childhood trauma and adolescent psychosis, this study provided the first evidence that cessation of traumatic events leads to a reduced experience of psychotic incidents. 
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