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Table 1. Participant characteri

ics and group comparisons between habitual action video game players (AVGPs) and non-video game players (NVGPs)

AVGPs (Mean + SD) NVGPs (Mean  SD) t » d df
Demographic characteristics
Age 22.37(4.03) 24.34(519)  -187 065  -0.41 )
Participant education 6.05(1.33) 646(100)  -162 109 035 )
Parental education 5.44(1.54) 520(184) 067 507 015 )
Aggressive behavior and physiological reactivity
Auditory discomfort threshold (d8A) 10100 (4.67) 99.99 (5.68) 09 37 02 )
Retaliatory behavior—noise intensity (CRTT) 5.50(2.20) 445(229) 214 035 047 )
Retaliatory behavior—noise duration (CRTT) 5.06(2.12) 4.26(2.21) 17 o 037 )
Retaliatory behavior—aggregate score (CRTT) 5.28(2.09) 435(221) 188 051 043 )
spiteful punishment (Money Burning Game) 19.42(23.25) 1255(1514) 151 135 035 7
Skin conductance response (punishment vs. no punishment; CRTT) 0.07(0.17) 0.06(0.09) 03 768 007 78
Prosocial behavior
Helping behavior (2°G) 6.28(2.81) 644(238) 028 7B 006 )
RT helping behavior (2°G) 212291(594.72) 234959 (405.11) 200 049 044 73
Altruistic sharing over 100 units (Dictator Game) 31.31(22.80) 36.66(2152)  -104 302 0.4 7
Task performance
RT go signal (CRTT) 240.00 (39.60) 240.26(57.58)  -0.02 981  -0.01 )
RT treasure collected (2G) 20327.97(2819.98)  22868.30(3250.91) -3.83°**  <.001  -0.84 )
RTto stars (2PG) 165895(252.07)  1717.00(250.13)  -106 293 0.3 )
star collection rate (2°G) 0.27(0.28) 018(0.24) 148 143 032 )
Trait aggression 79.84 (17.94) 7000(1431) 277 007 06 )
Competitive personality 30.80(6.14) 25.62(7.45) 325%* 002 076 7
Empathy—empathic concern 11.28(5.06) 1212(451) 080 424 018 )
Empathy—perspective taking 18.09 (4.6) 19.05(470) 094 352 020 )
Empathy—personal distress 18.42(4.80) 1880(505) 036 720 -0.08 )
Empathy—fantasy 18.26(5.81) 702(477) 106 293 033 )
Mental health
Depression 2.00(3.35) 251(291) 071 479 016 )
Trait anxiety 38.05(8.13) 3846(1113) 020 845 0.4 )
State anxiety 30.70(8.16) 3190(9.84) 061 542 013 )

Note. AVGPs = habitual action video game players; NVGPs =non-video game players; CRTT = Competitive Reaction Time Task; ZPG = Zurich Prosocial Game; RT

=reaction time. Reaction times are expressed in milliseconds (ms). Cohen's d represents the standardized mean difference. p <.05%, p <.01%%, p <.001***,

Participant and parental education were rated on a seven-point scale adapted to the Swiss educational system, with higher scores indicating higher

educational attainment.




