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Obj ectives/Goals Abstract
Finger Dexterity isthe skill of performing tasks, especially with yorm

study was to determine if teenagers who video game a certain a
improvement in finger dexterity. The study also evaluated if a4
video gamer's and finger dexterity.
Methods/M aterials
20 female and 25 mal e teenage subjects were randomly s
guestionnaire on the amount of time and frequency of vid
O'Connor Finger Dexterity Test was used to assess thy
of the test isto see how fast a person can place 3 pi

overall time. The O'Connor FDT Norm Chart vfgs
Results

The results demonstrated a significgatly hig

gamed 7 or more hours each week {9}

video game was 0 hours (26.87%),

A difference existed between thg

females overall in percentile rRQK}
Conclusiong/Discussion

This study supported my hypothesis¥

) percentile rank in teenagers who video
&lank) as compared to teenagers whose weekly
8678Q), 3-5 hours (48.23%), and 5-7 hours (90.28%).

Summary
Finger

ent
W an be enhanced by engaging in video gaming on aweekly basis.
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