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Appendix: Action Video Games 

007 Agent Under Fire; 007 Everything or Nothing; 007 Nightfire; America’s Army; 

Battlefield 1942; Counter Strike; Doom; Grand Theft Auto 3; Grand Theft Auto: Vice 

City; Halo 2; Halo; Hitman 2; Max Payne; Medal of Honor: Allied Assault; Perfect Dark; 

Ratchet & Clank; Return to Castle Wolfenstein; Tom Clancy’s Ghost Recon; Tom 

Clancy’s Rainbow Six; Tom Clancy’s Splinter Cell; Unreal Tournament 2003; Viet 

Cong. 

 

Supplementary Results 

Figure S1: Attentional blink ‘curves’ as a function of age group and action video game playing 
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