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The effect of Four-Week Training Using Musical Somatosensory 

game on reaction time 

Chia-Chun Chan, Yi-Chin Tsai and Shin-Shan Lu* 

National Taiwan University of Sport 

Abstract 

Purpose: This study investigated the effect of using musical somatosensory game on reaction 

time and index of performance in general college students Procedure: Subjects (n=19,age=21.68 

years) were randomly assigned to high difficulty (H) and low difficulty (L) after a pre-test to 

determine the reaction time and Fitts’s Law. Ten subjects were in the low difficulty group and nine 

subjects were in the high difficulty group. Every group has completed three times a week, each time 

30 minutes, musical somatosensory game training for four weeks. After the training, action time and 

Fitt’s Law were recorded again. Analysis Method: Using t-Test was to analyze two groups, 

Inter-group and Intra-group, variations. Inter-group: we used Independent-Samples t-Test to analyze. 

Intra-group: we used dependent sample t-test to analyze. Significant difference level was set at 

=0.05.Results:After 4 weeks of training, significant improvements were on the reaction time and 

long distance move time (p<0.05). It is appeared that using the high difficulty training could contribute 

to a better effect . Conclusion: Somatosensory game training may effectively enhance the reaction 

time and move time. The results of this study, we that the results will provide instructors to teaching 

and training strategies. 
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