Protection of Human Subjects
Human Subjects Involvement, Characteristics and Design
We will recruit human subjects to participate in experiments that involve psychophysical tests of objectobject,  and face and word recognition, spaced between periods of video game playing to measure the effects of perceptual learning. Human subjects are necessary because our research concerns cortical plasticity in early visual areas of the adult human brain. Subjects will perform an initial task where they will be asked to make judgements about visual stimuli presented on a computer screen, before and after blocks of video game playing. We will recruit 10 healthy adults for each experiment between the ages of 20-30 years old. The reason for the limited age range is because the process of visual plasticity is likely to vary across the lifespan.
Study Procedures, Materials, and Potential Risks
Subjects will participate in a baseline object recognition task before playing video games for XXX 20 hours. Subjects will play video games for 1 hour per session, and will only be allowed to complete one session per day. After Interleaved with XXX hours of playing video games with unnatural filters applied to each image, subjects will then complete the same object face and word recognition tasks. Performance will be measured across each recognition task. 
Subjects will fill out a consent form before participation which indicates their name, birth date, gender, race, and ethnicity, and will be assigned a non-identifying subject number. Consent form records will be stored in a locker protected by lock and key. Data collected include perceptual reports in psychophysical tasks and eye movement traces via an eye tracker and computer, which will be stored in a protected file file on the testing facility computer station or on the password protected laboratory server (which meets HIPAA privacy standards). These All data will be labeled with the subject’s non-identifying number provided at the start of the experiment. Only the sponsor, co-sponsor, collaborators and fellowship applicant will have access to the testing facility that contain these datadata or to the link between the subject number and identifiable information. 
Potential Risks and Protections
The risks posed by the experiments and video game training are minimal. They include minor psychological fatigue and minor physical strain (e.g. tired eyes, headache) caused by the visual distortions applied to video game images, and the psychophysical tasks. Depending on the subject’s sensitivity to distorted visual stimuli, they may also experience some form of motion sickness or nausea. Although unlikely, these effects are likely to ware wane off through continued training. Subjects will be told to discontinue if they feel discomfort. If they feel discomfort regularly they will be encouraged to withdraw from the study.
Recruitment and Informed Consent
Ten subjects per each specific aim will be recruited from the University of Washington and greater Seattle community. Subjects will be asked to participate in the experiment if they meet the qualification criterion of previous experience with video game playing. We may actively recruit women or select subjects to ensure at least 30% of our subject pool are women. Subjects will be excluded if they have any health concerns (such as seizures and other visual disorders) that might put them at risk of long exposure to the visual stimuli in the experiment and video game. Subjects will be excluded on the basis of their visual history (e.g. amblyopia, strabismus or corrected visual acuity lower than 20/20). All subjects will sign a consent form approved by UW that includes all procedures in this study. Participants will be paid XXX $15 for each hour of their participation. Researchers listed on the IRB protocol will describe the experimental procedure to all potential research subjects, including potential risks and benefits. Subjects will be provided with a copy of the consent form for their records. 
Protections Against Risk
[bookmark: _GoBack]The potential risks will be mitigated by allowing subjects to take frequent breaks and resume testing when ready. Additionally, it will be made very clear to subjects that they are allowed to discontinue testing at any time. To minimize risk of a breach of confidentiality the consent forms will be stored in a locker within a locked room, and data will be stored in a password protected filelocation.
Potential Benefits and Knowledge to be Gained
The benefit of participation in the proposed research is educational. By participating, our subjects will help advance our knowledge of cortical plasticity associated with sight restoration technologies. 
