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some have found positive WM training effects (Au et al,

2015), while others have found no training effects (e.g.,
Redick et al., 2013).

e Significant improvement in the WRAML VWM task, t(12) =-4.033, p < .05
e Control condition participants did not complete any training and returned
for post testing 4 weeks after they completed their pre-test

Summary and Conclusions

e The tasks used at the post-test phase were the same tasks that were

1 . il administered during the pre-test phase o .
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Figure 2: Image from Ultimeyes




