[2R2 sz

LAV

2 HF—F U Y

Science Tokyo Research Repository

Od/dodn
Article / Book Information

Citation(English)

Type(English)

0o:0o0@o),

oooooo:0o0oooo,

0000:00122800,

00000 :20220 60 3001,

ooooo:oooo,
000:0000,0000,0000,0000,0000

Degree:Doctor (Academic),

Conferring organization: Tokyo Institute of Technology,
Report number:[J [0 1228001,

Conferred date:2022/6/30,

Degree Type:Course doctor,

Examiner:,,,,

Exam Summary

Powered by T2R2 (Science Tokyo Research Repository)



http://t2r2.star.titech.ac.jp/

(f-3RER)

MLEEDERRVEER

WEES 2 7| HLHREERKA Eric Redlinger
K 4 I 4 K 4 I 4
£ /N R B BEH &1 A
AR A
&1 "HEZ %
# & B FEE
TEE NE S EER W
KA ER eIz

iSCRADEE (2000 THEEE)

AFmCiE. TOptimizing Task Design for Screen—based Cognitive Training(A 27 UV —rZ W= kL —=
YITDIODE AT THA O ) EEL, R 6 ENLERINATND

# 1% [lIntroduction (JF#@)) Tl 380 b L —= 7 DER] LOI/\VC*«E%%EAL/ arEa—ZOE Ebic
Aw—=hTF T TVICEDF—LDE IR b L—=0 T M Thbhb k)i ﬁof%fméktmfwéobm
LBRS, ho—=u T T 7VDT T 7 4 INTHFA AN TS E VRSN TR 2 e D, Rif
XOBRME, —N b —=0 S TCHEASND X AT L ZOERFIEEZFMCHRFT LT, B —=
VI OREEM ESEETYA VERGET A L THDH LRI TNA,

% 2% [Background and systematic review (Fm & ZHMAIL E=2—)] TiX, ML —=0 7 DZNETO
Wk, UV—%r 7A€V R EORBMT vt R8T 5.0 FRTIE, I Z2 AW O, 7 — 21k
SN DL —= VT OFFE, VR BEEAFIA L7 DEERICOWT, RFEICBEREL TS, £, B b L
—= T OGIIE, ET. EOXOIRBHM T u AL ML —= U JIC R THE - ERFLE S L LTWDDh
EEHRTDHIENLHEORITIUIRE RN EBRRTN D, BRI AN E ORISR & & b, FE e FATHRE
IZOWTIERDBEMERE DRI 15, F—2MbENTZZ AT RN=Fx LY T VT 472 EOFIHOATHEMEIZ DU
THHAL TS

FIHE rComparlng Brain Activity in Virtual and non-Virtual Environments ({5#8 & FE{ARERSR C D AXIEEN
D) | TlX, BETY A ¥ L 2D (Electroencephalography:EEG) 7 v e~y R~ b F f AT LA
(VD) == k7 & OFGE O FAHIMES 2 F 2 IMD % EEG & FH$ 5 Z & O FEHFAREMIC OV TELRL TS,
F9°. EEG FEFRAAT O BRIC, IMD 2975 Z L IXEAT e R IR 2 fgsd L. VR BREE CHRMER 238 2 X 7 %
FAITULIZEA . FF VR BRER & LR L CRBANEENCE WIS D ATV D, ZOREE, VR §0F & IE VR & Tk
EEG DIEENTENAE ) 72 Z &2 D IRELABEDFEBRIZISVN T, HMD ZFH L7 RARBREE N Tt ﬁ%v~ﬁ/
T FEOFHM & i &2 VW TIT 5 Ll RTn 5,

% 4% Tlmpact of Screen Size on Cognitive Training Task Performance (GRHI L —=2 X A7 |ZBITH
A RO | Tld, RBEA ML —=V T X A7 BT AT A XOFBIZONTERZL TS, Av— |
THDEIIRNUA ) =PRI T 0 AT KT L T D DONE RN T-0I2, FREY A X2 HlEF 4
T 10 £, 20 FE, 40 £ & HMD Z MV /o VR BREE CHRBLLERZIT > TV D, ZORR, R A2 20 ORISRt
DL X, KISKEH, BE L LRDRWERMEONZ LB TND, 2o &nb, JEY A XARKRE T
BNWEWI DT TR, #HURYVA ZINHEILERLTND,

% 5% [lImpact of Visual Game-like Features on Cognitive Performance in a Virtual Reality Working Memory
Task (ARBEEZFIA LIV —F L 7 ARV X R IZB T H7— AMéhtﬁE%@@mﬂ EJI~DEH) | TIL,
RAEBEZRA LB ML —= T OXRICE T 57 — M SN2 Z 27 OEFEZHRFF LT D, F—Aafks
Nz hb—=v 7 0RIc %?é%ﬁﬁnfi\%%%#®%ﬂﬁkﬂf“&%tbK\%Ebt%%ﬁﬁ%é
NTWD, ZOTH D 2T 252 &icky, ERSNEZREZERNPOREHEL. VR ZHWT 7V r—a
CCRINZR 3 WD RITE 2B L. 7= MMEDFED ROV TN T 4 —< o Z 2Bl LT D,
ZORER, HREAED 4-8Hz CHTEAER IS L UMLEAER D 13-28Hz DM IZIB W THERBEVZHEE L TV 2,

% 6% [General discussion (&%£2)| TiL, FEONKFEZET LD L LB, BEOHEDORA, 4% OFE
ERYEEZRAATND,

PLEZZES DI, Kgmsdd, B b L—=0 77 7Y R DS EZ R LD TH Y | Fif LEkT 2 & 2
AIPRKREUN, iOT@iﬁﬂﬂ®fu w3 & LTHMEDH 26D LRBOBND,

EE : R AEOEEROHFEAA ] 1T, RIKIYP—FURII (T2R2) ITTA L H— Ry MARSNET O T, AR ATRERFEI DN
TR TLTZE Y,




