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Development of a mixed reality system to assess and train attentional function

of people in home setting
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We developed new applications using mixed reality technology and Microsoft®s
HoloLens to assess and train attention functions in older adults and patients. The applications
include a HoloLens version of the Whack-a-Mole game and a tidying task with dynamically adjustable
difficulty levels. We conducted a preliminary experiment, which revealed that the issues with
HoloLens 1 have been improved in HoloLens 2, confirming sufficient usability of the HoloLens?2
version of developed applications for achieving the objectives of this study. Clinical experiments
using the developed applications are necessary to confirm the effectiveness of the applications.
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New application software for assessment and training of people with attention disorder: Present and the next steps
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