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WHFE R S OMEEL (F£3L) : We have suggested a dance video game (DDR) training was effective
for Parkinson disease (PD) patients and revealed cortico—cerebellar pathway was

compensate forthe deficit ofcortico—basal pathway function inPD. Furthermre, we found
the activations in the prefrontal cortex, the temporal cortex and the parietal cortex
were facilitated or suppressed by the skill of subjects and/or difficulty of multimodal

task.
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