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Study on improving learner®s motivation using a feedback loop of biological
information
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This study aimed to develop an adaptive learning application that motivates
students to learn by automatically adjusting goal performance according to individual preferences
and characteristics. To this end, we attempted to quantitatively evaluate the degree of motivation
to learn from electroencephalograms during learning. In the experiment, EEG was measured during a
mental arithmetic task consisting of three difficulty levels (low, medium, and high) for achieving
the goal performance score. The results showed that the amplitude of event-related potentials
correlated with the subjective evaluation value of the degree of motivation to achieve the goal
performance score for each achievement difficulty level. In addition, the amplitude of the
event-related ﬁotentials while competing with others for a score in a similar task predicted the
degree to which the participants were motivated to achieve the goal of winning the competition with
others.
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