(®)
2013 2014

Entertainment and Training Effect features of a Biofeedback Game

Munekata, Nagisa
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We developed a biofeedback game "The ZEN" using a reaction to changes in skin
conductance response as a training system. We have conducted a long-term experiment to investigate the
entertainment and training effect features of “ The ZEN” . And we also investigated the effectiveness of
biofeedback training using a game for an epilepsy patient as a therapeutic application.
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