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Stress assessment when playing three-dimensional video games and development of
teaching materials for game literacy education

KOMAGO, Yasuhira
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This study examined stress assessment when playing three-dimensional video
games by using a simple electroencephalograph. Moreover, development of teaching materials for game
literacy education introducing effects of video game stress was investigated. Results suggested that

mean relative value of brain waves (beta/alpha) could be considered an index of stress. Regarding
game literacy education, it would be necessary to consider the mental and physical effects of video
games such as on eyesight, and children’ s sociability including play. Furthermore, the need for
developing rules on time allocated for playing video is was suggested.



o

@

®

o

al

3

3

B2

550

249

3D

25
a2 1

25

B /a

New

B /a

B /a
B /a
2 X
6 2
F(5, 15)
=259, p<.1
3
A1, 3) = 10.69, p
< .05
B /a 4
F(1,3)=
5.74, p< .1
B /a
B /a
p < .05
——RTHEE e-TNEH
14
P /.

12 —
1 4(\‘*,/
0.8
06 \\I—I/‘\-

04

RIS o ABAHE

0.2

Y ELIRM E2RW BoRER B4EM #SREH
1 B /a

@

B /a

B /a

B /a
B /a



®

15
1.0 3
71
.70
.91
.78
.92
.72
(4)x
® 2

F(6,1092)=2.35, p<.05

F(3,546)=5.62,

p<.01 LSD
3 4
p<.05
19
1.0 3
.80
.79
.92
.76 .72
.83
.68 .65
(4)x
@ 2

F(2,1092)=2.63, p<.1
LSD

p<.05

11

617
.357
.45
.38"
.36
.48

p<.01

41 p<.01



r=.24 p<.01
Scratch
.50
-.07"
.03
.107
.08
.12
<1, p<.01
C))
592
269
244 161
3
2017
624
289 110
97 84 2016 pp.137-149
3D
2016
2016 8 6
®)
2015 3 21
@
KOMAGO, Yasuhira




