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A study in theentertainment of fighting video game measured by fNIRS
: acomparison vs. human and vs. computer.
Seiji TAMAKOSHI+, Tsutomu TAKAHASHI +, Masahiko TERAOf+ , Daiki SAWAI+,
AkiralMANISHI+ , Fumihito MORIMOTO+ , Akihiro YAGIA
and Haruhiro KATAYOSE}
+ Department of Psychology, School of Humanities, Kwansa Gakuin Univer sty
A School of Humanities, Kwansai Gakuin Univer sty
¥ School of Scienceand Technology, Kwansei Gakuin University

Some recent studies attempted to evaluate entertainability of video games by brain imaging techniques. In
this sudy, we analyzed the brain activities of human playing a fighting video game in 3 stuations (visble
human, invisble human, computer) by the functional near infrared spectrascopy technique. Furthermore,
we discussad the reationship between the brain activities and a questionnaire on entertainment of the
video game. As a result, the blood flow was decreased during playing the TV game, and it was rdated to
immersion asreflected on the questionnaire response. Furthermore, the blood flow was increased during

playing a human interactive TV game, and it was suggested thisincrease wasreated to sory or narrative
of human relationship.
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