FEY MindWave 7 i BB B ISR B &0 2 19T

Research on virtual reality gamebased on mindwave to reduce motion sickness
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Abstract

In the virtual reality game, the movement of the character causes the motion of the scene in the user's eye
to be inconsistent with the motion perceived by the human vestibular system, which may cause a state of
motion disorder, considering the portability of the device in the game play and the wearing of the VR display.
In this way, this study uses NeuroSky's MindWave Mobile to detect EEG data, use the vehicle driving
simulator in Unreal Engine 4(UE4), and use the visual language Blueprints to design a set of programs that
automatically find the user's normal brainwave range in the brainwaves. When the value exceeds the normal
range for a period of time, the physical slowdown function is enabled, and when the function is activated, the
motion inconsistency generated when the character moves is reduced to reduce the occurrence level of the
motion sickness.The study found that after the physical slowdown function was enabled, the subjective motion
sickness level of most subjects decreased.
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