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Abstract

Relationship of visuomotor learning between different

apparatus

Nahoko Hayashi

In recent years, a great variety of apparatuses increase and are handled in various
ways. Why can human beings use different apparatus properly? For example, feature
phones and smartphones are different in button arrangement and shape. However, they
have a common function. It is that you can phone and that you can send mail. Although
these are the same purpose and contents, the operations are different. If the contents
are the same, how does the effect learned by one device have on anther device? In this
research, I examined the relationship of learning effect respect to the manipulation of
two apparatus. In the experiment, I used a joystick and a game pad. Subjects performed
the reaching task including of visuomotor learning. There is a start circle at the center
of the personal computer screen. Subjects were required to move the operation circle
lineary from the start circle to target with each device. The maximum lateral deviation
of the operation circle from a line between the start circle and target was calculated as
an error. Learning effect was examined from the error. From the experimental results,
the learning effect was partially transferred between apparatus. The order of use of the
apparatus did not affect learning. The relationship seems to be that common motor

memory between the joystick and the game pad exists.

key words Apparatus, Joystick, Game pad, Visuomotor rotation, Learning effect

—ii —





