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Research Title : Psychomotor Vigilance Task Developing Application
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Wongpattananukul, and Ms. Chanakan Chobrot

Faculty : Engineering  Department : Computer Engineering

ABSTRACT

Nowadays, virtualization technology is becoming popular. This is an effect of cheaper device
prices and more supportive applications. The main using of virtualization technology, the most income
and base of popularity are from the virtual game. The innovative user experiences offer players fun and
user-friendly to everyone. This has led to the development of the gaming industry with a variety of
virtual games to meet the needs of more and more users. The development team saw that the
development of virtual games was challenging and interesting, both in the production and design
process. Therefore, we research and develope virtual reality game to fulfill player feeling fun.

The created game is a semi-strategy adventure game that runs on Windows operating systems.
We use the Unreal engine as the main software for development. The main equipment is the Oculus

virtual set that facilitate and enhance the aesthetics of the players.

Keywords Virtual Reality, cognitive training, brain training
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2.4 Reaction Time (RT)

TuguIaine “aarlumsaouauos” (Reaction Time:RT) fonafietuszn ey
mns-'oj'ugnmmuﬂnaﬂuua"'nmtmé’unﬂul.smﬂaaumauﬂumnuusmh na1lums
aovauesaiialeziiniogi 200 adduri nszuanmsiiiasu g asnmdug ihlfoues
annsafufanmiandonlassoy syydaginiauls saauladuiunsinonourusdeTnguas
ponfidadufiuntsindon luaionourues $anszumumsmainTeunquueNAYEIMI T}
wazndeulna uaznﬁuwmﬁumiﬂaﬁuhmmﬁ'um:ms'munumsmaau‘lm [20]

ﬁ'ﬂ%ﬂ?ﬂuﬂﬁé«%aﬂsxmmﬁgmmmmswﬂaamaﬂummamum[z1]'lﬁ'ufi

1. simple reaction time : SunisnaapsniimestnszduRaliazmMaouiRe Aoiusu X
Tusumiafidsn’ gar uaz Ui unuiiey Fananuatanmlumsasumuesity

2. recognition reaction time : ﬁ‘lumiﬂﬂaaaﬁﬁ?'thmwmiwﬁﬂ'swauﬂum uaxﬁ?ﬂﬁﬁ
L1sethei Tinsneaes eitamsneuausaignADImADUIAY) Medumsnanountsiug
18un nseasrdaydnuainaznisiu Inuidios

3. choice reaction time : li‘Jumsﬂﬂnmﬁ@ﬂmﬁauﬁaﬂﬁmsmauauaaﬁﬁanﬂﬁ’mﬁu

fagele 1 nalu key fasatudasnusnindasnusisinguuniiine

@ l:ld \J 1 A o o
Jesvisinasernarlunisaovaues 1dun AwAuA? oy it anumianieiiednuun

a o w o
ATYNAY ﬂ’]'iaﬂ?h«! ﬂ'J']lJLHUE)U‘g‘\ lﬂiﬂﬂﬁﬂi% mmaumaaﬂmmmmm llﬂﬁﬂ'ﬂﬂﬂﬁ 81A9UN13



duaue seumsmele Yszianyadnnim mseeniidsne maasiny ANUIASUA AVRNAIN U

= o ¥
nszdu Aoy unzauRuLY
reseaanarlumsaeveuesasldnaiwds wumsaunu[22) YA uIB[23] M3

sonfaeniel24linsmsiindu[2s]26]127] Wudu

10



uni 3

N1598AUUVUAZNITNAIMY

31 anwdesmsszuuiiesnuuy
3.1.1 Input / Output Specification
1) Input Specification
o nisinaewTia Oculus Rift headset i 19aamldqunsal
o mumaouInailenaznisnaily Oculus Touch MNALH
2) Output Specification
o yuueslaniaileusisludnyme 3 1A
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4) Oculus Rift Constellation sensor
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