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Abstract

This study was conducted with the aim of establishing an experimental system for
magnetoencephalography (MEG) measurement during the cue stimulation task for future studies.
We have independently developed a visual stimulation task (cue stimulation task) that presents
a play images of the dependent game (cue stimulus) and a still images as visual baseline stimulus
(base stimulus) on the screen in a block design. By linking the task presentation PC and the MEG
control PC, we constructed an experimental system that allows the subject to perform MEG
measurement while the task is being performed. In the analysis, the section of 0 to 700 ms of each
trial visual stimulus presentation was cut out and added and averaged, and the current source
was estimated from the obtained magnetic field data and MRI structure data to obtain the visual
evoked potential data. Measurements were performed on two IGD patients using this
experimental system, and it was confirmed whether the desired reaction could be captured.

[Key words] Internet gaming disorder, Game addiction, Magnetoencephalography, Cue
stimulus task, Group psychotherapy
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