CONFIDENTIAL MEMO

Date:

June 28, 1999

From:

Barry French, Arena, Inc.

To:

David Warner, MD 

Subject:
Literature Search

Dave,

Thanks for the prompt response!  We are looking forward to visiting during the dates specified.  

Before we invest resources to develop the following application, we seek your assistance in ascertaining its novelty.  We have no interest in infringing on the work of others, nor investing precious resources traveling a path already worn.  

Proposed Title: Computer Simulation challenges a Subject’s Physiologic and Kinesthetic systems to synergistically enhance Cognitive Function
Background:
Educational computer games are well known.  The computer-input device is typically a key, mouse or joystick.  This physical interaction especially benefits kinesthetic learners. 

Input devices providing for greater physical involvement than simple oscillations of the finger, wrist or neck, etc. include chroma-key tracking systems.  Such systems allow body movement, particularly, the movement of the hands and arms to manipulate virtual objects.  Engaging the hands and arms further increases subject involvement, and therefore is believed to enhance the learning process.  No chroma key systems to date have been identified that are designed to enhance cognitive function (specifically academic prowess).  No technology has been identified that teaches the value of elevating the metabolic rate (as expressed by elevated heart rate, caloric expenditure, etc.) by interactively prompting body core movement in three degrees of freedom to enhance the learning process. 

Computer Simulator to Enhance the Learning Process:

Our proposed approach is to employ TRAZER, a computer simulator that optically tracks subject body core movement in three degrees of freedom over an approximate 6’ by 6’ by 6’ volume.   
It is our supposition that elevating a subject’s metabolic rate during interactive play of educational computer games further enhances learning.  The student’s metabolic rate is elevated by interactive protocols that evoke kinesthetic responses.  Physically demanding computer games that elevate the metabolic rate appear to increase the “excitability” of the subject, with the result of improved cognitive function.  Of specific interest is cognitive function in the academic domain.  

Learning is further enhanced when the source of the physical exertion, i.e., the task, is directly related to the learned material.  For example, to learn numbers, the subject may be required to transport/manipulate virtual numbers by actual movement in the physical world.   

Dave, we envision learning labs that employ computer simulators, where physical education is integral to the educational process.  Computer learning labs could be characterized by the integration of body (expressed as physical activity) and mind (expressed as cognitive academic pursuits) and spirit (entertaining, engaging experiences).  

Dave, the enabling components of the “invention” are: the tracking of subject movement over a sufficient area/volume to elevate the metabolic rate, and providing physical tasks involving the kinesthetic system in the learning process, especially of academic materials.  

