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It has been long examined whether the outcome pictorial patterns could affected a response time
(latency) to the start of the next trial in the slot-machine game in which there were three stages
until the final result of a trial was determined. We repeatedly showed that frequencies and amounts
of the win increased the response time from the occurrence of the win or the near-miss (pictorial
patterns of the first and second stages were same but only the third was different) to the start of
the next trial using the realistic simulator of the slot-machine. We also found that the increment
effect when both frequencies and amounts were changed at the same time was stronger than
when one of them was modified. In this study, we confirmed these previous finding on sixteen
subjects and suggested that the response time from the second stage to the third stage (the final
outcome was received) were changed by the combination between frequencies and amounts of
rewards.

In this grant-year, we also published a book titled "What is the fun of games?" for summarizing our
previous and present works.
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It has been long examined whether the outcome pictorial patterns could affected a response time (latency) to the start of the next
trial in the slot—machine game in which there were three stages until the final result of a trial was determined. We repeatedly showed
that frequencies and amounts of the win increased the response time from the occurrence of the win or the near—miss (pictorial
patterns of the first and second stages were same but only the third was different) to the start of the next trial using the realistic
simulator of the slot—machine. We also found that the increment effect when both frequencies and amounts were changed at the
same time was stronger than when one of them was modified. In this study, we confirmed these previous finding on sixteen subjects
and suggested that the response time from the second stage to the third stage (the final outcome was received) were changed by the
combination between frequencies and amounts of rewards.

In this grant—year, we also published a book titled “What is the fun of games?” for summarizing our previous and present works.
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