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ABSTRACT
Background: We evaluated the effects of a mixed reality (MR) head-mounted
deviceon some cognitiveand physiological functions during 90 min tasks in an
attempt to determine their safety for workers.
Methods: A total of 12 volunteers performed 90-min intellectual and manual tasks
with and without MR glasses. Balance, Stroop, and memory tests were conducted
before, during and after these tasks. Heart rate and electromyographic activity of
some muscles were recorded. A survey was used to determine subjective fatigue,
pain, or discomfort.
Results: Balance, heart rate, rate of perceived exertion, memory, and attention
were unaffected by wearing MR glasses. Electromyographic activity increased with
MR glasses for deltoid, biceps brachii, and soleus muscles. Few subjects reported
discomfort, pain, or visual fatigue with MR glasses. Some participants reported
they lost the notion of time and reality.
Discussion: Accordingly, we concluded that the MR glasses under investigation
(Hololens) can be used safely. An appropriate setup and familiarization are needed
to optimize use.

Subjects Bioengineering, Neuroscience, Global Health, Public Health, Human–Computer
Interaction
Keywords Balance, Mental, Electromyography, Precision, Autonomy, Heart rate, Fatigue

INTRODUCTION
Virtual reality (VR, a completely artificial environment accepted as real by users),
augmented reality (AR, an integration of digital information in a user’s real
environment) and mixed reality (MR, independent use of reality, VR or AR using
immersive technologies) have become increasingly popular, with developments such as
head-mounted displays, haptic devices, and glasses (Kim, Kim & Kim, 2017). VR/AR/MR
have applications in research, education, rehabilitation, advertisement, and entertainment
(Tarr & Warren, 2002; Bohil, Alicea & Biocca, 2011; Mirelman et al., 2016; Jouary et al.,
2016; Watanabe et al., 2017; Kroes et al., 2017).
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In medicine, AR technology is used to guide surgery interventions with more pertinent
information. Results of recent studies demonstrated the effectiveness of AR glasses
technology as an important adjunct to simulated medical skills training (Badiali et al.,
2014; Rochlen, Levine & Tait, 2016) or during surgery (Tepper et al., 2017; Zhu et al., 2017).
In the area of work and safety, several studies highlighted the benefits of AR. In one
study examining scaffolding environments where workers undertook training before
working with AR models of elevated constructions, authors found that workers increased
their stride length with the repetitions of the task (Hsiao et al., 2005). This likely
revealed increased confidence or habit-related learning effects. AR devices might
improve balance-control, which in turn might reduce the risk of falls before workers
even enter a construction job.

In contrast, some studies showed alterations in physiological functions with these
devices. Ferrari et al. (2014) found increased oxygenation over the prefrontal cortex during
a balance task performed in a semi-immersive VR environment (with increased difficulty).
Other studies demonstrated that long exposure to VR/AR could provoke cyber
sickness with a slowing of reaction time that was correlated with nausea, heart rate
increases (Nalivaiko et al., 2015), gastric tachyarrhythmia, eye blink rate, and
electroencephalographic delta waves (Kim et al., 2005). Some authors concluded that
stomach activity, blinking, and breathing are good estimates for cyber sickness with VR
devices (Dennison, Wisti & D’Zmura, 2016). However, a weak link has been found
between postural instability and such cyber sickness (Dennison et al., 2017).

Screens, whatever the type, also induce visual fatigue. For instance, visual fatigue
produced by smartphones have negative effects on balance function (Park, An & Moon,
2017). In order to avoid these effects, a correct posture and frequent rest periods are
recommended (Kim & Koo, 2016). Concerning AR eyeglasses, Gamberini et al. (2015)
evaluated users’ experience and demonstrated that the head-mounted device under
investigation was comfortable regardless of the context of use. Overall, the experience
of using the AR glasses was pleasant, but possible issues related to visual fatigue
(Gamberini et al., 2015) or increased cognitive load (Baumeister et al., 2017) emerged.
In a more recent study, authors showed participant tolerance using a commercially
available headset without any effect on memory (Kroes et al., 2017). Further evaluation
of this innovative technology under a variety of simulated conditions, for example,
with a perspective for workers, would be an important issue.

To date, research related to this technology has received little attention. To our
knowledge, no study has investigated the effects of MR glasses on motor control or on
physiological and cognitive functions and more particularly during long-duration uses.
Accordingly, the present study aimed to investigate the effects of Hololens MR glasses
on some cognitive and physiological functions during and after different intellectual
and manual tasks in an attempt to determine its safety. We tested the effects of MR glasses
worn for 90 min with special interest in cardiovascular (heart rate), neuromuscular
(electromyography (EMG) and balance) and cognitive (memory, fatigue, and attention)
functions. In contrast to a purely virtual environment, and due to the fact that MR
independently uses reality, VR, and AR, we hypothesized that MR would only slightly
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alter these measurements and more particularly subjective ratings (e.g., visual fatigue)
and balance. If this hypothesis is upheld, we could conclude that MR devices can be
safely used, particularly in working environments.

MATERIALS AND METHODS
Participants
A total of 12 volunteers (five women and seven men) were recruited for this study
(mean ± standard deviation: age 27.2 ± 5.3 years; height, 172.6 ± 7.4 cm; body mass 63.1 ±
16.1 kg). All participants were healthy with no injury within the preceding 6 months.
Prior to participation, volunteers were fully informed about the purpose of the study
and experimental procedure. All signed an informed consent form. The study was
conducted according to the Declaration of Helsinki and approval was obtained from
the committee on human research of the Sport Science faculty (CEP1701). During the
duration of the study, subjects were instructed to refrain from intensive exercise.

Experimental design
During this randomized, crossover, controlled study, participants went to the laboratory
on three separate occasions (one familiarization and two experimental sessions) with a
minimum of 3 days in-between. After inclusion, participants attended a familiarization
session during which they received information about the main functions of the MR
glasses, performed simple tasks to learn how to navigate within the system, familiarizing
themselves with its functions, and run applications necessary for the experimental
sessions. The familiarization session lasted at least 30 min, more when participants
took longer to become familiar with the MR device.

The experimental sessions were performed under two conditions, wearing and not
wearing MR glasses, designated hereafter as “MRGlass” and “Control,” respectively, in
random order. The order for a given participant was obtained by drawing one of two
pieces of papers from a black box. During each experimental session, participants
performed three 30-min series of intellectual and manual tasks that included some
games, a construction of a specific device and Internet surfing (see below). Accordingly,
the total duration of the different tasks was 90 min. The different tasks were chosen in
order to allow replication during both experimental conditions (MRGlass and Control).
Moreover, during some tasks, participants were requested to move around inside the
experimental room. Tests measuring cardiovascular, neuromuscular, and cognitive
functions were made at baseline and after each series of tasks (post#1, post#2, post#3)
(Fig. 1). At the beginning of each session, participants were equipped with a portable
heart rate monitor and wireless electromyographic electrodes and received information
about the session timeline. The baseline tests were then conducted, immediately followed
by the first 30-min series of intellectual and manual tasks. The tests (baseline and
post-task) lasted 10 min and were followed by a 10 min rest period in the sitting
position before the next series of tasks.

In both conditions, participants were allowed to wear their corrective lenses if needed
(n = 4).
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MRGlass condition
During the MRGlass session, participants were equipped with a commercially available
head-mounted HoloLens MR device (Microsoft Corporation, Redmond, WA, USA). It was
worn when performing the tasks and during the function tests, but was removed
during the rest periods.

Participants were requested to perform five different tasks (each lasting 6 min)
always presented in the same order using commercially available applications:
(i) Tower block, (ii) Holo measure, (iii) Manual task associated with a Skype call,
(iv) Roboraid, and (v) Internet surfing. Briefly, Tower block (Valorem Consulting Group
LLC, Kansas city, MO, USA) consisted in a virtual tower made of wood blocks. Participants
were instructed to remove blocks from an existing tower and place them one by one on
the top of the tower so as to make it as tall as possible without making it fall. For Holo
measure (Sebastians Apps powered by Unity technologies Inc., San francisco, CA, USA),
participants were asked to measure different objects and the room size according to the
experimenter’s instructions. The manual task consisted in the construction of a specific
running speed system (Optojump, Microgate, Bolzano, Italy). The experimenter interacted
with the participant as needed via Skype (Microsoft Corporation, Redmond, WA, USA) to
help for the construction, and displaying the corresponding instruction manual on the screen.
Roboraid (Microsoft Corporation, Redmond, WA, USA) was a game involving virtual
laser shots made by robots coming from the experimental room walls. Participants were
instructed to avoid the shots bymoving around the experimental room and destroy the robots
with their fingers. Finally, participants surfed the Internet with Microsoft Edge (Microsoft
Corporation, Redmond, WA, USA). The experimenter instructed the participants to find a
specific video or as much information as they could about a specific word. If necessary,
the experimenter could help participants with the MRGlass device. Except for the Internet
surfing task (with participants standing upright), participants had to move around the
experimental room, sometimes using fast displacements. For example, during the Roboraid
task, participants had to move fast or to do some fast knee or hip flexions to avoid laser shots.

Figure 1 Experimental setup. $, heart rate measurements; V, electromyographic recordings.
Full-size DOI: 10.7717/peerj.5847/fig-1
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At the end of the MRGlass session, participants responded to a survey to determine
subjective feeling of visual fatigue, pain (location and intensity), comfort, autonomy, loss
of balance, notions of time and reality and possibility to be used in working situations.

Tasks—control condition
The study design was the same than during the MRGlass session, excepting that the
participants did not wear the MR device, nor respond to the specific survey. Tasks during
the control condition replicated the MRGlass tasks but without any device or using a tablet
(iPad, Apple Inc., Cupertino, CA, USA). Accordingly, movements or displacements
around the experimental room were also requested. Tasks—(i) Jenga, (ii) Photo Measures,
(iii) Manual task, (iv) “Tennis-ball raid,” and (v) Internet surfing—were presented in
the same order as in MRGlass condition. Briefly, Jenga (NaturalMotion Games Ltd,
Oxford, UK) replicated Tower block on the tablet. Photo Measures was achieved using
the following tablet application (Photo Measures; Big Blue Pixel Inc., Montreal, Canada).
The manual task was the same as in MRGlass but with a paper manual. “Tennis-ball raid”
replicated Roboraid but in “real life.” An experimenter, placed four m in front of the
participants, played the role of the robots and threw tennis balls at the participants.
Participants were instructed to avoid or catch the balls (each 50% of the ball throws).
When the experimenter indicated the participant to catch the ball, the ball could be
thrown in different directions (up, down, left, right) but with reasonable distances
(maximum one step far from the participants). Balls were thrown at approximately 0.2 Hz
frequency to replicate Roboraid application as close as possible. Weak throws were
performed in order to be a feasible task and to avoid any anxiety related to a potential
ball hit. Internet surfing was the same as in MRGlass but performed with the tablet
(Safari, Apple Inc., Cupertino, CA, USA). During the Jenga and Internet surfing task,
participants stood upright.

Function tests
Function tests (baseline, post#1, post#2, post#3) began by asking participants to report
their feeling of general fatigue (here called rate of perceived exertion) using a standard
visual analog scale (the left hand end of the scale was referred as no fatigue = 0 and
the right end as extreme physical and intellectual fatigue = 10) and any discomfort
with the MR glasses (location of discomfort and intensity: very mild, mild, moderate,
intense, very intense). Measurements were then made in a fixed order for the following
tests: rate of perceived exertion; bipodal balance; precision task; unipodal balance; five
words memory; Stroop test.

Bipodal and unipodal balance tests were performed on a posture platform (Posture
Win, Techno Concept, Cereste, France) without shoes. During the bipodal balance test,
feet were aligned with the drawings on the platform (10� angle between feet and three cm
distance between the medial aspect of the heels). Participants stood upright with legs
extended. They were instructed to keep their hands along the trunk and look at a mark on
the wall (160 cm high and 250 cm away). Participants had to maintain this position for
51.2 s. During the unipodal balance test, participants stood upright on the right foot with
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the right leg extended. The right foot was positioned in a standardized position (heel-first
toe axis aligned with the center of the platform). The left leg was flexed with a 90� knee
angle, the left knee maintained in contact with the right knee. Participants were instructed
to hold their hands-on hips and look at the same mark on the wall. This position was
maintained for 25.6 s. In case of error (incorrect position or left foot touching the platform)
the test was repeated.

The precision task test started on the posture platform with the same standing
position used for the bipodal balance test. A filled glass of water was placed on a table
in front of the participant in a precise position (floor-table surface distance = 50 cm;
participant-glass distance = 60 cm). Participants were instructed to take the glass off the
table, bring it to their mouth and then put it back on the table in the same position.
They were requested to accomplish this task in 5 s. The task was repeated five times
with a 4 s rest between repetitions. The means of the five tests are reported.

The memory test used a predefined list of five words that were presented to participants
at the very beginning of the function tests in a standard fashion (Mormont, Jamart &
Robaye, 2012). Participants were asked to read the list of words then to repeat each word
eyes closed and to give the word associated with the experimenter’s clue. A clue was
predefined for each word, for example, for banana “tell me the name of the fruit.” Then,
for the memory test itself, participants were asked to recall the list of five words. When
a word was forgotten, the experimenter could give the clue. Participants could take 20 s
to recall a forgotten word before the clue was given; 40 s was allowed for full completion
of the memory test. Results are expressed in number of forgotten words and number
of clues given.

The color-word Stroop test (Stroop, 1935) was performed on a laptop using
commercially available software (Unity Player, Unity Technologies, San Francisco,
CA, USA, http://www.unity3d.com). Briefly, participants were to name the color of the ink
in which a color name was presented with a possible conflict between the printed color
name and the ink color (e.g., the word green written in blue letters). For that, words of
four possible colors (red, blue, green, yellow) appeared centrally on a black background.
Participants were given 60 s to select as quickly as possible the color of the word with
the computer mouse. Results are expressed as total number of responses and percentage
of errors.

MR device and sensors
A HoloLens MR device (Microsoft Corporation, Redmond, WA, USA) running on
Windows 10 was used during the MRGlass session. The head-mounted MR device had
a total mass 579 g and has previously been tested in several conditions, for example,
surgery or while visualizing complex structures (Hoffman & Provance, 2017; Qian et al.,
2017; Tepper et al., 2017; Hanna et al., 2018). Care was taken to optimally position the
MR device on the participant’s head to ensure comfortable movement. For this specific MR
device, the head acts as a pointer. Arms and fingers, placed semi-flexed in front of the
head/device are used as a controller to point, select, commutate, or exit applications
with different movements according to the command required.
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Bipodal/unipodal balance and precision tests were performed on a posture platform
(Posture Win, Techno Concept, Cereste, France). During all balance tests, the position
of the center of pressure was measured in mediolateral and anteroposterior directions at a
40 Hz sampling frequency. The surface area of the center of pressure and the velocity of
the center of pressure displacement were retained for analysis (Paillard & Noé, 2015).
The velocity was synchronized with EMG and the mean root mean square amplitudes
were calculated.

Surface EMG was recorded using six pairs of silver-chloride electrodes. Electrodes
were positioned in parallel with muscle fibers over the belly of the trapezius (TRA), deltoid
(DEL), long head of biceps brachii (BB), latissimus dorsi (LAT), tibialis anterior (TA),
and soleus (SOL) muscles. The center-to-center inter-electrode distance was two cm. Low
impedance of the skin-electrode interface (<5,000 �) was obtained by shaving,
abrading, and cleansing the skin. Electromyographic signals were registered using a
wireless system (Aurion, Milan, Italy) connected to a Biopac system (Biopac, Santa
Barbara, CA, USA). Signals were amplified with a bandwidth frequency ranging from 10 to
2,000 Hz (gain = 1,000). Root mean square values were calculated using 250 ms
windows with 50% overlap and averaged to obtain a mean value during bipodal balance,
unipodal balance, precision test, and also during the manual task within each 30 min series.

Heart rate was continuously registered during the whole experimental session using
a portable heart rate monitor (Polar M400; Polar Electro Oy, Kempele, Finland). The
mean heart rate during test sessions was calculated. Also, the mean heart rate was
calculated during the 6 min of a specific task (Tower Block in MRGlass or Jenga in
normal conditions) within each 30 min series.

Statistical analysis
Mean values and standard deviation are presented. After checking application conditions
using the Levene and Kolmogorov–Smirnov test, two-way analyses of variances with
repeated measures were used (condition � time). Condition (MRGlass vs. Control) was
the independent variable. Time was the repeated variable and corresponded to the four
test time points. F ratios were considered significant at a P-level <0.05. When significant
effects or interactions were present, a Student Newman–Keuls post-hoc test was
performed. Furthermore, to assess the magnitudes of changes between conditions,
effect sizes were determined using partial eta squared (ρg2). Values of 0.01, 0.06, and
above 0.14 were considered to represent small, medium and large differences,
respectively (Cohen, 2013).

RESULTS
Rate of perceived exertion and discomfort
A significant main time effect was obtained for rate of perceived exertion (F[3,66] = 2.82,
P < 0.05, ρg2 = 0.11). It increased significantly only after the first 30-min series (post#1)
as compared to baseline (Table 1). No significant condition effect was obtained
(F[1,22] = 1.62, P = 0.21, ρg2 = 0.06). Mean values during the whole procedure were
2.7 ± 1.6 and 2.1 ± 1.1 (of a 10-point scale) for MRGlass and Control, respectively.
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After the first 30-min series of MRGlass, five participants reported very mild discomfort
affecting the head (n = 4) and eyes (n = 1) (Table 2). At the end of the three series
with MRGlass, seven participants reported very mild discomfort affecting the head (n = 5),
eyes (n = 1), and neck (n = 1). Immediately after the MRGlass session, four participants
reported some pain over the head/neck, visual fatigue (n = 1), discomfort (n = 2),
dependency (n = 2), or loss of balance (n = 0) (Table 2). In contrast, more mitigating
results were obtained when considering the loss of reality (n = 5) and the loss of the
notion of time (n = 7). Nine participants considered that MRGlass could be used by
workers. Finally, no fall was observed during the whole experiment.

Memory and Stroop test
During the five-word memory test, very few errors were noticed (range of error and
clues given during each test session range [0;1]). No significant main effect or interaction
was obtained for Stroop test performance (F[3,60] = 0.775, P = 0.51, ρg2 = 0.03 and
F[3,60] = 0.22, P = 0.82, ρg2 = 0.01 for interaction in the total number of responses and
the number of errors, respectively). For instance, percentage errors were 1.4 ± 1.6%
and 1.5 ± 1.8% in MRGlass and Control conditions, respectively (Table 1) (total number
of responses ranging from 47 to 58).

Table 1 Rate of perceived exertion, errors during the Stroop test, and average heart rate during the
different test sessions and experimental series.

MRGlass Control

Rate of perceived exertion

Baseline 2.16 ± 0.39 1.75 ± 0.39

Post#1 2.75 ± 0.46 2.41 ± 0.46

Post#2 3.00 ± 0.44 1.91 ± 0.44

Post#3 2.83 ± 0.35 2.08 ± 0.35

Number of errors during the Stroop test

Baseline 0.91 ± 0.35 0.72 ± 0.35

Post#1 0.91 ± 0.29 1.18 ± 0.29

Post#2 0.82 ± 0.28 0.82 ± 0.28

Post#3 1.27 ± 0.37 1.09 ± 0.37

Heart rate during tests

Baseline 83.0 ± 2.9 83.4 ± 2.9

Post#1 82.4 ± 2.2 83.6 ± 2.2

Post#2 80.4 ± 2.5 81.1 ± 2.5

Post#3 78.2 ± 2.6 83.6 ± 2.6

Heart rate during experimental series

Series#1* 81.9 ± 2.5 85.6 ± 2.5

Series#2 78.8 ± 2.6 82.7 ± 2.6

Series#3 78.1 ± 2.5 81.9 ± 2.5

Notes:
Values are means ± standard deviation. MRGlass: condition with mixed reality glasses. A significant time effect was only
observed for heart rate during experimental series with significantly greater values during the first series as compared to
the two others.
* P < 0.05.
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Heart rate
Mean heart rate measured during test sessions and during the experimental series (Table 1)
did not demonstrate any significant interaction (F[3,60] = 2.38, P = 0.08, ρg2 = 0.10 and
F[2,40] = 0.01, P = 0.98, ρg2 = 0.01, respectively). However, mean heart rate measured
during the experimental series showed a significant main time effect (F[2,40] = 20.8,
P < 0.05, ρg2 = 0.51). It significantly decreased with time (83.7 ± 1.8, 80.7 ± 1.8, and
80.0 ± 1.8, during the first, second, and third series, respectively).

Balance and EMG
During the bipodal balance test, no significant main effect or interaction were
obtained for the center of pressure surface and velocity (F[3,66] = 0.45, P = 0.71, ρg2 = 0.02
and F[3,66] = 2.40, P = 0.07, ρg2 = 0.09, respectively) (Fig. 2). No significant main
effect or interaction was observed for the EMG activity of the six muscles under
investigation.

During the unipodal balance test, a significant interaction was obtained for the center of
pressure surface (F[3,66] = 5.42, P < 0.05, ρg2 = 0.20). With time, surface area significantly
decreased in MRGlass condition, while it significantly increased in Control condition
(Fig. 2). For the velocity, only a significant main time effect was obtained (F[3,66] = 7.53,
P < 0.05, ρg2 = 0.25). The mean velocity was significantly faster at baseline than during
all three post-tests (Fig. 2). No significant main effect or interaction was observed for
the EMG activity of the six muscles under investigation.

Finally, during the precision task, no significant main effect, or interaction was obtained
for the center of pressure surface and velocity (F[3,66] = 0.39, P = 0.75, ρg2 = 0.02 and
F[3,66] = 0.46, P = 0.70, ρg2 = 0.02, respectively). Significant interactions were obtained
for the EMG activity of TRA, DEL, BB, and TA muscles (P < 0.05). For these four muscles,

Table 2 Discomfort, fatigue, autonomy, reality, and notion of time using MRGlass (mixed reality
glasses).

Queries Answers

Did you feel any pain while wearing MRGlass? Head/neck: Medium = 4, no = 8
Back: no = 12
Legs: no = 12

Did you feel any pain after wearing MRGlass? Head/neck: Medium = 2, no = 10
Back: no = 12
Legs: no = 12

Did you feel any visual fatigue while wearing MRGlass? Yes = 0, Normal = 4, No = 8

Did you feel any visual fatigue after wearing MRGlass? Yes = 1, Normal = 1, No = 10

Are MRGlass comfortable? Yes = 10, No = 2

Did you feel dependent or autonomous? Autonomous = 10, Dependent = 2

Do you think MRGlass can be use in working situation? Yes = 9, No = 3

Did you lose balance with MRGlass? Yes = 0, No = 12

Did you lose your real environment with MRGlass? Yes = 4, No = 8

Did you lose the notion of time with MRGlass? Yes = 7, No = 5

Note:
Values are number of responses.
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post-hoc analyses only revealed greater values at baseline in Control conditions as
compared to post#2 and post#3 (P < 0.05). No other differences were obtained (neither
between conditions nor for the other muscles).

Figure 2 Centre of pressure surface area (A, C, and E) and velocity (B, D, and F) during the bipodal,
unipodal, and precision balance tests. Black bars corresponded to MRGlass condition and white bars
corresponded to Control condition. �, significant differences with baseline (P < 0.05); †, significant
differences with Post#1 (P < 0.05). Values are means ± standard deviation.

Full-size DOI: 10.7717/peerj.5847/fig-2
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EMG activity during a specific task
EMG activity was also measured during one task of each series (Fig. 3). No significant
interaction was obtained for all six muscles. There was a significant main time effect for
DEL, BB, LAT, and SOL (P < 0.05). For these muscles, post-hoc analyses revealed

Figure 3 EMG activity measured during a specific task with MRGlass (black bars) and in Control
condition (white bars). EMG activities are for trapezius (A), deltoïdus (B), long head of biceps bra-
chii (C), latissimus dorsi (D), soleus (E), and tibialis anterior (F) muscles. �, significant differences with
MRGlass (P < 0.05); †, significant differences with Series#1 and Series#2 (P < 0.05). Values are means ±
standard deviation. Full-size DOI: 10.7717/peerj.5847/fig-3
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significantly lower values during the third series as compared to the first and second
series (P < 0.05). A significant main condition effect was obtained for DEL, BB, and TA
muscle (P < 0.05). For these three muscles, a significantly greater EMG activity was
obtained in MRGlass as compared to Control condition (P < 0.05).

DISCUSSION
The aim of the present study was to investigate the effects of wearing an MR Hololens
device on certain cognitive and physiological functions so as to determine its safety.
Our results show that during specific tasks, wearing MR glasses affected unipodal balance
and muscular activity minimally. No effects were registered for (i) cardiovascular
function, (ii) bipodal balance and precision tasks, and (iii) cognitive function. One third
of the participants noticed mild discomfort attributable to the headset fixation. Optimal
positioning is required. As hypothesized, we can conclude that Hololens MR glasses
appeared to be safe and can be used in working environments without any risk of fall
on flat surfaces.

It could be speculated that tasks performed while wearing VR or AR devices would
be more demanding. For example, Baumeister et al. (2017) recently indicated that
head-mounted devices can increase cognitive load. Here, we tested this affirmation
considering three different domains: mental, cardiovascular, and neuromuscular behavior.
Compared with the results of similar tasks performed without any MR device, the
results obtained with MR glasses demonstrated no alteration of memory, attention, or
energy expenditure and only slight differences in muscle activation. These observations
are in discordance with certain findings reported in previous studies. Some authors
have registered enhanced attention (Ferrari et al., 2014) or increased heart rate (Nalivaiko
et al., 2015) in VR environments. In contrast, others showed that VR eyeglasses
successfully decreased pain perception and anxiety (Asl Aminabadi et al., 2012) or
pulse rate (Sullivan et al., 2000) during dental treatments. These differences could likely
be attributed to the different systems under investigation and to potential differences
between VR and MR.

Most of the differences we observed between test and control conditions were related
to the amplitude of muscle activation. Except for slight time-related differences, which
could be attributed to learning effects, greater activation amplitude was observed in DEL,
BB, LAT, and SOL muscles in the MR condition. Previously, only one study has tested
the effects of AR on muscle activation in healthy individuals (Moon et al., 2015). Although
the authors reported increased contractile activity contributing to greater muscle
fatigue, they only measured activity of lower-limb muscles involved in the ski simulation
under study. The specificity of this task would exclude comparisons with our results. In our
study, the greater muscle activations observed in upper-limb muscles were not surprising.
Indeed, with this specific device, the head acts as a pointer and the upper-limb is used
as a controller (selection, application, commutation : : : ). These actions produce a
twofold increase in EMG activity to maintain the semi-flexed upper-limb in front of
the individual’s head. Interestingly, perceived fatigue or discomfort was not associated
with this increased activity level.
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Moreover, despite the weight of the device (579 g), wearing MR glasses did not lead
to a significant increase in the level of neck muscles activity since no increase in TRA
activity was recorded. There was, however, an increase in the contractile activity of the
SOL, a mostly slow-postural muscle. Enhanced SOL activity would stiffen the lower-limb,
allowing less movement around joints exposed to possible disturbance when wearing
MR glasses. Such increased stiffness has previously been observed in unstable situations
(Horak & Nashner, 1986). But the results of the balance tests, as well as the subjective
feeling of balance discussed below, are in contradiction with this instability argumentation.
Further measurements are needed to clarify this point using different balance tests
and more particularly using stable and/or unstable conditions.

Fall prevention and safety of use are of paramount importance to limit injuries,
and more particularly traumatic brain injuries (Paci, Infante-Rivard & Marcoux, 2017).
Immersion into virtual environments could be considered as a risk factor. For example,
various accidents have been associated with AR environments such as with the recent
Pokémon Go game. Collisions, accidents and increased exposure to mosquito-borne
diseases have been reported (Oidtman et al., 2016). Safety of use during the more
controlled situations in MR environments not using screens tested here has been validated
since wearing MR glasses had no effect. No alteration of balance was observed during
bipodal or unipodal tests. Moreover, the muscle activation strategies applied to control
balance were similar between MRGlass and Control conditions.

For unipodal balance, we recorded a smaller center of pressure surface area in
MRGlass than in Control conditions. This different behavior can be attributed, at least
in part, to the fact that wearing MR glasses slightly reduces the visual field available
for focusing on a target. Others have previously demonstrated that vision becomes
preponderant to maintain balance when the visual field is reduced laterally (Assaiante,
Marchand & Amblard, 1989). None of our participants reported any loss in balance
while wearing the MR glasses, but further work will be needed to test balance in different
ecological conditions and more particularly in unstable situations in order to confirm
this subjective feeling. Similarly, our precision task had no effect on balance. Together
with the results of other balance tests, this finding indicates that these specific MR glasses
can be used safely, with no increase in the risk of falls in stable flat conditions. The
beneficial effect that long-term application of AR has on balance has already been
demonstrated in various populations such as older adults (Mirelman et al., 2016; Dockx
et al., 2017). Moreover, training with AR can limit the risk of falls via enhanced confidence
or habit-related learning effects in hazardous working situations (Hsiao et al., 2005).

One important issue for using VR/AR/MR is related to individuals defined as
responders or non-responders. If used in learning or working environments, glasses
should be comfortable without any associated pain or fatigue. Although a few participants
(one-third) reported mild pain located at the head when wearing or after wearing the
MR glasses, in general participants did not mention any additional fatigue, whether global
or visual. This mild discomfort is discordant with a previous study (Gamberini et al., 2015)
where the authors were unable to register any discomfort among participants wearing
a 240 g device during 5-min tasks. The mild discomfort registered in our study might be
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related to the weight of the head-mounted device (579 g) and the duration of the tasks
(90 min). However, the difference between pain sensations reported when wearing and
after wearing MR glasses revealed that the discomfort was partly mechanical in nature.
The device has to be mounted on the head tight enough to allow a wide range of
movements. Inadequate positioning or tightening would favor unwonted discomfort.
According to this speculative observation, appropriate controlled setup conditions must be
defined. In addition, a few participants indicated that the device limited their autonomy.
These results point out the importance of an appropriate supervised setup and
familiarization procedure. Moreover, because most individuals reported that the
experience involved a disconnection from reality and a loss of the notion of time, we
recommend using AR devices for specific purposes—for example, learning experiences
or while working—under supervision and alternated with frequent rest periods. This
would limit unsafe behavior. As previously reported (Ghasemi et al., 2017), training
and supervision are the most important factors to limit unsafe behaviors. Finally, it is
important to note that most of our participants felt that MR devices could be used in
working situations, a finding similar to the conclusions of a previous study where the
participants reported that the AR experience was a pleasant one (Gamberini et al., 2015).
This could be an advantage to increase motivation during learning exercises and in some
working situations (Trojan et al., 2014). Virtual environments should be carefully selected
not to increase uselessly individuals’ anxiety levels (Hartanto et al., 2014).

The present study presents some limitations related to the device tested, the different
tasks, and the function tests. Firstly, the present study was performed with a Hololens
MR device. Conclusions are therefore only related to this specific head-mounted device.
Secondly, specific tasks have been performed during the experiment. Tasks were selected so
as to allow replication in a control condition. Some of these tasks (in the MRGlass or control
condition) could have yield to different mental, physical demands or anxiety level that could
consequently alter some of our measurements (e.g., heart rate or subjective ratings). More
particularly, to mimic roboraid in the control condition, we used tennis balls threw by one
experimenter to participants. This control condition (that used tennis balls) could have yield
to greater discomfort or anxiety level that could have masked potential discomfort directly
caused by MR glasses. Thirdly, the present study used simple and short tests in order to
investigate the different cognitive and physiological functions. Additional or more complete
measurements could have been performed to avoid any ceiling effects (e.g., during the five-
words memory test). This study should therefore be replicated with other tasks, tests and
with more volunteers in order to increase statistical power.

CONCLUSION
This study is one of the first to test the use of Hololens head-mounted MR glasses in
different intellectual and manual situations while exploring cognitive, cardiovascular,
and neuromuscular functions. Our findings clearly indicate that the MR device under
investigation is safe since it does not alter balance and does not produce additional
cognitive and physical fatigue compared with the control condition. According to
observations achieved during the whole experiment, some recommendations can be
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formulated: (i) participants should be receptive to such devices; (ii) glasses should be
adequately positioned; (iii) familiarization should be efficient and supervised to favor
autonomy; and (iv) when used in learning or working environments, supervision, and
frequent breaks are mandatory to avoid unsafe behaviors.

ACKNOWLEDGEMENTS
The authors would like to thank all volunteers.

ADDITIONAL INFORMATION AND DECLARATIONS

Funding
Framatome provided financial support to conduct the study. The funders had no role in
study design, data collection and analysis, decision to publish, or preparation of the
manuscript.

Grant Disclosure
The following grant information was disclosed by the authors:
Framatome.

Competing Interests
Two authors, Audrey Cateleira and Guillaume Pons, have an affiliation (employment)
to the funder of this research. The authors declare that there are no competing interests.

Author Contributions
� Carole Cometti conceived and designed the experiments, performed the experiments,
analyzed the data, prepared figures and/or tables, authored or reviewed drafts of the
paper, approved the final draft.

� Christos Païzis conceived and designed the experiments, performed the
experiments, analyzed the data, authored or reviewed drafts of the paper, approved
the final draft.

� Audrey Casteleira conceived and designed the experiments, authored or reviewed
drafts of the paper, approved the final draft.

� Guillaume Pons authored or reviewed drafts of the paper, approved the final draft.
� Nicolas Babault conceived and designed the experiments, performed the experiments,
analyzed the data, contributed reagents/materials/analysis tools, prepared figures and/or
tables, authored or reviewed drafts of the paper, approved the final draft, statistical
analyses.

Human Ethics
The following information was supplied relating to ethical approvals (i.e., approving body
and any reference numbers):

This study was approved by the Committee on Human Research at the Sport Science
Faculty (approval number: CEP1701).

Cometti et al. (2018), PeerJ, DOI 10.7717/peerj.5847 15/18

http://dx.doi.org/10.7717/peerj.5847
https://peerj.com/


Data Availability
The following information was supplied regarding data availability:

The raw data are provided in a Supplemental File.

Supplemental Information
Supplemental information for this article can be found online at http://dx.doi.org/10.7717/
peerj.5847#supplemental-information.

REFERENCES
Asl Aminabadi N, Erfanparast L, Sohrabi A, Ghertasi Oskouei S, Naghili A. 2012. The impact

of virtual reality distraction on pain and anxiety during dental treatment in 4-6 year-old
children: a randomized controlled clinical trial. Journal of Dental Research, Dental Clinics,
Dental Prospects 6(4):117–124 DOI 10.5681/joddd.2012.025.

Assaiante C, Marchand AR, Amblard B. 1989. Discrete visual samples may control locomotor
equilibrium and foot positioning in man. Journal of Motor Behavior 21(1):72–91
DOI 10.1080/00222895.1989.10735466.

Badiali G, Ferrari V, Cutolo F, Freschi C, Caramella D, Bianchi A, Marchetti C. 2014.
Augmented reality as an aid in maxillofacial surgery: validation of a wearable system
allowing maxillary repositioning. Journal of Cranio-Maxillo-Facial Surgery 42(8):1970–1976
DOI 10.1016/j.jcms.2014.09.001.

Baumeister J, Ssin SY, ElSayed NAM, Dorrain J, Webb DP, Walsh JA, Simon TM, Irlitti A,
Smith RT, Kohler M, Thomas BH. 2017. Cognitive cost of using augmented reality displays.
IEEE Transactions on Visualization and Computer Graphics 23(11):2378–2388
DOI 10.1109/TVCG.2017.2735098.

Bohil CJ, Alicea B, Biocca FA. 2011. Virtual reality in neuroscience research and therapy.
Nature Reviews Neuroscience 12(12):752–762 DOI 10.1038/nrn3122.

Cohen J. 2013. Statistical power analysis for the behavioral sciences. Second Edition. Mahwah:
Lawrence Erlbaum.

Dennison MS, D’Zmura M, D’Zmura M, D’Zmura M. 2017. Cybersickness without the wobble:
experimental results speak against postural instability theory. Applied Ergonomics 58:215–223
DOI 10.1016/j.apergo.2016.06.014.

Dennison MS, Wisti AZ, D’Zmura M. 2016. Use of physiological signals to predict cybersickness.
Displays 44:42–52 DOI 10.1016/J.DISPLA.2016.07.002.

Dockx K, Alcock L, Bekkers E, Ginis P, Reelick M, Pelosin E, Lagravinese G, Hausdorff JM,
Mirelman A, Rochester L, Nieuwboer A. 2017. Fall-prone older people’s attitudes towards
the use of virtual reality technology for fall prevention. Gerontology 63(6):590–598
DOI 10.1159/000479085.

Ferrari M, Bisconti S, Spezialetti M, Basso Moro S, Di Palo C, Placidi G, Quaresima V. 2014.
Prefrontal cortex activated bilaterally by a tilt board balance task: a functional near-infrared
spectroscopy study in a semi-immersive virtual reality environment. Brain Topography
27(3):353–365 DOI 10.1007/s10548-013-0320-z.

Gamberini L, Orso V, Beretta A, Jacucci G, Spagnolli A, Rimondi R. 2015. Evaluating user
experience of augmented reality eyeglasses. Studies in Health Technology and Informatics 219:28–32.

Ghasemi F, Kalatpour O, Moghimbeigi A, Mohammadfam I. 2017. Selecting strategies to
reduce high-risk unsafe work behaviors using the safety behavior sampling technique and
Bayesian network analysis. Journal of Research in Health Sciences 17:E1–E6.

Cometti et al. (2018), PeerJ, DOI 10.7717/peerj.5847 16/18

http://dx.doi.org/10.7717/peerj.5847#supplemental-information
http://dx.doi.org/10.7717/peerj.5847#supplemental-information
http://dx.doi.org/10.7717/peerj.5847#supplemental-information
http://dx.doi.org/10.5681/joddd.2012.025
http://dx.doi.org/10.1080/00222895.1989.10735466
http://dx.doi.org/10.1016/j.jcms.2014.09.001
http://dx.doi.org/10.1109/TVCG.2017.2735098
http://dx.doi.org/10.1038/nrn3122
http://dx.doi.org/10.1016/j.apergo.2016.06.014
http://dx.doi.org/10.1016/J.DISPLA.2016.07.002
http://dx.doi.org/10.1159/000479085
http://dx.doi.org/10.1007/s10548-013-0320-z
http://dx.doi.org/10.7717/peerj.5847
https://peerj.com/


Hanna M, Ahmed I, Nine J, Prajapati S, Pantanowitz L. 2018. Augmented reality technology
using microsoft hololens in anatomic pathology. Archives of Pathology & Laboratory Medicine
142(5):638–644 DOI 10.5858/arpa.2017-0189-OA.

Hartanto D, Kampmann IL, Morina N, Emmelkamp PGM, Neerincx MA, Brinkman W-P.
2014. Controlling social stress in virtual reality environments. PLOS ONE 9(3):e92804
DOI 10.1371/journal.pone.0092804.

Hoffman MA, Provance JB. 2017. Visualizatoin of molecular structures using
HoloLens-based augmented reality. AMIA Joint Summits on Translational Science
Proceedings 2017:68–74.

Horak FB, Nashner LM. 1986. Central programming of postural movements: adaptation to
altered support-surface configurations. Journal of Neurophysiology 55(6):1369–1381
DOI 10.1152/jn.1986.55.6.1369.

Hsiao H, Simeonov P, Dotson B, Ammons D, Kau T-Y, Chiou S. 2005. Human responses
to augmented virtual scaffolding models. Ergonomics 48(10):1223–1242
DOI 10.1080/00140130500197112.

Jouary A, Haudrechy M, Candelier R, Sumbre G. 2016.A 2D virtual reality system for visual goal-
driven navigation in zebrafish larvae. Scientific Reports 6(1):34015 DOI 10.1038/srep34015.

Kim YYO, Kim H, Kim YYO. 2017. Virtual reality and augmented reality in plastic surgery: a
review. Archives of Plastic Surgery 44(3):179–187 DOI 10.5999/aps.2017.44.3.179.

Kim YY, Kim HJ, Kim EN, Ko HD, Kim HT. 2005. Characteristic changes in the
physiological components of cybersickness. Psychophysiology 42:616–625
DOI 10.1111/j.1469-8986.2005.00349.x.

Kim S-Y, Koo S-J. 2016. Effect of duration of smartphone use on muscle fatigue and pain caused
by forward head posture in adults. Journal of Physical Therapy Science 28(6):1669–1672
DOI 10.1589/jpts.28.1669.

Kroes MCW, Dunsmoor JE, Mackey WE, McClay M, Phelps EA. 2017. Context conditioning
in humans using commercially available immersive virtual reality. Scientific Reports 7(1):8640
DOI 10.1038/s41598-017-08184-7.

Mirelman A, Rochester L, Maidan I, Del Din S, Alcock L, Nieuwhof F, Rikkert MO, Bloem BR,
Pelosin E, Avanzino L, Abbruzzese G, Dockx K, Bekkers E, Giladi N, Nieuwboer A,
Hausdorff JM. 2016. Addition of a non-immersive virtual reality component to treadmill
training to reduce fall risk in older adults (V-TIME): a randomised controlled trial. Lancet
388(10050):1170–1182 DOI 10.1016/S0140-6736(16)31325-3.

Moon J, Koo D, Kim K, Shin I, Kim H, Kim J. 2015. Effect of ski simulator training on
kinematic and muscle activation of the lower extremities. Journal of Physical Therapy Science
27(8):2629–2632 DOI 10.1589/jpts.27.2629.

Mormont E, Jamart J, Robaye L. 2012. Validity of the five-word test for the evaluation of
verbal episodic memory and dementia in a memory clinic setting. Journal of Geriatric
Psychiatry and Neurology 25(2):78–84 DOI 10.1177/0891988712445088.

Nalivaiko E, Davis SL, Blackmore KL, Vakulin A, Nesbitt KV. 2015. Cybersickness provoked
by head-mounted display affects cutaneous vascular tone, heart rate and reaction time.
Physiology & Behavior 151:583–590 DOI 10.1016/j.physbeh.2015.08.043.

Oidtman RJ, Christofferson RC, Ten Bosch QA, Espana G, Kraemer MUG, Tatem A,
Barker CM, Perkins TA. 2016. Pokémon go and exposure to mosquito-borne diseases:
how not to catch ‘Em All. Epub ahead of print 15 November 2016. PLOS Currents
DOI 10.1371/currents.outbreaks.2d885b05c7e06a9f72e4656d56b043cd.

Cometti et al. (2018), PeerJ, DOI 10.7717/peerj.5847 17/18

http://dx.doi.org/10.5858/arpa.2017-0189-OA
http://dx.doi.org/10.1371/journal.pone.0092804
http://dx.doi.org/10.1152/jn.1986.55.6.1369
http://dx.doi.org/10.1080/00140130500197112
http://dx.doi.org/10.1038/srep34015
http://dx.doi.org/10.5999/aps.2017.44.3.179
http://dx.doi.org/10.1111/j.1469-8986.2005.00349.x
http://dx.doi.org/10.1589/jpts.28.1669
http://dx.doi.org/10.1038/s41598-017-08184-7
http://dx.doi.org/10.1016/S0140-6736(16)31325-3
http://dx.doi.org/10.1589/jpts.27.2629
http://dx.doi.org/10.1177/0891988712445088
http://dx.doi.org/10.1016/j.physbeh.2015.08.043
http://dx.doi.org/10.1371/currents.outbreaks.2d885b05c7e06a9f72e4656d56b043cd
http://dx.doi.org/10.7717/peerj.5847
https://peerj.com/


Paci M, Infante-Rivard C, Marcoux J. 2017. Traumatic brain injury in the workplace.
Canadian Journal of Neurological Sciences 44(5):518–524 DOI 10.1017/cjn.2017.43.

Paillard T, Noé F. 2015. Techniques and methods for testing the postural function in
healthy and pathological subjects. BioMed Research International 2015:1–15
DOI 10.1155/2015/891390.

Park Y-H, An C-M, Moon S-J. 2017. Effects of visual fatigue caused by smartphones on
balance function in healthy adults. Journal of Physical Therapy Science 29(2):221–223
DOI 10.1589/jpts.29.221.

Qian L, Barthel A, Johnson A, Osgood G, Kazanzides P, Navab N, Fuerst B. 2017. Comparison
of optical see-through head-mounter displays for surgical interventions with object-anchored
2D-display. International Journal of Computer Assisted Radiology and Surgery 12(6):901–910
DOI 10.1007/s11548-017-1564-y.

Rochlen LR, Levine R, Tait AR. 2016. First-person point-of-view–augmented reality for central
line insertion training: a usability and feasibility study. Simulation in Healthcare 12(1):57–62
DOI 10.1097/SIH.0000000000000185.

Stroop JR. 1935. Studies of interference in serial verbal reactions. Journal of Experimental
Psychology 18(6):643–662 DOI 10.1037/h0054651.

Sullivan C, Schneider PE, Musselman RJ, Dummett CO, Gardiner D. 2000. The effect of
virtual reality during dental treatment on child anxiety and behavior. ASDC Journal of
Dentistry for Children 67(193–196):160–161.

Tarr MJ, Warren WH. 2002. Virtual reality in behavioral neuroscience and beyond.
Nature Neuroscience 5:1089–1092 DOI 10.1038/nn948.

Tepper O, Rudy H, Lefkowitz A, Weimer K, Marks S, Stern C, Garfein E. 2017. Mixed
reality with HolLens: where virtual reality meets augmented reality in the operating room.
Plastic and Reconstructive Surgery 140(5):1066–1070 DOI 10.1097/PRS.0000000000003802.

Trojan J, Diers M, Fuchs X, Bach F, Bekrater-Bodmann R, Foell J, Kamping S, Rance M,
Maaß H, Flor H. 2014. An augmented reality home-training system based on the mirror
training and imagery approach. Behavior Research Methods 46(3):634–640
DOI 10.3758/s13428-013-0412-4.

Watanabe K, Kawakami N, Imamura K, Inoue A, Shimazu A, Yoshikawa T, Hiro H, Asai Y,
Odagiri Y, Yoshikawa E, Tsutsumi A. 2017. Pokémon GO and psychological distress,
physical complaints, and work performance among adult workers: a retrospective cohort study.
Scientific Reports 7(1):10758 DOI 10.1038/s41598-017-11176-2.

Zhu M, Liu F, Chai G, Pan JJ, Jiang T, Lin L, Xin Y, Zhang Y, Li Q. 2017. A novel
augmented reality system for displaying inferior alveolar nerve bundles in maxillofacial surgery.
Scientific Reports 7(1):42365 DOI 10.1038/srep42365.

Cometti et al. (2018), PeerJ, DOI 10.7717/peerj.5847 18/18

http://dx.doi.org/10.1017/cjn.2017.43
http://dx.doi.org/10.1155/2015/891390
http://dx.doi.org/10.1589/jpts.29.221
http://dx.doi.org/10.1007/s11548-017-1564-y
http://dx.doi.org/10.1097/SIH.0000000000000185
http://dx.doi.org/10.1037/h0054651
http://dx.doi.org/10.1038/nn948
http://dx.doi.org/10.1097/PRS.0000000000003802
http://dx.doi.org/10.3758/s13428-013-0412-4
http://dx.doi.org/10.1038/s41598-017-11176-2
http://dx.doi.org/10.1038/srep42365
http://dx.doi.org/10.7717/peerj.5847
https://peerj.com/

	Effects of mixed reality head-mounted glasses during 90 minutes of mental and manual tasks on cognitive and physiological functions ...
	Introduction
	Materials and Methods
	Results
	Discussion
	Conclusion
	flink6
	References



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile (None)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages false
  /ColorImageDownsampleType /Average
  /ColorImageResolution 300
  /ColorImageDepth 8
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Average
  /GrayImageResolution 300
  /GrayImageDepth 8
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Average
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


