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Abstract

While being very promising for a wide range of applications, Mental-Imagery based Brain-Computer
Interfaces (MI-BCls) remain barely used outside laboratories, notably due to the difficulties users
encounter when attempting to control them. Indeed, 10 to 30% of users are unable to control MI-BCls
(so-called “BCl illiteracy’”) while only a small proportion reach acceptable control abilities. This huge
inter-user variability has led the community to investigate potential predictors of performance related
to users’ personality and cognitive profile. Based on a literature review, we propose a classification of
these MI-BCI performance predictors into three categories representing high-level cognitive concepts:
(1) users’ relationship with the technology (including the notions of computer-anxiety and sense of
agency), (2) attention and (3) spatial abilities. We detail these concepts and their neural correlates in
order to better understand their relationship with MI-BCI user-training. Consequently, we propose, by

way of future prospects, some guidelines to improve MI-BCI user-training.
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Introduction

Brain-Computer Interfaces (BCI) are communication systems that enable their users to send
commands to computers by means of brain signals alone (Wolpaw and Wolpaw, 2012;). These brain
signals are usually measured using ElectroEncephaloGraphy (EEG), and then processed by the BCI.
For instance, a BCI can enable a user to move a cursor to the left or to the right of a computer screen
by imagining left- or right- hand movements, respectively. Since they make computer control possible
without any physical activity, EEG-based BCI have promised to revolutionize many application areas,
notably to control assistive technologies (e.g., control of text input systems or wheelchairs) for motor-
impaired users (Millan et al., 2010, Pfurstcheller et al., 2008) and rehabilitation devices for stroke
patients (Ang and Guan, 2015) or as input devices for entertainment and human-computer interaction
(Graimann et al., 2010), to name but a few (van Erp et al., 2012). Despite this promising potential,
such revolutions have not yet been delivered, and BCI are still barely used outside research
laboratories (Wolpaw and Wolpaw, 2012; van Erp et al., 2012). The main reason why current BCI fail
to deliver is their substantial lack of reliability and robustness (Wolpaw and Wolpaw, 2012; van Erp et
al., 2012). In particular, BCI too often fail to correctly recognize the user’s mental commands. For
example, in a study with 80 users, the average classification accuracy was only 74.4%, for a BCI using
two imagined movements as commands (Blankertz et al., 2010). Moreover, it is estimated that
between 10% and 30% of BCI users, depending on the BCI type, cannot control the system at all (so-
called BCl illiteracy/deficiency) (Allison and Neuper, 2010).

BCl, as the name suggests, require the interaction of two components: the user’s brain and the
computer. In particular, to operate a BCI, the user has to produce EEG patterns, e.g., using mental
imagery tasks, which the machine has to recognize using signal processing and machine learning. So
far, to address the reliability issue of BCI, most research efforts have been focused on EEG signal

processing and machine learning (Allison and Neuper, 2010; Bashashati et al., 2007; Makeig et al.,
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2012). While this has contributed to increased performances, improvements have been relatively
modest, with classification accuracy being still relatively low and BCI illiteracy/deficiency still high
(Allison and Neuper, 2010; Wolpaw and Wolpaw, 2012). To make BCI truly reliable and thus useful,
it is also necessary to ensure the user can produce clear, stable and distinct EEG patterns. Indeed, BCI
control is known to be a skill that must be learned and mastered by the user (Wolpaw and Wolpaw,
2012). This means that 1) the BCI performances of a user become better with practice and thus that 2)
the user needs to learn how to produce these stable, clear and distinct EEG patterns to successfully
control a BCI (Neuper and Pfurtscheller, 2010; Lotte et al., 2013a). This need for training is
particularly salient for BCI based on mental-imagery (M) tasks. With the so-called MI-BCI, users
send mental commands by performing mental imagery tasks, e.g., movement imagination or mental
mathematics, which are then recognized by the BCI and translated into commands for the application.
In this paper we focus on this type of BCI which is prominent in many BCI applications such as stroke
rehabilitation (Ang and Guan 2015), the control of wheelchairs or prosthetics (Millan et al., 2010) and
entertainment applications (Lotte et al., 2013b), among many others.

Designing a reliable MI-BCI thus requires that the MI-BCI user has been properly and
specifically trained to control that BCI. Current training approaches have been rather similar across the
different MI-BCI designs so far, and can be divided into two main families: the operant conditioning
approach (Wolpaw et al., 1991) and the machine learning approach, (Millan et al., 2002). While these
two training approaches differ in the way the classifier is defined (manually defined vs optimized on
EEG data), both approaches require to provide feedback to user. Such feedback is generally visual,
indicating both the mental task recognized by the classifier together with the system’s confidence in
the recognized task. A typical and very popular example is the Graz BCI protocol (Pfurtscheller and
Neuper, 2001). In this protocol, users are instructed to perform kinesthetic imagination of left- or
right-hand movements following the on-screen display of an arrow pointing either left or right
respectively. They then receive visual feedback in the form of a bar extending towards the left or the
right, depending on whether a left- or right-hand movement was recognized by the BCI. The length of
the bar is proportional to the classifier output. Users are typically trained with such an MI-BCI
protocol over several sessions (i.e., on several days), each session being composed of 4-6 runs, and a

run comprising about 15-20 trials per mental task.
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However, even with state-of-the-art signal processing and classification algorithms, a
tremendous inter- and intra-subject variability has been observed in terms of performance (command
classification accuracy) in virtually every MI-BCI paper, both with the machine learning and the
operant conditioning approaches (Allison and Neuper, 2010; Wolpaw and Wolpaw, 2012; Kiibler et
al., 2013). Thus, it is now clear that one of the major aspects contributing to MI-BCI control
performances is the individual characteristics of the BCI user (Kubler et al., 2013). However, it is
neither entirely clear which characteristics do impact BCI performances, why they have such an
impact nor what the extent of this impact is. This has led the BCI community to look for predictors of
MI-BCI performance, i.e., individual characteristics that correlate with the command classification
accuracy. Indeed, identifying such predictors would allow BCI designers to find the most suitable BCI
for a given user. Alternatively, or additionally, identifying such predictors would enable BCI
researchers to identify what makes some users fail to control MI-BCI and thus to work on designing
specific solutions. In particular, a promising research direction would be to propose MI-BCI training
approaches that are adapted to users, according to their characteristics (Lotte et al., 2013a; Lotte and
Jeunet, 2015a). Interestingly enough, a number of neurophysiological predictors have been identified,
as reviewed in Ahn and Sun (2015). Some psychological predictors have also been identified for
P300-based BCI and BCI based on SensoriMotor Rhythms (SMR) (Kleih and Kdibler, 2015).
However, to the best of our knowledge, there is no comprehensive and up-to-date review that surveys
the psychological and cognitive factors that impact MI-BCI performances, presents some cognitive
mechanisms that could explain why they have such an impact, sheds light on the underlying neural
correlates of these factors and proposes theoretical solutions that could take these factors into account
to improve MI-BCI training. This is therefore what this chapter sets out to offer.

First, this chapter surveys the BCI literature in order to identify the psychological and cognitive
factors that correlate with MI-BCI performance (Section 1). This survey allowed the identification of
different predictors that can be organized into three main categories, each representing a higher-level
cognitive concept. In particular, it was found that existing predictors of MI-BCI performance were
mostly related to the relationship between users and technology, their attention and their spatial
abilities. Thus, the following sections define each of these concepts in more detail, and describe their

neural correlates: the user-technology relationship is dealt with in Section 2, attention is discussed in
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Section 3 and spatial abilities are attended to Section 4. Finally, Section 5 proposes some future
prospects and theoretically promising levers to improve MI-BCI training by taking into account each

of these three high-level factors.

1. Psychological and Cognitive Factors related to MI-BCI Performance

This first section offers a review of the latest developments in our understanding of the
psychological and cognitive factors reported to influence MI-BCI performance (i.e., control accuracy).
These factors can be divided into three groups. The first group includes the factors associated with the
States of the user. Users’ states are described by Chaplin et al. (1988) as “temporary, brief, and caused
by external circumstances”. The second group gathers the factors related to the users’ Traits,
characterized as “stable, long-lasting, and internally caused” with respect to one’s environment and
experience (Chaplin et al., 1988). Finally, the third group comprises the factors that can be qualified
neither as Traits nor as States, i.e., demographic characteristics, habits and environment-related

factors.

1.1 Emotional and Cognitive States that Impact MI-BCI Performance.

Some aspects of users’ states, and more specifically of their cognitive and emotional states, have
been reported to influence their MI-BCI performance in terms of control accuracy. First, Nijboer et al.
(2008) have shown that mood (measured using a subscale of the German Inventory to assess Quality
of Life - Averbeck et al., 1997 -) correlates with BCI performance. On the other hand, both attention
(Daum, 1993; Grosse-Wentrup et al., 2011; Grosse-Wentrup and Scholkopf, 2012), assessed for
instance by means of digit spans or block taping spans (Daum, 1993), and motivation (Hammer et al.,
2012; Neumann and Birbaumer, 2003; Nijboer et al., 2008) levels have repeatedly been shown to
positively correlate with performance, both in the context of Slow Cortical Potential (SCP) and SMR
based BCI. Furthermore, in their study, Nijboer et al., (2008) suggested that higher scores in mastery
confidence, i.e., how confident the participant was that the training would be successful, were

correlated to better SMR regulation abilities, whereas higher rates of fear of incompetence were
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correlated to lower SMR regulation abilities. This last point has also been suggested in Kleih et al.
(2013) for stroke patients taking part in BCl-based rehabilitation. More generally speaking, fear of the
BCI system has been shown to affect performance (Burde and Blankertz, 2006; Nijboer et al., 2010;
Witte et al., 2013). In the same vein, control beliefs (Witte et al., 2013), i.e., participants’ beliefs that
their efforts to learn would result in a positive outcome, and self-efficacy (Neumann and Birbaumer,
2003), which can be defined as participants’ beliefs in their own abilities to manage future events,
have been suggested to play a role in BCI performance, in an SMR and an SCP paradigm,
respectively. Mastery of confidence, control beliefs and self-efficacy can be classed as context-specific

states, i.e., states triggered each time a person faces a specific situation.

1.2 Personality and Cognitive Traits that Influence MI-BCI performance.

On the one hand, several aspects of the cognitive profile have been related to BCI control
ability. Memory span and attentional abilities have been shown to correlate with the capacity to
regulate SCP in patients with epilepsy (Daum et al., 1993). Hammer et al., (2012) also showed that
attention span played a role in one-session SMR-BCI control performance. In addition, active learners
seem to perform better than reflective learners (Jeunet et al., 2015a) in a context of MI-BCI control.
This dimension, active vs. reflective, is one of the four dimensions of the Learning Style which can be
assessed using the Index of Learning Style test (Felder and Spurlin, 2005). Abstractness, i.e.,
imagination abilities, has also been shown to correlate with classification accuracy in an MI-BCI
experiment (Jeunet et al., 2015a). Furthermore, Hammer et al. (2012) have proposed a model for
predicting SMR-BCI performance — which includes visuo-motor coordination (assessed with the Two-
Hand Coordination Test) and the degree of concentration (assessed with the Attitudes Towards Work)
- that reaches significance. More recently, Hammer et al. (2014) tested this model in a 4 session
experiment (one calibration and three training sessions) within a neurofeedback based SMR-BCI
context (i.e., involving no machine learning). Their results showed that these parameters explained
almost 20% of SMR-BCI performance in a linear regression. However, the first predictor, i.e., visual-
motor coordination, failed significance. With this model, the average prediction error was less than
10%. Moreover, kinesthetic imagination and visual-motor imagination scores have both been shown to

be related to BCI performance by Vuckovic and Osuagwu (2013). Finally, a strong correlation
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[r=0.696] between mental rotation scores and mental-imagery based BCI performance has been
reported (Jeunet et al., 2015a) in a 6 session experiment, during which participants had to learn to
perform 3 mental-imagery tasks (motor-imagery of the left-hand, mental subtraction and mental
rotation of a 3D shape). This finding has recently been replicated in an experiment based purely on
motor-imagery (imagination of left- and right-hand movements) in which mental rotation scores
correlated with participants’ peak performance [r=0.464] (Jeunet et al., submitted).

On the other hand, concerning personality traits, Burde and Blankertz (2006) have obtained a
positive correlation between a Locus of control score related to dealing with technology and the
accuracy of BCI control. More recently, tension and self-reliance (i.e., autonomy towards the group)
were related to MI-BCI performance (measured in terms of classification accuracy) in a model also
including abstractness abilities and the active/reflective dimension of the learning style (Jeunet et al.,
2015a). This model enabled prediction of more than 80% of the between-participant variance in terms

of performance with an average prediction error of less than 3%.

1.3 Other Factors impacting MI-BCI Performance: Demographic Characteristics,

Experience & Environment.

Some other factors that have also been related to the ability to control a BCI, cannot be
classified as either traits or states. These factors can be divided into three categories: (1) demographic
characteristics, (2) experience/habits and (3) environment. Concerning the first point, demographic
characteristics, age and gender have been related to SMR-BCI performance (Randolph, 2012): women
being more capable than men and over 25 year-olds being more competent than their younger
counterparts. On the other hand, some habits or experiences have been shown to increase SMR-BCI
control abilities (Randolph, 2012; Randolph et al., 2010). More specifically, playing a musical
instrument, practicing a large number of sports, playing video games (Randolph, 2012), as well as
spending time typing and the ability to perform hand and arm or full-body movements (Randolph et
al., 2010) positively impact SMR-BCI performance. However, the consumption of affective drugs
seems to have the opposite effect (Randolph et al., 2010). Finally, the user’s environment, and more
particularly the quality of caregiving for patients, has been suggested in an anonymous report to play a

role in SMR-BCI performance (Kleih and Kiibler, 2015).
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[INSERT TABLE 1 HERE]

Table 1: This table summarizes the different predictors (state, trait and others) which have been related to MI-
BCI performance in the literature. The predictors related to the user-technology relationship are associated to
orange spades, while those related to attention are associated to green clubs and those related to spatial
abilities are associated to blue diamonds.

1.4 To Summarize - MI-BCI Performance is Affected by the Users’ (1) Relationship with
Technology, (2) Attention and (3) Spatial Abilities.

To summarize, the predictors of MI-BCI performance can be gathered into the three following
categories, as depicted in Table 1:

e Category 1 - The user-technology relationship & the notion of control (in orange — spades,
see Table 1): indeed, based on the literature, it appears that people who apprehend the use of
technologies (and more specifically the use of BCIs) and who do not feel in control,
experience more trouble controlling BCls.

e Category 2 - Attention (in green - clubs, see Table 1): this category includes both attentional
abilities (trait) and attention level (state). The latter can fluctuate with respect to different
parameters such as environmental factors, mood or motivation. Both these aspects of attention
have been repeatedly evoked as being predictors of BCI performance.

e Category 3 - Spatial Abilities (in blue - diamonds, see Table 1): many predictors depicted in
the previous brief review are related to motor abilities (e.g., 2-hand coordination, sports or
music practice) or to the ability to produce mental images (e.g., kinesthetic imagination scores
or abstractness abilities). These predictors can be gathered under the label of “spatial
abilities”.

It is noteworthy that in the vast majority of the experiments during which the predictors were
computed, users were BCI-naive and thus novices. Indeed, as stated earlier, predictors were generally
computed during the first training session, whereas learning to control an MI-BCI requires several
training sessions (Neuper and Pfurtscheller, 2010; Pfurtscheller and Neuper, 2001; McFarland et al,
2010). In the next paragraph, we will argue that the involvement of the predictors in Category 1, i.e.,

the User-Technology Relationship & the Notion of Control, can be explained by the fact that users
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were BCI-naive while the involvement of the predictors in Categories 2 & 3, i.e., Attention & Spatial
Abilities, can be explained by the fact they were novices.

First, when confronted with a new technology, and even more so when this technology is
associated with a new interaction paradigm (as is the case here with MI), users are likely to experience
anxiety and a related low feeling of control during their first interaction attempts. Yet, the level of
control perceived by a user (i.e., to what extent they consider being responsible for the perceived
outcome of their actions) has been shown to positively correlate with motivation, performance and
general skill acquisition (Achim and Al Kassim, 2015; Saadé and Kira, 2009; Simsek, 2011). These
elements, which will be described in further detail in Section 2, both explain why the notions of
anxiety and control are involved in BCI performance and how they are related to other predictors.

Second, the definition of attention and spatial abilities as two major categories of MI-BClI
performance predictors is consistent with Phase # 1 of the Ackerman model of inter-individual
differences during skill acquisition (Ackerman, 1988). In his model, Ackerman argues that skill
acquisition is divided into three phases and that inter-individual differences are explained by different
factors according to the phase in which the user is (Neumann and Birbaumer, 2003):

Phase #1: Slow and error prone performance - During this phase, inter-individual differences

are mainly explained (1) by task-appropriate abilities and (2) by “cognitive-intellectual general

ability, involving a strong demand on the cognitive attentional system” (Neumann and

Birbaumer, 2003).

Phase #2: Redefinition and strengthening of the stimulus-response connections of the skill -

During this second phase, speed of perception plays a major role in inter-individual

differences.

Phase #3: Automatic phase - During this third phase, non-cognitive psycho-motor abilities are

mostly responsible for inter-individual differences (Wander et al., 2013).

As stated earlier, BCI users were in an early stage of learning, i.e., in Phase #1 of the Ackerman
model, when the predictors were computed. This is coherent with the fact that BCI literature reports a
strong involvement of (1) spatial abilities and (2) attention. Spatial abilities correspond to the ability to
produce, transform and interpret mental images (Poltrock and Brown, 1984). Thus, they can be

defined as “task-appropriate abilities” for an MI-BCI control task. On the other hand, the involvement
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of attentional state and trait is consistent with the second factor responsible for inter-individual
differences in Phase #1, namely, “cognitive-intellectual general ability” and the “cognitive attentional
system”.

The concepts associated with each of the three categories of predictors, i.e., relationship with
technology, attention and spatial abilities are introduced, and their neural correlates are described in

the following sections.

2. The user - technology relationship: introducing the concepts of

Computer-Anxiety and Sense of Agency - Definition & Neural Correlates

In the previous section, we stated that some predictors of MI-BCI performance could be
gathered under the label “user — technology relationship”. These factors can be divided into 2
categories: (1) the apprehension of the use of technology and (2) the notion of control.

On the one hand, the fear of the BCI system (Burde and Blankertz, 2006; Nijboer et al., 2010;
Witte et al., 2013), the fear of incompetence (Kleih et al., 2013; Nijboer et al., 2008) and tension
(Jeunet et al., 2015a), all having been shown to negatively impact MI-BCI performance, reflect a
certain apprehension of the user towards BCI use. This apprehension can be defined as computer-
anxiety.

On the other hand, the locus of control related with dealing with the technology (Burde and
Blankertz, 2006) will influence the extent to which users feel in control while using the BCI. In the
same vein, levels of mastery confidence (Nijboer et al., 2008), control beliefs (Witte et al., 2013) and
self-efficacy (Neumann and Birbaumer, 2003) will impact the experience of control of the technology.
An experimental study (Brosnan, 1998) suggested that self-efficacy would determine the way the
person attempts to solve the task and that it would explain around 50% of the variance in the task
performance. Besides, self-efficacy has been suggested to be related to motivation, work engagement
and performance (Achim and Al Kassim, 2015). This would be consistent with the MI-BClI literature

as both self-efficacy and motivation were involved in MI-BCI users’ control abilities. It appears that
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people with high a self-efficacy level perceive failure as a challenge, and not as a threat (Achim and Al
Kassim, 2015) which could explain why they are prone to persevere, and thus more likely to reach
good performances. Furthermore, Vlek et al. (2014) indicate that when users feel in control, their
attitude towards the BCI system is more positive which enables them to replenish mental resources and
increase motivation which in turn induces a better task engagement. Both these studies and the
predictors stress the importance of the notion of control to reach better MI-BCI control abilities. This
notion of control can be conceptualized as the sense of agency.

These two aspects of the user — technology relationship, namely the apprehension of the
technology and the notion of control, are much related. In the following sections, we will further detail
these two phenomena and the neural correlates associated to the sense of agency (indeed, to our
knowledge, no studies have investigated the neural correlates of the specific concept of computer
anxiety). We will notably see that the sense of agency (i.e., the feeling of being in control) actually

mediates computer anxiety (i.e., the apprehension of the technology).

2.1. Apprehension of technology: the concept of Computer Anxiety - Definition

Computer Anxiety (CA), also called “Tech-Stress” (Achim and Al Kassim, 2015), can be
classed as a context-specific anxiety, i.e., a transitory neurotic anxiety ranging between anxiety trait
and anxiety state (Saadé and Kira, 2009). Indeed, it is a kind of anxiety specifically associated to one
context: the use of a computer or of a computer-based technology.

Brosnan (1998) has shown that CA has a direct influence over performance when an unforeseen
or unknown event occurs during the interaction process. Moreover, CA has been shown to impact the
perceived ease-of-use of the technology, i.e., high computer anxiety will result when perceived
difficulty is high. Both these elements explain why CA plays a major part when people are first
exposed to new technologies, especially when the paradigm of interaction is new for them, as is the
case for MI-BCI control. Brosnan (1998) insists on the fact that even those who do not usually
experience it, may undergo CA when confronted with a piece of technology that is new to them.
Besides, around one third of the population is thought to experience CA to some degree: from
preferring not to use the technology to palpitations while using it (Brosnan, 1998). The relationship

between anxiety and performance could be explained, according to Brosnan (1998), by the fact that
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anxious people devote more cognitive resources to “off-task” efforts (such as worrying about their
performance), which induces shifts in attention between task and “off-task” considerations. As a
consequence, the focused attention level dedicated to the task is decreased and fewer resources are
available to perform the task. Thus, the task takes longer to complete, and performances drop in the
case of tasks in which a limited amount of time is allocated. Furthermore, Simsek (2011) identifies CA
as being an affective response due to one’s beliefs about one’s lack of ability to control the
technology. This perception of the level of control that one can exert on the task corresponds to the
concept of self-efficacy. Simsek (2011) argues that decreasing CA, and thus increasing self-efficacy,
would lead to a better skill acquisition.

To summarize, based on empirical and theoretical studies, it seems that CA levels could enable
to predict one’s level of self-efficacy, which in turn could enable prediction of one’s performance.

More specifically, self-efficacy mediates the impact of CA on performance (Saadé and Kira, 2009).

2.2 “I did that!”: The concept of Sense of Agency - Definition

The sense of agency can be defined as “the sense that I am the one who is causing or
generating an action” (Gallagher, 2000). The sense of agency is of utmost importance when a person is
controlling an external device, since it will influence their affect towards the technology, and thus their
commitment to the task and their performance (Vlek et al, 2014). However, in the context of MI-BClI,
experiencing this sense of agency is not straightforward. Indeed, as a component of the “who” system
(De Vignemont and Fourneret, 2004; Farrer and Frith, 2002), i.e. a mechanism which allows one to
attribute one’s own actions to oneself, the sense of agency depends on the sensory feedback resulting
from the action. In other words, it depends upon a bodily experience (Damasio, 1999). Yet, the
absence of proprioceptive feedback when performing mental imagery tasks prevents this bodily
experience from occurring (Haselager, 2013), and should theoretically inhibit the sense of agency.
However, evidence exists that the sense of agency does not only depend on the outcome of an action,
but also that it is triggered before the action takes place (Gallagher, 2012; Synofzik et al., 2008) which
explains why mental imagery, under certain conditions, can be associated with a sense of agency

(Perez-Marcos et al., 2009).
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The sense of agency can be divided into 2 components (Farrer and Frith, 2002; Gallagher,

2012; Synofzik et al., 2008): (1) the feeling of agency and (2) the judgement of agency (also called
feeling of ownership). The feeling of agency is pre-reflective, implicit, low-level and non-conceptual
while the judgement of agency is reflective, explicit, high-order, belief-like and conceptual. In other
words, the feeling of agency precedes the action, and triggered during the preparation of the action,
while the judgment of agency results from the computation of the comparison between the predicted
and actual outcomes of the action. Synofzik (2008) explains that a feeling of agency must be
conceptually processed for a judgement or an attribution of agency to occur. The judgement of agency
has been investigated in more depth than the feeling of agency in the literature (Chambon et al., 2013).

In order to experience a judgement of agency, three principles must be respected (Vlek et al.,
2014): (1) the priority principle: the conscious intention to perform an act must immediately precede
the action, (2) the consistency principle: the sensory outcome must fit the predicted outcome and (3)
the exclusivity principle: one’s thoughts must be the only apparent cause of the outcome (i.e. one must
not believe there to be an outside influence). Moreover, several indicators influencing the judgement
of agency have been proposed (Wegner, 2003; Wegner et al., 2004): bodily and environmental cues
(“Where am 1?”), bodily feedback (proprioceptive and kinesthetic information), bodily feedforward
(i.e., the predicted sensory feedback), sensory feedback, social cues, action consequences and action-
relevant thoughts (thinking about doing beforehand, in other words: the feeling of agency). On the one
hand, the absence of some of these markers can lead to “a case of automatism” (Wegner, 2003), that is
to say to the absence of judgement of agency: the agent is “doing without feeling”. On the other hand,
the manipulation of the same markers can lead to “an illusion of agency/ownership” (Wegner, 2003):

agents who are “feeling without doing”, and thus think they are in control although they are not.

2.3 “I did that!”: The concept of Sense of Agency - Neural Correlates

As stated by Ehrsson et al. (2004), the neural correlates underlying the sense of agency remain
poorly understood. However, some brain regions have been repeatedly associated with this
phenomenon. More specifically, here we will focus on the premotor cortex (PMC), and more precisely
on its ventral part i.e., the supplementary motor area (SMA), as well as on the Angular Gyrus (AG)

which is part of the posterior parietal cortex (PPC), on the anterior insula and on the cerebellum. All of
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the aforementioned brain areas have been reported to be involved in sensorimotor transformation and
motor control as well as in the sense of agency (David et al., 2008).

Self-agency has been shown to be underlain by an increased activity in the PMC (Farrer and
Frith, 2002; Ehrsson et al. 2004) and more specifically in its ventral part, the SMA (Farrer and Frith,
2002; Kihn et al., 2013). The neural populations in the ventral PMC (SMA) and parietal PMC have
been stated to represent both the seen and felt position of the limbs (Ehrsson et al., 2004). Thus, it is
thought that the PMC enables a multisensory integration and thus provides a mechanism for bodily
attribution (Ehrsson et al., 2004). Farrer and Frith (2002) have also suggested that the insula may play
a role in the experience or agency. More specifically, they measured an increase in activity in the
anterior insula when a person was aware of causing an action. The authors justify this implication by
the fact that the insula’s role is to integrate all the concordant multimodal sensory signals associated
with voluntary movements. This result seems very consistent with the literature, since the activation of
both these regions has been linked to awareness and execution of self-generated actions, to action
preparation and to subjects’ own intention to act (David et al. 2008).

Contrariwise, the activation of the posterior parietal cortex (PPC) has been shown to
negatively correlate with the sense of agency: the more a person tends to attribute the action to another
person, the more the PPC is activated (Farrer and Frith, 2002). In other words, the activity in the PPC -
and more specifically in the AG - increases when discrepancies are noticed between the predicted and
the actual sensory outcomes of the action (Chambon et al., 2013). Indeed, PPC activation is linked to
the processing of visual-motor incongruence during self-generated actions (David et al. 2008). In this
process, the cerebellum acts as a relay to inform about the sensorimotor discrepancies between
the predicted and actual outcomes of the action (David et al. 2008). But it seems that the AG also
monitors the signals linked to action selection in the dorsolateral Pre-Frontal Cortex (dIPFC) to
prospectively provide information about the subjective feeling of control over action outcomes
(Chambon et al., 2013). Thus, the online monitoring of these signals by the AG may provide the
subject with “a subjective marker of volition, prior to the action itself” (Chambon et al., 2013). While
consistent, these correlates are still discussed. For instance, Kiihn et al. (2013) report no correlation

between AG activation and their subjective measure of agency.
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The fact that these brain areas belong to different functional brain networks could explain their
role in self-agency. For instance, the insula and the PPC have been shown to be involved in complex
representations of the self (Farrer and Frith, 2002). Farrer and Frith (2002) suggested that the
relocation from the insula (when experiencing self-agency) to the PPC (when attributing the outcome
to another person) could correspond to a shift in the attentional process from the egocentric to the
allocentric point of view. In a similar vein, the PPC and the SMA are the key nodes in the human
mirror neuron system: they encode motor aspects of actions performed by oneself or by another person
(David et al., 2008).

To summarize, the sense of agency seems to be related to complex interconnections between
several brain areas enabling one to experience (1) a feeling of agency before the action outcome
(through the involvement of the PMC/SMA and cerebellum among others) but also (2) a judgement of
agency by comparing the predicted and perceived outcomes (notably through the activation of the
insula and the AG/PPC). However, the neural processes involved in each of these phenomena, namely
the feeling and judgement of agency, as well as the differences between both, require further

investigation (David et al., 2008).

3. Attention - Definition & Neural Correlates

The second category of factors that have been found to correlate with BCI performances
contains attention-related predictors. Indeed, both attentional traits, i.e., the BCI user’s intrinsic
attentional capacities, and attentional states, i.e., the amount of the user’s attentional resources
dedicated to the BCI task, were found to be correlated to BCI performances. To summarize (see Table
1), the attentional traits predicting BCI performances include attention span (Hammer et al., 2012),
attentional abilities (Daum et al., 1993), attitude towards work (Hammer et al., 2012) which also
measures the capacity to concentrate on a task, and memory span (Daum et al., 2013) which measures
the ability to maintain attention (Engel et al., 1999). The higher the attentional abilities of BCI users,

the better the BCI classification accuracy they will reach. There is also some evidence that the
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attentional state of BCI users seems to be correlated to their BCI performances. Indeed, two different
neurophysiological markers based on neural correlates of the attentional state were defined and
measured in single-trial EEG signals. They were both found to be significantly correlated to the
classification accuracy obtained for these trials (Grosse-Wentrup et al., 2011; Grosse-Wentrup and
Scholkopf, 2012; Bamdadian et al., 2014) (see section 3.2 for more details on these two EEG
predictors based on attentional states).

Another factor, which is not a result of attention alone but is however related to it, is the user’s
motivation for a given BCI session, which has also been found to be predictive of their BCI
performances (Hammer et al., 2012; Neumann and Birbaumer, 2003; Nijboer et al., 2008). Indeed,
attention appears to be a critical factor in many models of motivation (Keller, 2008; Keller, 2010).

Finally, there are a number of other factors that have been found to be correlated to BCI
performances that are not related to attention per se, but that are likely to impact the attentional
resources that users devote to the BCI task. These include mood (Nijboer et al. 2008), the consumption
of affective drugs (Randolph et al. 2010), as well as environmental factors for patients such as room
temperature, sleep quality or headaches (Neumann and Birbaumer, 2003).

The following sections define and describe in more detail some of the cognitive mechanisms of

attention, their associated neural correlates and their relevance to BCI control.

3.1 Attention - Definition

Attention could be defined as the “the ability to focus cognitive resources on a particular
stimulus” (Frey et al., 2014). According to Posner and Petersen (1990), the attention system can be
divided into three main sub-systems, each of which corresponds to a major attentional function. These
three sub-systems are the alerting system, the orienting system and the executive control system. The
alerting function is responsible for maintaining a state of vigilance over long periods of time, i.e., it is
responsible for sustained attention. Sustained attention (or vigilance) is necessary to perform long and
usually tedious tasks. The orienting function is involved in selecting information among different
information streams, such as different modalities (sounds, images) or different spatial or temporal
locations. It is implicated in ignoring distracting events, and is thus involved in what is known as

selective attention. The third function, executive control, is involved in the awareness of events and in
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the management of attentional resources, which are limited. Indeed, two tasks competing for attention
will interfere with each other, thus possibly reducing performances for these tasks. Executive control
is therefore involved in what is known as focal attention. For further details concerning the different
components of attention, the interested reader can refer to (Posner and Boies, 1971; Posner and
Petersen, 1990; Petersen and Posner, 2012). It is also important to note that attentional abilities and
resources vary between individuals (Petersen and Posner, 2012).

Attention has been known for many years to be necessary in ensuring successful learning
(Nissen and Bullemer, 1987). Indeed, if learners do not assign enough attentional resources to a given
learning task, e.g., because they have to perform dual-attentional tasks (i.e., split their attentional
resources between two tasks), their learning performance will be greatly reduced, or they may even
fail to be aware of relevant learning material and fail the learning task altogether (Nissen and
Bullemer, 1987). Keller even stated that “attention is a prerequisite for learning” (Keller, 1987). This
gave birth to the ARCS model of instructional design, a well-known model used to design learning
material and training tasks (Keller, 1987; Keller, 2008). ARCS stands for Attention, Relevance,
Confidence and Satisfaction, which are the four main components of human motivation that are
necessary to ensure successful learning. In order to ensure an efficient instruction and training, the
ARCS model states that it is necessary to get the attention of students on the relevant learning stimulus
(thus ignoring distractors), and to sustain this attention over the duration of the instruction, in order to
focus the attentional resources on training-relevant problems (Keller, 1987). We can see here that the
three sub-systems of attention (sustained attention, selective attention and focal attention) are therefore
involved in the learning process. Since BCI control requires training, it therefore makes sense that it
also requires the user’s attentional resources, and thus that attention and motivation are predictors of

BCI performance.

3.2 Attention - Neural Correlates

Interestingly enough, the attention system corresponds to specific anatomical structures in the
brain that are different than those dedicated to information processing (Posner and Petersen, 1990).
Each of the three attention subsystems (alerting, orienting and executive control) corresponds to a

specific brain network (Posner and Petersen, 1990; Petersen and Posner, 2012). The alerting network,
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although still not fully understood, seems to primarily involve the right hemisphere (frontal and
parietal lobes), including the right inferior parietal lobule with the AG and thalamic areas (Seghier,
2014; Petersen and Posner, 2012). The orienting network notably involves the Frontal Eye Fields, the
intraparietal sulcus and the superior parietal lobe, the temporo-parietal junction, the AG and the
ventral frontal cortex (Seghier, 2014; Petersen and Posner, 2012). Finally, the Executive Network
involves multiple brain areas, including the medial frontal cortex, the Anterior Cingulate Cortex
(ACC), the dorsolateral prefrontal cortex, the anterior prefrontal cortex, the precuneus, the thalamus,
the anterior insula, the intraparietal sulcus and the intraparietal lobule. There is large inter-individual
variability in the efficiency of these networks which explains, at least in part, the inter-individual
variations in attentional abilities, i.e., attentional traits (Petersen and Posner, 2012).

There are also a number of electrophysiological neural correlates, in particular spectral
variations in EEG signals that are related to change in attention levels. Regarding the alerting system,
decreased vigilance levels are associated with a slowing of EEG frequencies, i.e., in an increased
power for low frequency EEG rhythms (delta - ~1-4z, theta ~4-7Hz, low alpha ~7-10Hz), and a
decreased power for higher frequency EEG rhythms (Frey et al., 2014; Roy, 2015). The amplitude of
Event Related Potentials such as the P300 or the parietal N100 also decreases with lower vigilance.
Concerning the orienting system, alpha activity (~8-12Hz) has also been shown to be related to
selective attention, with higher alpha power indicating lower attention, and occipital alpha providing
information on the location of spatial visual attention (Frey et al., 2014). A delta (3-8Hz) over beta
(16-24Hz) power ratio has also been used as a marker of sustained attention (Bamdadian et al., 2014).
Finally, it seems that the Gamma (55-85Hz) power in attentional networks related to the executive
control system also correlates with the attentional level (Grosse-Wentrup et al., 2011).

Consistent with the cognitive literature stressing the impact of attention on success in task-
learning, the BCI community has also identified a number of neural correlates of attention that are
related to BCI performance. For instance, variation in Gamma power, notably in executive control
attentional brain networks, have been found to be correlated to SMR-BCI performance and can be
used to predict successful or unsuccessful classification both for SMR-BCI (Grosse-Wentrup et al.,
2011; Grosse-Wentrup and Schélkopf, 2012) and for general MI-BCI (Schumacher et al., 2015).

Moreover, the extent of activation of the dorsolateral prefrontal cortex (involved in executive control
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as seen above), was also found to differ between SMR-BCI users with high performances and SMR-
BCI users with low performances (Halder et al., 2011). Finally, an EEG predictor based on frontal

Theta, occipital Alpha and midline Beta power, which are all neural correlates of sustained attention
(thus involving the alerting system) as described previously, has been shown to correlate with SMR-

BCI performances (Bamdadian et al, 2014).

4. Spatial abilities - Definition & Neural Correlates

As already seen, many studies have highlighted the role of spatial abilities on BCI
performance variation across subjects. The general hypothesis is that low BCI performers have less-
developed abilities to generate or maintain mental images.

For example, Vuckovic and Osuagwu (2013) relate the results of kinesthetic and visual motor
imagery questionnaires to performances obtained with a BCI based on object oriented motor imagery.
They show that the kinesthetic score could be a relevant predictor of performance for an SMR-BCI.
Moreover, the physical presence of the object of an action facilitates motor imagination in poor
imagers. It is important to note that the impact of imagery abilities on BCI performances might be
mediated by differences in brain activation. Guillot et al. (2008) attempted to identify the functional
neuroanatomical networks that dissociate able versus poor imagers. They used functional magnetic
resonance imaging (fMRI), to compare the pattern of cerebral activations in able and poor imagers
during both the physical execution and mental imagery of a sequence of finger movements. Results
show that good imagers activated the parietal and ventrolateral premotor regions to a greater degree,
both having been shown to play a critical role in the generation of mental images.

Another spatial skill which has been shown to be related to MI-BCI performance is mental
rotation ability. Mental rotation scores (measured using a mental rotation test) are a robust measure of
spatial abilities, particularly for mental representation and manipulation of objects (Borst et al., 2011;
Poltrock & Brown, 1984). Mental rotation scores have been shown to be correlated with scores
obtained with other tests of spatial abilities such as space relation tests or spatial working memory

(Just & Carpenter, 1985; Kaufman, 2007; Reuhkala, 2001), suggesting that they may be related to
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more general spatial skills (Thompson et al., 2013). Jeunet et al. (2015a) have explored the
relationships between MI-BCI performance and the personality and cognitive profile of the user. The
main result is a strong correlation between MI-BCI performances and mental rotation scores.

In the same vein, Randolph (2012) has shown that video game experience is likely to enhance
BCI performance. Many studies have noted a link between video game experience and spatial abilities.
For example, spatial abilities can be improved through playing action video game (Dorval and Pepin,
1986; Subrahmanyam and Greenfield, 1994). Feng et al. (2007) observe that performances in a mental
rotation test are enhanced after only 10 hours of training with an action video game. More remarkably,
these authors found that playing an action video game can decrease the well-known gender disparity in
mental rotation tasks (see also Ventura et al., 2013). All these elements strongly suggest that the link
between video game experience and BCI performance could be mediated by spatial ability levels.

Moreover, Randolph (2012) showed that using hand-and-arm movements, or full body
movements (such as playing sports or musical instruments) also favors BCI performances. Many
authors have also observed a link between spatial abilities and motor processes (Hoyek et al., 2014).
For example, Moreau et al. (2011) compared elite and novice athletes and found a significant
relationship between sports performance, activity, sport-specific training and mental rotation abilities.
In the Hoyek et al. (2014) study, the motor performance of 7 to 8 year old and 11 to 12 year old
children was measured in a steeple chase and an equivalent straight distance sprint. Data revealed that
the time taken to complete the chase was influenced by speed and sex, but also by the individual
mental rotation ability. These links between motor performances and spatial abilities are also attested
by neuroimaging studies which provide evidence that motor areas are involved in mental rotation (e.g.,
Lamm et al., 2007). Thus, it can be assumed that the relationship between BCI performance and motor
processes are mediated by spatial ability levels.

Finally, Hammer et al. (2012) found that visual-motor coordination abilities constitute a
predictor of BCI efficiency, and Scordella et al. (2015) showed a relationship between motor
coordination and visual-spatial skills (measured by a visual-constructive task). We can again assume
that the link between visual-motor coordination and BCI efficiency is mediated by visual-spatial

abilities.
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4.1 Spatial Abilities - Definition

As mentioned above, spatial abilities embody the ability to produce, transform and interpret
mental images (Poltrock and Brown, 1984). Lohman (1993) greatly highlighted the pivotal role of
spatial abilities and particularly mental imagery in all models of human abilities. This author reports
that high levels of spatial abilities have frequently been linked to creativity in many domains (arts, but
also science and mathematics) (see also Shepard, 1978). He also indicates that Albert Einstein, as well
as other well-known physicists (such as James Clerk Maxwell, Michael Faraday and Herman von
Helmholtz) and inventors, have been reported to have had high spatial abilities, and that these abilities
played an important role in their creativity. Furthermore, studies on developmental cognitive skills
have consistently shown that spatial aptitude and mathematical aptitude are closely related (Geary, et
al., 2000). Moreover, the importance of spatial ability in educational pursuits and in the professional
world was examined by Wai et al. (2009), with particular attention devoted to STEM (science,
technology, engineering, and mathematics) domains. Participants (Grades 9-12, N=400 000) were
tracked for 11 years. Results showed that spatial abilities were a significant predictor of achievement
in STEM, even after taking into account possible third variables such as mathematical and verbal skills
(see also Humphreys et al., 1993; Shea, et al., 2001).

The key role of mental imagery in human cognition has also been highlighted by the fact that
it is involved in certain pathological situations such as Posttraumatic Stress Disorders (Brewin et al.,
1996), schizophrenia (Oertel et al., 2009), depression (Rogers et al., 2002) social phobia (Clark and
Wells, 1995) and bipolar disorder (Holmes et al., 2008) (for a review, see Pearson et al., 2013). For
example, impairment in image generation or in mental rotation of letters has been shown in unipolar
major depression (Rogers et al., 2002).

Furthermore, the potential role of imagery for motor skill learning has been demonstrated in
many situations, such as learning new skills in sports (Murphy, 1994), improving performance both in
novice and expert surgeons (Cocks et al., 2014) and in Paralympics athletes (Martin, 2012).

Today, it is common to distinguish between large scale and small scale spatial abilities
(Hegarty et al., 2006). Large scale abilities refer to the notion of wayfinding (or spatial navigation)

defined as “the process of determining and following a path or route between origin and destination”
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(Golledge, 1999). Wayfinding is assessed by tasks such as search, exploration, route following, or
route planning in contexts including outdoor and urban environments, indoor spaces and virtual reality
simulations (Weiner et al., 2009).

By contrast, small-scale spatial abilities are usually assessed by paper-and pencil tests
which involve perceptually examining, imagining, or mentally transforming representations of small
shapes or easy-to-handle objects (Hegarty et al., 2006). These abilities also refer to the notion of
mental imagery consisting of several component processes. For example, the classical model of
Kosslyn (1980, 1994) proposes a distinction between four components, namely image generation (the
ability to form mental images), image maintenance (the ability to retain images over time), image
scanning (the ability to shift one’s attention over an imaged object), and image manipulation (the

ability to rotate or otherwise transform images) (see also Marusan et al., 2006).

4.2 Spatial Abilities - Neural Correlates

The neural correlates of visual mental imagery are subject to much debate. Some authors
claim a functional equivalence between visual perception and visual mental imagery, with the
retinotopic areas in the occipital lobe acting as common substrate (for a review, see Bartolomeo,
2008). However, some brain lesion studies indicate that visual imagery is possible without the
involvement of primary visual areas (Chaterjee and Southwood, 1995). Nevertheless, the frontal eye
fields and the superior parietal lobule seem to play a crucial role in generating visual mental images
(Mechelli et al., 2004). These results have been confirmed by Zvyagintsev et al. (2013) showing that
the visual network comprises the Fusiform Gyrus bilaterally and a fronto-parietal network involving
the Superior Parietal Lobule and Frontal Eye Field bilaterally.

Motor imagery is a particular case of mental imagery defined as the mental simulation of a
specific action without any corresponding motor output (Jeannerod, 1994). The neural substrate that
underlies motor imagery has also been subject to many debates. Miller et al. (2010) measured cortical
surface potentials in subjects during overt action and imagery of the same movement. They
demonstrated the role of primary motor areas in movement imagery and showed that imagery
activated the same brain areas as actual motor movement. In their study, the magnitude of imagery-

induced cortical activity was reduced compared to real movement, but this magnitude was largely
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enhanced when subjects learned to use imagery to control a cursor in a feedback task. It is important to
note that a distinction has been made between two types of motor imagery depending on the point of
view adopted to imagine an action: the third-person perspective point-of-view consists in self-
visualizing an action, whereas the first-person point of view perspective implies somesthetic
sensations elicited by the action. Some evidence suggested that visual (third person) and
somesthetic/kinesthetic (first person) motor imagery recruit distinct neural networks. Guillot et al.
(2004) showed that visual imagery predominantly activated the occipital regions and the superior
parietal lobules, whereas kinesthetic imagery preferentially activated the motor-associated structures
and the inferior parietal lobule. Finally, Ridderinkhoff and Brass (2015) specify that activation during
kinesthetic mental imagery is not just a subliminal activation of the same brain areas involved in the
real action. For these authors the activation during kinesthetic imagery is similar to the activation
associated with the preparatory planning stages that eventually lead to the action (Jeannerod, 2006).
Interestingly enough, it has been shown that kinesthetic motor imagery leads to better MI-BCI
performances than visual motor imagery (Neuper et al, 2005). Nevertheless, the distinction between
these different forms of mental imagery, their neural correlates and their relationships with the neural
circuits involved in motor processes remain to be elucidated.

To conclude this section, spatial skills play a crucial role in human cognition as they are
involved in many activities including art, music, mathematics, engineering, literature, etc. Jeunet et al.
(2015a) demonstrated that spatial skills and particularly mental rotation scores are a relevant predictor
of BCI efficiency. Moreover, many skills related to spatial abilities (such as playing sports, musical
instruments, action video games, etc.) have been shown to be likely to improve BCI performance. It is
an attractive hypothesis to consider that imagery abilities could contribute to explaining the “BCI
illiteracy” phenomenon, but further investigations are needed to make a more systematic study of the

relationship between certain cognitive and personality predictors, spatial abilities and BCI efficiency.

5. Perspectives: the user-technology relationship, attention and spatial

abilities as three levers to improve MI-BCI user-training
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5.1 Demonstrating the Impact of the protocol on Computer Anxiety & Sense of Agency

In Section 2, we stressed the impact of the notion of control on performance, notably through
its mediating role on computer anxiety. The notion of control can be conceptualized as a Sense of
Agency, i.e., “the sense that I am the one who is causing or generating an action” (Gallagher, 2000).
Given the strong impact that the sense of agency has on performance, it seems important to increase it
as far as possible. Yet, in the context of MI-BCI control, it is not straightforward. Indeed, the sense of
agency is mainly based on a bodily experience, whereas performing MI tasks does not provide the
participant with any sensory feedback. Thus, here we would like to insist on the importance of the
feedback, especially during the primary training phases of the user (McFarland et al., 1998; Coyle et
al., 2015). Indeed, in the first stages, the fact that the technology and the interaction paradigm (through
MI tasks) are both new for the users is likely to induce a pronounced computer anxiety associated with
a low sense of agency. Providing the users with a sensory feedback informing them about the outcome
of their “action” (MI task) seems necessary in order to trigger a certain sense of agency at the
beginning of their training. This sense of agency will in turn unconsciously encourage users to
persevere, increase their motivation, and thus promote the acquisition of MI-BCI related skills, which
is likely to lead to better performances (Achim and Al Kassim, 2015; Saadé and Kira, 2009; Simsek,
2011). This process could underlie the (experimentally proven) efficiency of biased feedback for MI-
BCI user-training. Indeed, literature (Barbero and Grosse-Wentrup, 2010) reports that providing MI-
BCI users with a biased (only positive) feedback is associated with improved performances while they
are novices. However that is no longer the case once they have progressed to the level of expert users.
This result could be due to the fact that positive feedback provides users with an illusion of control
which increases their motivation and will to succeed. As explained by Achim and Kassim (2015), once
users reach a higher level of performance, they also experience a high level of self-efficacy which
leads them to consider failure no longer as a threat (Kleih et al., 2013) but as a challenge. And facing
these challenges leads to improvement.

However, to be efficient, this feedback must follow certain principles (Vlek et al., 2014). First,

the priority principle, i.e., the conscious intention to perform an act must immediately precede the act:
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here, the feedback must appear after the users become conscious they have to perform the act and have
started to do it. Second, the consistency principle, i.e., the sensory outcome must fit the predicted
outcome. And third, the exclusivity principle, i.e., one’s thoughts must be the only apparent cause of
the outcome. This last point suggests that the user should not think that another person is controlling
the feedback. Thus, if the feedback is biased, it has to be subtle enough so that the user is not aware of
it. Otherwise, the user will not feel in control anymore. The two latter principles could explain why
biased feedback is efficient for novices but not for experts. Indeed, experts develop the ability to
generate a precise predicted outcome that usually matches the actual outcome (when the feedback is
not biased). This explains why when the feedback is biased, and therefore the predicted and actual
outcomes do not match, expert users attribute the discrepancy to external causes more easily. In other
words, it can be hypothesized that experts might be disturbed by a biased feedback because they can
perceive that it does not truly reflect their actions, thus decreasing their sense of being in control.
Furthermore, Beursken (2012) tested the impact of the concept of transparent mapping in a
pseudo-BCl experiment. A protocol is said to be transparent when the task and the feedback are
consistent. In the experiment, the sense of agency of the participants was tested in two conditions: one
transparent and one non-transparent. The participants had to imagine movements of their left and right
hands. In the transparent condition, a virtual left or right hand moved on the screen when left or right
hand imagination was recognized, respectively. In the non-transparent condition however, the same
tasks were associated with both hands making “thumbs-up” or “okay” movements. Participants felt
more in control in the transparent condition and reported that less effort was required to understand the
instructions and remember the meaning of the feedback. Consequently, more resources were available
to perform the task. This result means that when designing the feedback, researchers must be careful to
propose a feedback that fits the mental task. Yet, in standard training protocols such as Pfurtscheller
and Neuper’s (2001), Ml-tasks are associated with a bar extending in a specific direction. Although
the direction of the bar is consistent with the task when participants are asked to perform left- and
right-hand motor imagery, it is not particularly natural. In a recent study (Jeunet et al., 2015b), we
showed that an equivalent tactile feedback provided on users” hands was more efficient. With
reference to the Ackerman model (1988), when the outcome (the feedback) is consistent with the task,

during the Phase #1 the “task-appropriate” abilities, here spatial abilities, decrease in influence and
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thus the between-subject variability in terms of performance also decreases. However, when the
outcome is inconsistent with the task, the requirements for information processing are important and
the impact of the user-profile, here in terms of attentional abilities and spatial abilities, remains
constant (Neumann and Birbaumer, 2003) which makes the between-subject variability due to these
factors stable even in advanced phases of the training.

To summarize, we can derive three guidelines for MI-BCI protocol design that could enable
users to experience a better sense of agency. First, providing the users, especially novices, with a
sensory feedback is essential as it will increase their potential sense of agency. While positively
biasing the feedback can improve novice users’ sense of agency, motivation and will to succeed, this is
not the case for expert users who can be disturbed by biased feedback. Second, in order to be efficient
the feedback must follow the principles of priority, consistency and exclusivity. And finally,
transparent protocols, i.e., protocols in which the feedback fits with the MI-task, should be associated
with better MI-BCI performance as (1) they induce a greater sense of agency and (2) they require less

workload to be processed and thus grant more cognitive resources to be devoted to the task.

5.2 Raising and Improving Attention

As mentioned previously, attention is a major predictor of BCI performances, and it has been
shown that the better the users’ attentional abilities and the more attentional resources they devote to
BCI training, the better their BCI performances. Therefore, BCI performances could be improved by
designing BCI training protocols that 1) train users to increase their attentional abilities and 2) ensure
the attentional resources of users are directed towards and maintained on the BCI training tasks.

A first suggestion to improve BCI training is to include attention training tasks, to improve
users’ attentional abilities and thus their BCI performance. A number of approaches may be used, but
recently researchers have identified meditation and neurofeedback as promising approaches for
attention training (Brandmeyer and Delorme, 2013). Indeed, it has been shown that meditation is
actually a successful form of attention training that improves the ability of practitioners to focus their
attentional resources on a given task, possibly for long periods of time, as well as their ability to ignore
distractors. Expert meditators have been found to show different activation levels than non-meditators

in the fronto-parietal and the default mode networks, in functional Magnetic Resonance Imaging
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(fMRI) studies (Braboszcz et al., 2010). The Gamma EEG power in these areas also differs between
expert meditators and non-meditators (Lutz et al., 2008). Such brain networks are notably involved in
sustained attention. Interestingly enough, these areas, and gamma activity originating from there, have
both been identified as being related to BCI performance (Grosse-Wentrup and Scholkopf, 2012;
Halder et al., 2011). The promising usefulness of meditation practice for BCI training is further
supported by research from a number of groups who have found that meditation increases SMR-BCI
performances (e.g., Eskandari and Erfanian, 2008; He et al., 2015). In other words, meditation
improves attentional abilities, which in turn improves BCI performances.

Attentional capabilities can also be improved using neurofeedback training, e.g., by providing
users with games in which they have to increase an EEG measure of their attentional level to win (Lim
etal.,, 2010; Lim et al., 2012). For instance, in Lim et al. (2012), children with Attention Deficit
Hyperactivity Disorder (ADHD) were asked to play a game in which the speed of the character they
were controlling was directly proportional to their attentional level, as measured by EEG. Thus, they
had to focus as much attention as possible on the game in order to move fast enough to complete it in
the allotted time. This was shown to be a successful form of attention training which reduced the
children’s ADHD symptoms (Lim et al., 2010; Lim et al., 2012). Gamma neurofeedback was also
shown to be useful in improving visual attention abilities (Zander et al., 2013). To the best of our
knowledge, such neurofeedback training of attentional capabilities has not been explored with the aim
of MI-BCI control abilities, and thus could be a promising direction to investigate.

A second suggestion to improve BCI training is to design BCI training tasks, feedbacks and
environments that capture and maintain the attention of the user on the BCI training. In the ARCS
model for instructional design, Keller suggests a number of approaches to get and maintain users’
attention (Keller, 1987). In particular, this includes ensuring the active participation of the learners,
adding game-like training, having a variety of supports, training materials and tasks, ensuring concrete
training tasks and feedbacks as well as encouraging inquiry and curiosity from the learners (Keller,
1987). In practice, for MI-BClI, this could be achieved by having BCI users control video games or
Virtual Reality (VR) applications with their BCI, hence ensuring game-like training, active user
participation and concrete training tasks. The fact that VR and game-based BCI training were actually

shown to improve BCI performances (Lotte et al., 2013b) further supports this suggestion. Moreover,
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rather than using the same standard training protocol continuously and repeatedly, variety in training
can be obtained by adding other training tasks, with different objectives. For instance, users can be
asked to practice each Ml task separately, or to perform a given Ml-task as fast as possible as in
(Ramsey et al., 2009) for instance. Finally, to encourage enquiry and add concreteness to the training,
BCI users could be provided with richer and more motivating visualization and feedbacks that enable
them to see the impact of a given MI-task on their EEG signals in real-time, thus motivating them to
explore different strategies. This could be achieved using recently proposed EEG visualization
techniques such as Teegi (Frey et al., 2014). With this approach, users can see their own brain activity
and EEG features in real-time, displayed in a user-friendly way on the head of a physical puppet they
can manipulate.

Other considerations could be taken into account to ensure users assign an appropriate amount
of attentional resources to the BCI training. For instance, the training protocol should avoid requiring
split attention, i.e., requiring users to divide their attentional resources between two different subtasks,
especially if these tasks involve the same modality, e.g., two visual processing tasks. This would
indeed deplete the user’s cognitive resources and lead to poorer performances and lower learning
efficiency for any training task (Sweller et al., 1998). This is a relevant point to consider as BCI
feedback is often provided on the visual modality, while the controlled BCI application generally also
requires visual processing, e.g., to control a game or a visual speller. Interestingly enough, it has been
shown that providing tactile instead of visual feedback in such a split-attentional task leads to
improved BCI performance (Jeunet et al., 2015b). Thus, it would be worth studying as well auditory
feedback, see, e.g., (McCradie et al., 2014), in similar contexts. Finally, since it is possible to measure
users’ attentional level from EEG signals, this could be used in real-time to detect whether they are
paying enough attention, and warn them to refocus their attention, if necessary, as suggested in

Schumacher et al. (2015).

5.3 Increasing Spatial Abilities

If it appears that the training of spatial abilities could improve BCI performance, it is
necessary to review the studies that have tried to better understand the effects of training on spatial

skills.
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For instance, it is well known that men perform better than women in spatial perception and
mental rotation tests (see for example, Linn and Peterson’s, 1985). In a meta-analysis, Baenninger and
Newcombe (1989) found that improvements in men and women remain parallel in response to practice
and training, so that gender differences remain constant. However, others studies have shown greater
performance improvement in women than in men (Okagaki and Frensch, 1994), or a waning of gender
differences (Kass et al., 1998).

In a meta-analysis of training studies, Uttal et al. (2013) indicated that spatial skills are highly
malleable and that training in spatial thinking is effective, durable, and transferable (to skills that have
not been subject to specific training). The authors outline that many studies in which transfer effects
were present administered large numbers of trials during training, which allowed to conclude that such
a transfer is possible if sufficient training or experience is provided. The meta-analysis did not show a
significant effect of age or a significant effect of the type of training on the degree of improvement.
Finally, the initial level of spatial skills affected the degree of malleability. Participants who started at
lower levels of performance improved more in response to training than those who started at higher
levels (Uttal et al., 2013).

Terlecki et al. (2008) confirmed the impact of long-term practice or repeated testing, and
training capacity to improve mental rotation performances. However, neither mental rotation practice
nor video game training reduced gender differences. It is also important to note that these effects can
last over several months and the effects of video game experience are transferable to tasks that have
not been trained for.

All these results are extremely interesting as they show that training and practice can improve
spatial skills. Mental training has been used to improve performances in many domains such as sports,
surgical performances, music, etc. However, very few studies have focused on BCI practice.

Erfanian and Mahmoudi (2013) have investigated the role of mental practice and
concentration on a natural EEG-based Brain-computer interface for hand grasp control. The imagery
task used was the imagination of hand grasping and opening. For imagery training, the authors used a
video based method where subjects watched themselves performing hand-closing and -opening while
undertaking imagery. The results showed that mental and concentration practice increased the

classification accuracy of the EEG patterns. Moreover, mental practice more specifically affected the
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motor areas. This study shows very promising results on the way spatial training could improve BCI
performances.

In the study of Jeunet et al. (2015a), participants followed a standard training protocol
composed of 6 identical sessions during which they had to learn to perform 3 mental imagery tasks:
mental rotation, mental subtraction and left-hand motor imagery. On the one hand, no improvement in
performance was noticed between the 1st and 6th session on average, suggesting that participants did
not learn despite the large number of sessions. On the other hand, the BCI performance appeared to be
strongly correlated to participants’ mental rotation scores. In the near future, the authors propose to
test the impact of spatial training and particularly mental rotation training on BCI efficiency. The
authors also considered applications in the context of patients suffering from motor impairments, since
mental imagery abilities can be preserved after brain injury. In any case, it is a challenging project to
study the impact of spatial training on reducing the “BCl illiteracy” phenomenon, and thus enabling

BCI to be more systematically used outside laboratories.

Conclusion

In this chapter, we performed a literature survey in order to identify the psychological and
cognitive factors related to MI-BCI performance. This survey enabled us to classify most of the
predictors into three categories representing higher-level cognitive concepts: (1) the user - technology
relationship (comprising the notions of anxiety and control during the interaction), (2) attention and
(3) spatial abilities. These three categories appear to be extremely relevant in the context of MI-BCI
training. Indeed, the predictors were computed during the early stages of training, i.e., during the first
or first few sessions. Moreover, most studies were performed on BCI-naive users who were confronted
with a BCI for the first time. Yet, the literature suggests that this situation (early training phase and
first exposition to the technology) can induce an important level of anxiety associated to a low sense
of agency, both having potential negative repercussions on performance (Achim and Al Kassim, 2015;

Saadé and Kira, 2009; Simsek, 2011). This first point justifies the involvement of the category 1
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predictors, i.e., those related to the users’ relationship with the technology. Besides, the Ackerman
model (Ackerman, 1988) suggests that during the early stages of learning (phase #1), the inter-user
variability in terms of performance in mainly due to (1) differences in “task-appropriate” abilities and
(2) high-level cognitive abilities such as attention. These two aspects correspond to the two other
predictor categories that we identified. Indeed, spatial abilities (category 3), i.e., the ability to produce,
transform and interpret mental images (Poltrock and Brown, 1984) can be considered as “task
appropriate” abilities in the context of MI-BCI training, while attention (category 2) clearly
corresponds to the second parameter influencing inter-user variability in Ackerman’s model. Hence
the elaboration of these three categories: the inclusion of the predictors in different categories was
justified, the associated cognitive models were introduced and the neural correlates related to each
concept were described. This work was intended to provide a better understanding of the different
factors impacting MI-BCI training and thus to provide, in the Prospects section, a discussion about
how these factors could be taken into account when designing future protocols in order to optimize
user-training. More specifically, the impact of the training protocol on users’ computer anxiety and
sense of agency was demonstrated. It has been suggested that a biased positive feedback could
increase novice users’ sense of agency and thus increase their performance. Also, the significance of
respecting the principles of priority, consistency, exclusivity and a transparent mapping between the
task and the feedback was emphasized. Furthermore, it should also be possible to increase BCI
training efficiency by considering the user’s attention. In particular, attention capabilities can be
improved using meditation or neurofeedback. Moreover, attentional resources can be optimally
directed towards BCI training by using gamified BCI training tasks, varied tasks, rich and friendly
feedback as well as multimodal feedbacks. BCI efficiency could also be improved by using training
procedures of spatial skills, since spatial training has proved to enhance performances in many
domains (sport, music, surgical practice, etc.). Moreover, this improvement has been shown to be
effective, durable, and transferable (to skills that have not been subject to specific training) when the
training duration is long enough. Finally, the user’s mental rotation ability seems to be a very good
candidate to be trained, since this ability has been identified as a relevant predictor of BCI
performance and since the consequences of mental rotation training on spatial and more general skills

have been clearly identified.
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To conclude, we hope that this work will be useful to guide the design of new protocols and
improve MI-BCI user-training so that these technologies become more accessible to their end-users.
Nevertheless, it is important to note that improving training protocols is not enough. The roles of the
researcher and experimenter are also of utmost importance, notably concerning: (1) the
demystification of the BCI technology to reduce a priori computer anxiety, through scientific
mediation and communication with the media, (2) the writing of informed-consent forms and
explanations, that should be clear and informative, and provide an objective estimation of the benefit
on risk balance and enable to regulate any form of hope that may be generated (Nijboer et al., 2013),
and (3) the social presence and trust relationship with the user, which are essential in facilitating the

learning process (Kleih et al., 2013).

References
Achim, N., Al Kassim, A., 2015. Computer Usage: The Impact of Computer Anxiety and Computer
Self-efficacy. Procedia-Social and Behavioral Sciences. Vol. 172, pp. 701-08.
Ackerman, P. L., 1988. Determinants of individual differences during skill acquisition: cognitive
abilities and information processing. Journal of experimental psychology: General. VVol. 117 (3), pp.

288.

Ahn, M., Jun, S.-C., 2015. Performance variation in motor imagery brain—computer interface: A
brief review. Journal of neuroscience methods. Vol. 243, pp. 103-10.

Allison, B., Neuper, C., 2010. Could Anyone Use a BCI? Brain-Computer Interfaces, Springer,

Ang, K. K., Guan, C., 2015. Brain—-Computer Interface for Neurorehabilitation of Upper Limb After
Stroke. Proceedings of the IEEE.

van Acken, J.-P., 2012. Tracking the sense of agency in BCI applications. Bachelor Thesis, Radboud
University, Netherlands.

Averbeck, M., Leiberich, P., Grote-Kusch, M. T., Olbrich, E., Schroder, A., Brieger, M., ... et al,
1997. Skalen zur Erfassung der Lebensqualitat (SEL)—manual. Frankfurt: Swets & Zeitlinger B.V.

Baenninger, M., Newcombe, N., 1989. The role of experience in spatial test performance: A meta-
analysis. Sex Roles. Vol. 20, pp. 327-344.

Bamdadian, A., Guan, C., Ang, K. K., Xu, J., 2014. The predictive role of pre-cue EEG rhythms on
MI-based BCI classification performance. Journal of neuroscience methods. Vol. 235, pp. 138-144.



- Advances in User-Training for MI-BCI Control -

Barbero, A., Grosse-Wentrup, M., 2010. Biased feedback in brain-computer interfaces. Journal of
neuroengineering and rehabilitation. Vol. 7, pp. 34.

Bartolomeo, P. 2008. The neural correlates of visual mental imagery: an ongoing debate. Cortex,
Vol. 44 (2), pp. 107-108.

Bashashati, A., Fatourechi, M., Ward, R. K., Birch, G. E., 2007. A Survey of signal processing
algorithms in brain-computer interfaces based on electrical brain signals. Journal of Neural
engineering. Vol. 4 (2).

Beggan, J. K., 1992. On the social nature of nonsocial perception: The mere ownership effect.
Journal of Personality and Social Psychology. Vol. 62(2), pp. 229-37.

Beursken, E., 2012. Transparency in BCI: The effect of the mapping between an imagined
movement and the resulting action on a user’s sense of agency. Bachelor thesis, Radboud University,
Netherlands.

Blankertz, B., Sannelli, C., Halder, S., Hammer, E., Kiibler, A., Miiller, K.-R., Curio, G., Dickhaus,
T., 2010. Neurophysiological predictor of SMR-based BCI performance. Neurolmage. VVol. 51 (4),
pp. 1303-09.

Borst, G., Kievit, R. A., Thompson, W. L., Kosslyn, S. M. 2011. Mental rotation is not easily
cognitively penetrable. Journal of Cognitive Psychology,Vol. 23 (1), pp. 60-75.

Botvinick, M., Cohen, J., 1998. Rubber hands' feel'touch that eyes see. Nature. VVol. 391 (6669), pp.
756.

Braboszcz, C., Hahusseau, S., Delorme, A., 2010. Meditation and neuroscience: from basic research
to clinical practice. Integrative clinical psychology, psychiatry and behavioral medicine:
Perspectives, practices and research, pp. 1910-1929.

Brandmeyer, T., Delorme, A., 2013. Meditation and neurofeedback. Frontiers in psychology, Vol. 4.

Brewin, C. R., Dalgleish, T., Joseph, S. 1996. A dual representation theory of posttraumatic stress
disorder. Psychological review. Vol. 103 (4).

Brosnan, M. J., 1998. The impact of computer anxiety and self-efficacy upon performance. Journal
of computer assisted learning. Vol. 14 (3), pp. 223-34.

Burde, W., Blankertz, B., 2006. Is the locus of control of reinforcement a predictor of brain-
computer interface performance? Paper presented at the PASCAL Pattern Analysis, Statistical
Modelling and Computational Learning.

Chambon, V., Wenke, D., Fleming, S. M., Prinz, W., Haggard, P., 2013. An online neural substrate
for sense of agency. Cerebral Cortex. Vol. 23 (5), pp. 1031-37.

Chaplin, W. F., John, O. P., Goldberg, L. R., 1988. Conceptions of States and Traits: Dimensional
Attributes With Ideals as Prototypes. Journal of Personality and Social Psychology. VVol. 54 (4), pp.
541-57.

Chatterjee, A., Southwood, M. H.1995. Cortical blindness and visual imagery. Neurology, Vol. 45
(12), pp. 2189-95.

Clark, D. M., Wells, A. 1995. A cognitive model of social phobia. Social phobia: Diagnosis,
assessment, and treatment. \VVol. 41 (68), pp. 22-3.



- Advances in User-Training for MI-BCI Control -

Cocks, M., Moulton, C. A., Luu, S., Cil, T. 2014. What surgeons can learn from athletes: mental
practice in sports and surgery. Journal of surgical education. Vol. 71 (2), pp. 262-69.

Coyle, D., Stow, J., McCreadie, K., McElligott, J., Carroll, A., 2015. Sensorimotor modulation
assessment and brain-computer interface training in disorders of consciousness. Archives of physical
medicine and rehabilitation. VVol. 96(3), pp. 62-70.

Damasio, A. R., 1999. The feeling of what happens: Body and emotion in the making of
consciousness. Hartcourt Brace, New York.

Daum, I., Rockstroh, B., Birbaumer, N., Elbert, T., Canavan, A., Lutzenberger, W., 1993.
Behavioural treatment of slow cortical potentials in intractable epilepsy: neuropsychological
predictors of outcome. Journal of Neurology, Neurosurgery & Psychiatry. Vol. 56, pp 94-97.

David, N., Newen, A., Vogeley, K., 2008. The “sense of agency” and its underlying cognitive and
neural mechanisms. Consciousness and cognition. Vol. 17 (2), pp. 523-34.

De Vignemont, F., Fourneret, P., 2004. The sense of agency: A philosophical and empirical review
of the “Who” system. Consciousness and Cognition. Vol. 13 (1), pp. 1-19.

Dorval, M., Pepin, M. 1986. Effect of playing a video game on a measure of spatial visualization.
Perceptual and motor skills. Vol. 62 (1), pp. 159-62.

Engle, R. W., Kane, M. J., Tuholski, S. W., 1999. Individual differences in working memory
capacity and what they tell us about controlled attention, general fluid intelligence, and functions of
the prefrontal cortex. Models of working memory: Mechanisms of active maintenance and executive
control. Pp. 102-34.

Ehrsson, H. H., Spence, C., Passingham, R. E., 2004. That's my hand! Activity in premotor cortex
reflects feeling of ownership of a limb. Science. Vol. 305 (5685), pp. 875-77.

Erfanian, A., Mahmoudi, B. 2013. A Natural EEG-based Brain-computer interface for hand grasp
control: the role of mental practice and concentration. Department of Biomedical Engineering,
Faculty of Electrical Engineering, Iran University of Science & Technology, Tehran, Iran.

Eskandari, P., & Erfanian, A., 2008. Improving the performance of brain-computer interface through
meditation practicing. In Engineering in medicine and biology society, 2008. EMBS 2008. 30th
Annual international conference of the IEEE. Pp. 662-65.

Farrer, C., Frith, C. D., 2002. Experiencing oneself vs another person as being the cause of an action:
the neural correlates of the experience of agency. Neuroimage. Vol. 15 (3), pp. 596-603.

Feinberg, 1., 1978. Efference copy and corollary discharge: implications for thinking and its
disorders. Schizophrenia bulletin. VVol. 4 (4), pp. 636.

Felder, R. M., Spurlin, J., 2005. Applications, reliability and validity of the index of learning
styles. International journal of engineering education. Vol. 21(1), pp. 103-12.

Feng, J., Spence, I., Pratt, J. 2007. Playing an action video game reduces gender differences in spatial
cognition. Psychological Science. Vol. 18 (10), pp. 850-55.

Frey, J., Gervais, R., Fleck, S., Lotte, F., Hachet, M., 2014. Teegi: tangible EEG interface.
Proceedings of the 27th annual ACM symposium on User interface software and technology. pp.
301-08.

Frey, J., Muhl, C., Lotte, F., Hachet, M., 2014. Review of the use of electroencephalography as an
evaluation method for human-computer interaction. Proc. of PhyCS. Pp. 214-23.



- Advances in User-Training for MI-BCI Control -

Friedrich, E. V., Neuper, C., Scherer, R., 2013. Whatever works: A systematic user-centered training
protocol to optimize brain-computer interfacing individually. PloS one. Vol. 8(9).

Gallagher, S., 2000. Philosophical conceptions of the self: Implications for cognitive science. Trends
in Cognitive Sciences. Vol. 4(1), pp. 14-21.

Gallagher, S. 2012. Multiple aspects in the sense of agency. New Ideas in Psychology. Vol. 30 (1),
pp. 15-31.

Graimann B., Allison B., Pfurtscheller, G., 2010. Brain-computer interfaces: Revolutionizing
human-computer interaction. Springer.

Geary, D.C., Saults, S. J., Liu, F., Hoard, M.K. 2000. Sex differences in spatial cognition,
computational fluency, and arithmetical reasoning. Journal of experimental Child Psychology. Vol.
77, pp. 337-53.

Golledge, R. G. 1999. Human wayfinding and cognitive maps. In R. G. Golledge (Ed.), Wayfinding
behavior: Cognitive mapping and other spatial processes. Pp. 5-45. Baltimore, MD: Johns Hopkins
Press.

Guillot, A., Collet, C., Dittmar, A. 2004. Relationship between visual and kinesthetic imagery, field
dependence-independence, and complex motor skills. Journal of Psychophysiology, Vol. 18 (4), pp.
190-98.

Guillot, A., Collet, C., Nguyen, V. A., Malouin, F., Richards, C., Doyon, J. 2008. Functional
neuroanatomical networks associated with expertise in motor imagery. Neuroimage. Vol. 41 (4), pp.
1471-83.

Grosse-Wentrup, M., Scholkopf, B., Hill, J., 2011. Causal influence of gamma oscillations on the
sensorimotor rhythm. Neurolmage. Vol. 56, pp 837-42.

Grosse-Wentrup, M., Scholkopf, B., 2012. High gamma-power predicts performance in
sensorimotor-rhythm brain-computer interfaces. Journal of neural engineering. Vol. 9 (4).

Haggard, P., Clark, S., Kalogeras, J., 2002. Voluntary action and conscious awareness. Nature
neuroscience. Vol. 5 (4), pp. 382-85.

Halder, S., Agorastos, D., Veit, R., Hammer, E. M., Lee, S., Varkuti, B., Bogdan, M, Rosenstiel, W,
Birbaumer, N, Kibler, A., 2011. Neural mechanisms of brain—computer interface control.
Neuroimage. Vol. 55 (4) pp. 1779-90.

Hammer, E. M., Halder, S., Blankertz, B., Sannelli, C., Dickhaus, T., Kleih, S., . .. Kibler, A., 2012.
Psychological predictors of SMR-BCI performance. Biological Psychology. Vol. 89(1), pp. 80-86.

Hammer, E.M., Kaufmann, T., Kleih, S.C., Blankertz, B., Kiibler, A., 2014. Visuo-motor
coordination ability predicts performance with brain-computer interfaces controlled by modulation
of sensorimotor rhythms (SMR). Frontiers in Human Neuroscience. Vol. 8, pp. 574.

Haselager, P., 2013. Did | do that? Brain—computer interfacing and the sense of agency. Minds and
Machines. Vol. 23 (3), pp. 405-18.

He, B., Baxter, B., Edelman, B. J., Cline, C. C., Ye, W.W., 2015. Noninvasive Brain-Computer
Interfaces Based on Sensorimotor Rhythms. Proceedings of the IEEE. Vol. 103 (6), pp. 907-25.



- Advances in User-Training for MI-BCI Control -

Hegarty, M., Montello, D. R., Richardson, A. E., Ishikawa, T. Lovelace, K. 2006. Spatial abilities at
different scales: Individual differences in aptitude-test performance and spatial-layout learning.
Intelligence. Vol. 34 (2), pp. 151-76.

Holmes, E. A., Geddes, J. R., Colom, F., Goodwin, G. M. 2008. Mental imagery as an emotional
amplifier: Application to bipolar disorder. Behaviour research and therapy, Vol. 46 (12), pp. 1251-
58.

Hoyek, N., Collet, C., Rienzo, F., Almeida, M., Guillot, A. 2014. Effectiveness of three-dimensional
digital animation in teaching human anatomy in an authentic classroom context. Anatomical sciences
education, Vol. 7 (6), pp. 430-437.

Humphreys, L. G., Lubinski, D., Yao, G. 1993. Utility of predicting group membership and the role
of spatial visualization in becoming an engineer, physical scientist, or artist. Journal of Applied
Psychology. Vol. 78 (2), pp. 250.

Jeannerod, M. 1994. Motor representations and reality. Behavioral and Brain sciences; Vol. 17 (2),
pp. 229-45.

Jeannerod, M. 2006. Motor cognition: What actions tell the self. Vol. 42. Oxford University Press.

Jeunet, C., Jahanpour, E., Lotte, F., Submitted. Why standard training protocols should be changed:
An experimental study.

Jeunet, C., N’Kaoua, B., Subramanian, S., Hachet, M., Lotte, F., 2015a. Predicting mental imagery
based BCI performance from personality, cognitive profile and neurophysiological patterns.
Accepted, PL0S One.

Jeunet, C., Vi, C., Spelmezan, D., N’Kaoua, B., Lotte, F., Subramanian, S., 2015b. Continuous
Tactile Feedback for Motor-Imagery based Brain-Computer Interaction in a Multitasking Context. In
Human-Computer Interaction—-INTERACT 2015. Pp. 488-505. Springer International Publishing.

Just, M. A., Carpenter, P. A. 1985. Cognitive coordinate systems: accounts of mental rotation and
individual differences in spatial ability. Psychological review, Vol. 92(2), pp. 137.

Kass, S. J., Ahlers, R. H., Dugger, M. 1998. Eliminating gender differences through practice in an
applied visual spatial task. Human Performance, Vol. 11(4), pp. 337-349.

Kaufman, S. B. 2007. Sex differences in mental rotation and spatial visualization ability: Can they be
accounted for by differences in working memory capacity? Intelligence, Vol. 35(3), pp. 211-223.

Keller, J. M., 1987. Development and use of the ARCS model of instructional design. Journal of
instructional development. Vol. 10. No. 3, pp. 2-10.

Keller, J., 2008. An integrative theory of motivation, volition, and performance Technology,
Instruction, Cognition, and Learning. Vol. 6, pp. 79-104.

Keller, J., 2010. Motivational design for learning and performance: The ARCS model approach.
Springer

Kleih, S.C., Kaufmann, T., Hammer, E., Pisotta, I., Picchiori, F., Riccio, A., Mattia, D. & Kubler, A.,
2013. Motivation and SMR-BCI: Fear of Failure Affects BCI Performance. In: J. d. R. Millan, S.
Gao, G. Miller-Putz, J.R. Wolpaw & J.E. Huggins (Eds.). Proceedings of the 5th International
Brain-Computer Interface Meeting: Defining the Future, Asilomar Conference Center, Pacific
Grove, California, USA, June, 3-7, pp.160-61.

Kleih, S., Kibler, A., 2015. Psychological factors influencing Brain-Computer Interface (BCI)
performance. Proceedings of the BCI Workshop of the SMC2015 Conference. In press.



- Advances in User-Training for MI-BCI Control -

Kosslyn, S. M. 1980. Image and mind. Harvard University Press.

Kosslyn, S. M., Pylyshyn, Z. 1994. Image and brain: The resolution of the imagery debate. Nature,
Vol. 372(6503), pp. 289-289.

Kubler, A., Holz, E., Kaufmann, T., Zickler, C., 2013. A user centred approach for bringing BCI
controlled applications to end-users. In: Brain-Computer Interface Systems-Recent Progress and
Future Prospects.

Kihn, S., Brass, M., Haggard, P., 2013. Feeling in control: Neural correlates of experience of
agency. Cortex. VVol. 49(7), pp. 1935-42.

Lamm, C., Windischberger, C., Moser, E., Bauer, H. 2007. The functional role of dorso-lateral
premotor cortex during mental rotation: an event-related fMRI study separating cognitive processing
steps using a novel task paradigm. Neurolmage, Vol. 36(4), pp. 1374-86.

Lim, C., Lee, T., Guan, C., Fung, D. S., Cheung, Y., Teng, S., Zhang, H., Krishnan, K., 2010.
Effectiveness of a Brain-Computer Interface Based Programme for the Treatment of ADHD: A Pilot
Study. Psychopharmacology Bulletin. VVol. 43, pp. 73-82.

Lim,C. G, Lee, T. S., Guan, C., Fung, D. S. S., Zhao, Y., Teng, S. S. W., Zhang H., Krishnan, K. R.
R., 2012. A brain-computer interface based attention training program for treating attention deficit
hyperactivity disorder. PLoS One. Vol. 7 (10).

Linn, M. C., Petersen, A. C. 1985. Emergence and characterization of sex differences in spatial
ability: A meta-analysis. Child development Pp. 1479-98.

Lohman, D. F. 1993. Spatial ability and g. In I. Dennis & P. Tapsfield (Eds.), Human abilities: Their
nature and measurement. Pp. 97-116. Mahwah, NJ: Erlbaum.

Lotte, F., Larrue, F., Muhl, C., 2013a. Flaws in current human training protocols for spontaneous
Brain-Computer Interfaces: lessons learned from instructional design. Frontiers in human
neuroscience. Vol. 7.

Lotte, F., Faller, J., Guger, C., Renard, Y., Pfurtscheller, G., Lécuyer, A., Leeb, R., 2013b.
Combining BCI with Virtual Reality: Towards New Applications and Improved BCI. In: Towards
Practical Brain-Computer Interfaces. Pp. 197-220. Springer Berlin Heidelberg.

Lotte, F., Jeunet, C., 2015a. Towards Improved BCI based on Human Learning Principles. 3rd
International Brain-Computer Interfaces Winter Conference.

Lutz, A., Slagter, H. A., Dunne, J. D., Davidson, R. J., 2008. Attention regulation and monitoring in
meditation. Trends in cognitive sciences. Vol. 12 (4), pp 163-169.

Makeig, S., Kothe, C., Mullen, T., Bigdely-Shamlo, N., Zhang, Z., Kreutz-Delgado, K., 2012.
Evolving signal processing for brain—computer interfaces. Proceedings of the IEEE.

Martin, J. 2012. Mental preparation for the 2014 winter paralympic games. Clinical Journal of Sport
Medicine. Vol. 22(1), pp. 70-73.

Marusan, M., Kulistak, J., Zara, J. 2006. Virtual Reality in neurorehabilitation: mental rotation. In
Proceedings of the Third Central European Multimedia and Virtual Reality Conference. Pp. 77-83.

McCreadie, K. A, Coyle, D. H., Prasad, G., 2014. Is sensorimotor BCI performance influenced
differently by mono, stereo, or 3-D auditory feedback?. IEEE Transactions on Neural Systems and
Rehabilitation Engineering. Vol. 22 (3), pp. 431-440.



- Advances in User-Training for MI-BCI Control -

McFarland, D. J., McCane, L. M., Wolpaw, J. R., 1998. EEG-based communication and control:
short-term role of feedback. Rehabilitation Engineering, IEEE Transactions on. Vol. 6(1), pp. 7-11.

McFarland, D., Sarnacki, W., Wolpaw, J., 2010. Electroencephalographic (EEG) control of three-
dimensional movement. Journal of Neural Engineering. Vol. 7.

Mechelli, A., Price, C.J., Friston, K.J., Ishai, A., 2004. Where bottom-up meets top-down: neuronal
interactions during perception and imagery. Cerebral Cortex, VVol. 14, pp. 1256-1265.

Millan, J. d R., Franzé, M., Cincotti, F., Varsta, M., Heikkonen, J., Babiloni, F., 2002. A Local
Neural Classifier for the Recognition of EEG Patterns Associated to Mental Tasks. IEEE
transactions in neural networks. Vol. 13 (3), pp. 678-86.

Millan, J. d R., Rupp, R., Miiller-Putz, G. R., Murray-Smith, R., Giugliemma, C., Tangermann, M.,
..., Mattia, D., 2010. Combining brain—computer interfaces and assistive technologies: state-of-the-
art and challenges. Frontiers in neuroscience. Vol. 4.

Miller K.J., Schalk G., Fetz E.E., Nijs M.d., Ojemann J.G., Rao R.P.N. 2010. Cortical activity during
motor execution, motor imagery, and imagery-based online feedback. PNAS. Vol. 107 (9), pp. 4430-
35

Moreau, D., Mansy-Dannay, A., Clerc, J., Guerrien, A. 2011. Spatial ability and motor performance:
assessing mental rotation processes in elite and novice athletes. International Journal of Sport
Psychology. Vol. 42(6), pp. 525-547.

Murphy, S.M. 1994. Imagery interventions in sport. Medicine and Science in Sports and Exercise,
vol. 26, pp. 486-494.

Neumann, N., Birbaumer, N., 2003. Predictors of successful self-control during brain-computer
communication. Journal of Neurology, Neurosurgery & Psychiatry. Vol. 74, pp. 1117-21.

Neuper, C., Scherer, R., Reiner, M., Pfurtscheller, G., 2005. Imagery of motor actions: differential
effects of kinesthetic and visual-motor mode of imagery in single-trial EEG. Brain Res Cogn Brain
Res. Vol. 25, pp. 668-677.

Neuper, C., Pfurtscheller, G., 2010. Neurofeedback Training for BCI Control. In: Brain-Computer
Interfaces. Pp. 65-78. Springer Berlin Heidelberg.

Nijboer, F., Birbaumer, N., Kibler, A., 2010. The influence of psychological state and motivation on
brain-computer interface performance in patients with amyotrophic lateral sclerosis - a longitudinal
study. Frontiers in Neuroscience. Vol. 4.

Nijboer, F., Clausen, J., Allison, B. Z., Haselager, P., 2013. The asilomar survey: Stakeholders’
opinions on ethical issues related to brain-computer interfacing. Neuroethics. Vol. 6 (3), pp. 541-78.

Nijboer, F., Furdea, A., Gunst, I., Mellinger, J., McFarland, D.-J., Birbaumer, N., Kubler, A., 2008.
An auditory brain-computer interface (BCI). Journal of Neuroscience Methods. Vol. 167, pp. 43-50.

Nissen, M. J., Bullemer, P., 1987. Attentional requirements of learning: Evidence from performance
measures. Cognitive psychology, Vol. 19 (1), pp. 1-32.

Okagaki, L., Frensch, P. 1994. Effects of video game playing on measures of spatial performance:
Gender effects in late adolescence. Journal of Applied Developmental Psychology. Vol. 15, pp. 33-
58.



- Advances in User-Training for MI-BCI Control -

Oertel-Kndchel, V., Knéchel, C., Rotarska-Jagiela, A., Reinke, B., Prvulovic, D., Haenschel, C., ...
Linden, D. E. 2013. Association between psychotic symptoms and cortical thickness reduction
across the schizophrenia spectrum. Cerebral Cortex. Vol. 23 (1), pp. 61-70.

Peres-Marcos, D., Slater, M., Sanchez-Vives, M. V., 2009. Inducing a virtual hand ownership
illusion through a brain-computer interface. Neuroreport. Vol. 20 (6), pp. 589-94.

Petersen, S. E., Posner, M. ., 2012. The attention system of the human brain: 20 years after. Annual
review of neuroscience. vol. 35, pp. 73-89.

Pfurtscheller, G., Neuper, C., 2001. Motor Imagery and Direct Brain-Computer Communication.
proceedings of the IEEE. Vol. 89, pp. 1123-34

Pfurtscheller, G., Miiller-Putz, G., Scherer, R., Neuper, C., 2008, Rehabilitation with Brain-
Computer Interface Systems. IEEE Computer. Vol. 41, pp. 58-65

Poltrock, S. E., Brown, P., 1984. Individual differences in visual imagery and spatial ability.
Intelligence. Vol. 8, pp. 93-138.

Posner, M. 1., Boies, S. J., 1971. Components of attention. Psychological review. Vol. 78, No. 5, pp.
391-408.

Posner, M. 1., Petersen, S. E., 1990. The attention system of the human brain. Annual Reviews of
Neuroscience. Vol. 13, pp. 25-42.

Ramsey, L., Tangermann, M., Haufe, S., Blankertz, B., 2009. Practicing fast-decision BCI using a
“goalkeeper" paradigm. BMC Neuroscience. Vol. 10 (1).

Randolph, A.-B., 2012. Not all created equal: individual-technology fit of brain—computer interfaces.
In: 45th Hawaii International Conference on System Science HICSS, pp. 572-78.

Randolph, A.-B., Jackson, M.-M., Karmakar, S., 2010. Individual characteristics and their effect on
predicting Mu rhythm modulation. International Journal on Human—-Computer Interaction. Vol.
27(1), pp. 24-37.

Ridderinkhof, K. R., Brass, M. 2015. How Kinesthetic Motor Imagery works: A predictive-
processing theory of visualization in sports and motor expertise. Journal of Physiology-Paris, Vol.
109(1), pp. 53-63.

Rogers, M. A., Bradshaw, J. L., Phillips, J. G., Chiu, E., Mileshkin, C., Vaddadi, K. 2002. Mental
rotation in unipolar major depression. Journal of clinical and experimental neuropsychology. vol.
24(1), pp. 101-06.

Roy, R., 2015. Etude de corrélats électrophysiologiques pour la discrimination d'états de fatigue et de
charge mentale: apports pour les interfaces cerveau-machine passives (Doctoral dissertation,
Grenoble Alpes).

Saadé, R. and Kira, D., 2009. Computer anxiety in e-learning: The effect of computer self-efficacy.
Journal of Information Technology Education: Research. Vol. 8 (1), pp. 177-91.

Schumacher, J., Jeunet, C., Lotte, F., 2015. Towards Explanatory Feedback for User Training in
Brain—-Computer Interfaces. In IEEE International Conference on Systems Man & Cybernetics
(IEEE SMC).

Scordella, A., Di Sano, S., Aureli, T., Cerratti, P., Verratti, V., Fano-lllic, G., Pietrangelo, T. 2015.
The role of general dynamic coordination in the handwriting skills of children. Frontiers in
psychology. Vol. 6.



- Advances in User-Training for MI-BCI Control -

Seghier, M. L., 2013. The angular gyrus multiple functions and multiple subdivisions. The
Neuroscientist. VVol. 19 (1), pp. 43-61.

Shea, D. L., Lubinski, D., Benbow, C. P. 2001. Importance of assessing spatial ability in
intellectually talented young adolescents: A 20-year longitudinal study. Journal of Educational
Psychology. Vol. 93(3), pp. 604.

Shepard, R. N. 1978. The mental image. American psychologist, Vol. 33(2), pp. 125.

Simsek, A., 2011. The Relationship between Computer Anxiety and Computer Self-Efficacy.
Contemporary Educational Technology. Vol. 2 (3), pp. 177-87.

Subrahmanyam, K., Greenfield, P. M. 1994. Effect of video game practice on spatial skills in girls
and boys. Journal of applied developmental psychology. Vol. 15(1), pp. 13-32.

Sweller, J., van Merrienboer, J., Pass, F., 1998. Cognitive Architecture and Instructional Design
Educational Psychology Review. Vol. 10, pp. 251-96.

Synofzik, M., Vosgerau, G., Newen, A., 2008. Beyond the comparator model: A multifactorial two-
step account of agency. Consciousness and Cognition. Vol. 17 (1), pp. 219-39.

Terlecki, M. S., Newcombe, N. S., Little, M. 2008. Durable and generalized effects of spatial
experience on mental rotation: Gender differences in growth patterns. Applied cognitive psychology,
Vol. 22(7), pp. 996-1013.

Thompson, J. M., Nuerk, H. C., Moeller, K., Kadosh, R. C. 2013. The link between mental rotation
ability and basic numerical representations. Acta psychologica. VVol. 144(2), pp. 324-331.

Uttal, D. H., Meadow, N. G., Tipton, E., Hand, L. L., Alden, A. R., Warren, C., Newcombe, N. S.
2013. The malleability of spatial skills: a meta-analysis of training studies. Psychological bulletin.
Vol. 139(2), pp. 352.

Van Erp, J., Lotte, F., Tangermann, M., 2012. Brain-Computer Interfaces: Beyond Medical
Applications. IEEE Computer. Vol. 45, pp. 26-34.

Ventura, M., Shute, V., Zhao, W. 2013. The relationship between video game use and a
performance-based measure of persistence. Computers & Education. VVol. 60(1), pp. 52-58.

Vlek, R., van Acken, J. P., Beursken, E., Roijendijk, L., Haselager, P., 2014. BCI and a User’s
Judgment of Agency. In: Brain-Computer-Interfaces in their ethical, social and cultural contexts.
Springer Netherlands, pp. 193-202.

Vuckovic, A., Osuagwu, B.-A., 2013. Using a motor imagery guestionnaire to estimate the
performance of a brain—computer interface based on object oriented motor-imagery. Clinical
Neurophysiology. VVol. 124(8), pp. 1586-95.

Wai, J., Lubinski, D., Benbow, C. P. 2009. Spatial ability for STEM domains: aligning over 50
years of cumulative psychological knowledge solidifies its importance. Journal of Educational
Psychology. Vol. 101(4), pp. 817.

Wander, J. D., Blakely, T., Miller, K. J., Weaver, K. E., Johnson, L. A,, Olson, J. D., Fetz, E. E.,
Rao, R. P. N., Ojemann, J. G., 2013. Distributed cortical adaptation during learning of a brain—
computer interface task. Proceedings of the National Academy of Sciences. Vol. 110(26), pp. 10818-
23.

Wegner, D. M., 2003. The illusion of conscious will. Cambridge: MIT Press.



- Advances in User-Training for MI-BCI Control -

Wegner, D. M., Sparrow, B., Winerman, L., 2004. Vicarious agency: Experiencing control over the
movements of others. Journal of Personality and Social Psychology. Vol. 86, pp. 838-48.

Wiener, J. M., Biichner, S. J., Hdlscher, C. 2009. Taxonomy of human wayfinding tasks: A
knowledge-based approach. Spatial Cognition & Computation.Vol. 9(2), pp. 152-65.

Witte, M., Kober, S.-E., Ninaus, M., Neuper, C., Wood, G., 2013. Control beliefs can predict the
ability to up-regulate sensorimotor rhythm during neurofeedback training. Frontiers in human
neuroscience. Vol. 7.

Wolpaw, J. R., McFarland, D. J., Neat, G. W., Forneris, C. A., 1991. An EEG-based brain-computer
interface for cursor control. Electroencephalography and clinical neurophysiology. Vol. 78, pp. 252-
59.

Wolpaw J. R., Wolpaw E. W., 2012. Brain-Computer Interfaces: Principles and Practice, Oxford
University Press.

Zander, T. O., Battes, B., Schélkopf, B., Grosse-Wentrup, M., 2013. Towards neurofeedback for
improving visual attention. In 5th International Brain-Computer Interface Meeting.

Zvyagintsev, M., Clemens, B., Chechko, N., Mathiak, K. A., Sack, A. T., Mathiak, K. 2013. Brain
networks underlying mental imagery of auditory and visual information. European Journal of
NeuroscienceVol. 37(9), pp. 1421-34.



