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HUMAN SUBJECT CASES (THE BLIND) .

Purpose of the Case: Develop a brain chip and
sensors that can perceive their environment =
by comparing the motor functions of naturally
visyally impaired individuyals with those who =
have subsequently lost their vision. \ﬂ-

HUMAN SUBJECT CONTROL

- Walk: ; w
Run: Spacebar :
Turn Right: D (Turns 90 degrees to the right in one tap.)
Turn Left: A (Turns 90 degrees to the left in one tap.)
Use Hand: E
Door Handle: Arrow Keys
¢ Numeric: Numpad

EXPERIMENTS

l. Running

2. Walking and using hand .
3. Making a decision in a tense moment
4, Ability to be calm

5. Careful listening

6. Trusting and swimming

7. Defending with a gun




e e | esoAP\ ZRic WALL

i RMNG‘ MoV‘NG' ELEO » i
‘The purpose ofrthe“experiment= Measuring the ability of a visually impaired
individual.to make decisions and act quickly under stress.

'Experlment Features o : : : | ‘555
'~ Initial communication with the subgect is made. : : 44[
= The suybject is gulded with simple instructions.
.~ The subject is not 1nformed when he/she loses his/her way
_or goes in the opp051te direction.
2 Statlstlcs ; :
- Given time: 2 minutes
—- Best time: 69 seconds (Jeff wmmmm - 1975)
- Worst time: 2 seconds (Daniel Vs - 2021)
- Maximum loop: 23 tlmes (Jeff Cmm——) : 6
»v-'Of, the 1526 subjects, 958 passed. —_ ey ,
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RUNNING DIRECTION

(WHEN THE conTRoL PAssEs To YoU,
ADAM |s LookING IN THIs DIRECTION.)
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HoW To SURV|VE

— WHEN YoU LEAVE THE RooM, START RUNNING, AND TURN IN TIME To THE DIRECcTIONS
YoU WERE ToLD AND KEEP RUNNING.

- IF YoU WALK, YoU WoN'T BE ABLE To REACH THE DooR IN TIME AND THE ELECTRIC
WALL CoMING TOoWARDS YoU WILL KILL YoU.
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DIRECT|VES

— START RUNNING WITHoUT TURNING ANYWHERE.

— WHEN YoU GET To WHERE YoU NEED To TURN, YoU WiLL BE ToLD WHERE To TURN.

— WHEN YoU REACH THE DooR, PULL THE DooR HANDLE AccoRDING To THE DIRECTIONS. .

START RUNNING [HoLD SPACEBAR AND DoN'T RELEASE]
. TURN RIGHT [TAP D]
2. TURN LEFT [TAP A]
3. TURN LEFT [TAP Al
4. TURN LEFT [TAP A]
5.
&
—7

TURN RIGHT [TAP D]
. TURN LEFT [TAP Al
. TURN RIGHT [TAP D]

FIND THE DooR HANDLE WHEN YoU REACH - THE DooR [HolLD E]
|. DoorR HANDLE Down [TAP DoWN ARROW KEY]

‘2. DooR HANDLE UP [TAP UP ARROW KEY]

3. DooR HANDLE RIGHT [TAP RIGHT ARROW KEY]

4. DooR HANDLE LEFT [TAP LEFT ARROW KEY]

WALK FORWARD UNTIL YoU LEAVE THE Room AFTER THE DooR oPENS [HolD w]




- ELEQfRiG WALLS (MAZE 2 ,.

~The purpose of the“experiment= Analysis of standard walking and hand-use functions.

‘Experiment Features
= Voice communlcatlon with the subject contlnues but cannot
' be viewed from the camera anymore.
= The actions to be taken by the subject are told in advance.
.~ The subject is 1nstructed not to dev1ate from the given

: 1nstruct10ns.-

5 Statistics bl
- Given time: No time limit.
- Best time: -- seconds (Gabriel vimsissmm - 1981)

- Worst time: 5 seconds ('-----.-l 1975)
> Of the 958 subjects, 895 passed.
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HoW To SURVIVE
— WHEN YoU FIRST ENTER THE RooM, YoU MUST NoT MoVE UNTIL YoU ARE TolLD. YoU ARE
IN A NARROW HALLWAY AND THE WALLS ARE ELECTRIC. WHEN YOoU ToUcCH THE WALL, YoU DIE.
- LISTEN CAREFULLY To HoW MANY STEPS IN WHICH DIRECTIoN YoU wlLL G o. No TIME LIM|T.
— DoN'T FORGET To COUNT YOoUR STEPS As YoU WALK.

e

DIRECTIVES ;
- AFTER ENTERING THE RoOM, Go 7 STEPS FonARD WITHoUT TURNING ANYWHERE. [HolLD wl
— TURN R|GHT AFTER =7 STEPS [LTAP D]
- AFTER YoU TURN, WALK ANOTHER 5 STEPS. [HoLD w]
— AFTER 58 STEPS YoU WILL REACH A TABLE. THERE IS A DooR KEY oN THE TABLE. USE

25 : YoUR HAND To FIND THE TABLE AND GET THE KEY. [HoLD E]

. — AFTER YoU GET THE KEY, TURN LEFT [TAP A] AND Go 1O STEPS. [HoLD w] :
— AT THE END ofF THE HALLWAY, YoU WiLL REACH A DooR. USE YoUR HAND To FIND THE Sl
. DooR AND oPEN |T W|TH THE KEY YoU FoUND. [HoLD E] : A
- WHEN YoU oPEN THE DooR, TAKE 2 STEPS AND G0 oUT. [HoLD w]
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ELECTRIC WALLS 2 (WAZE 3).

: The purpose of theréxﬁeriment' Measurlng the subJect s ability to make healthy
a'de0181ons by creatlng a tense env1ronment.

 Experiment Features

- Communication with the subaect is 1nterrupted._ :

7= A1l directibns are qulckly glven to the. subJect so that he/she can 5] e
leave the room.-,_, > . : : : S : ;a}fuﬁ

1 Statistics | e
e = Giyern time: No tlme limit.
- Best time: -- seconds (Temel‘l.l.l-ll 1975)

. - Worst time: 1l seconds (Nehir R - 1992)
= 0Of the 893 subjects, 549 passed.

k’k 2 sTEPS
| >
z | ‘
t‘{ © STEPS # STEPST Sogra \l 3 STEPS
\ iy f |
| 0 6 ©c 06 0 o o 0o ’0’
2 sTEPS fo ’ 28 e
T k) Eo'f?-\o _‘_ 3t S5 2R
START SRE R

Po|nT

TEME|

HoW To SURVIVE :

= WHEN YoU ENTER THE RooM, THE DooR WILL cLosE BEHIND YoU AND SoMETHING WILL
FoRCE THE DooR oPEN. BUT DoN'T WORRY, IT CAN'T GET IN.

— COMMUNICATION |S INTERRUPTED WHILE DIRECTIONS ARE aUICKLY GIVEN To YoU To
LEAVE THE RooM. YoU HAVE To REMEMBER THE DIRECTIOoNS WELL AND MoVE ACCORDINGLY.

— AGAIN, DOoN'T FORGET To CoOUNT YOUR STEPS WHEN YoU WALK. THE WALLsS ARE ELEGTRIG
Do NoT DEVIATE Too MUCH FRoM YoUR DIREcCTION.

2ot T DIRECTIVES
# i - AFTER THE CoOMMUNICATION |s LoST, FoLLoWw THE PATH BELOW.
- WALK 2 STEPS FORWARD |N THE DlREGTIDN YoU ENTERED THE Room. [HolLD w]
- TURN RIGHT [TAP D]
- 8 STEPS FORWARD [HoLD w]
— TURN LEFT [TAP Al
- TAKE 2 sTEPS [HoLD w]
— TURN RIGHT [TAP D]
- TAKE 2 sTEPS [HoLD w]
'— TURN RIGHT [TAP D]
- WALK UNTIL YoU coME To THE DooRr EHDLD wl
- REACH FoR THE DooR AND oPEN |T [HoLD E]
= WALK FonARD UNTIL YoU LEAVE THE RooM AFTER THE DooR oPENS [.HoLD w]




. oUTSIDE (MAZE 4)

The purpose of the experlment' Measuring the ability to find direction under
dlfflcult outside factors._ ¢ - b

'Experlment Features

‘- No communication is made with the subJect until he/she reaches the door.
= Direction finding depends on the subJect remalnlng completely calm and
“keeping the path 1n mind.

Stat;stlcs :
e oGl e time ¢ No time limit.
- Best time: -- seconds (Grace— 1992)

- Worst time: 16 seconds (Shanyuan G - 2001)
- Of the 549 sudbjects, 269 passed.
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HoW To SURVWE :

— YoU THINK |T'S oVER, BUT l-r S NOT, THING’S GET HARDER FINDING YOoUR DIRECTION HERE
1S ENTIRELY UP To YOUR APBILITY. YoU WILL NoT BE GIVEN ANY INFORMATION.

— THE WALLS HERE ARE HIGH VoLTAGE. WHEN YoU GET cLoSE To THE WALL, YoU wiLL FEEL
A-SMALL ELECTRIC sHoCK, BUT IT WILL NOoT HURT YoU. |IF YoU GET ANY CLOSER YoU
WiLL BE EXPoSED To HIGH VoLTAGE AND YoU wiLL DIE.

— WHEN YoU FEEL THE FIRST ELECTRIC SHocKk, YoU SHoULD No LONGER Go STRAIGHT.
YoU HAVE To TURN RIGHT oR LEFT AND MDVE IN THE oTHER DIRECTION. COUNTING YDUR
STEPS |S USELEsSs HERE.

DIREcCT|VES

- WALK FORWARD UNTIL YoU HEAR THE FIRST ELECTR|C SHoCck SoUND lN THE DIRECcTION
YoU GET oUT ofF THE BEFORE RooM [HolLD wl.

- TURN RIGHT [TAP D] ; :

= WALK FORWARD UNTIL YoU HEAR THE ELECcTRIC SHock [HolLD wl]

— TURN LEFT [TAP A]

- WALK FORWARD UNTIL YoU HEAR THE ELECTRIC SHock [HolLD w]

— TURN LEFT [TAP Al :

- WALK FORWARD UNTIL YoU HEAR THE ELECTRIC SHock [HolLD wl

- TURN RIGHT [TAP D]

— WALK FORWARD UNTIL YoU HEAR THE ELECTRIC SHock [HoLD wl

- TURN LEFT [TAP A]

- WALK FORWARD UNTIL YoU HEAR THE ELECcTRIC SHock [HolLD w]

- TURN RIGHT [TAP D] _

- wALK FORWARD UNTIL YoU REACH THE DooR [HoLD wl

DooR

YoU HAVE To PULL THE DooR HANDLE DoWN EVERY TIME YoU HEAR A cLICk To oPEN THE DooR.

l. cLick — DooR HANDLE DowN [TAP DoWN ARROW KEY]
2. cLIck — DooR HANDLE Down [TAP DowN ARROW KEY] l J
3. cLiCk - DooR HANDLE Down [TAP DoWN ARRoW KEY] '

Go FORWARD AFTER THE DooR oPENS [HolLD w]

Ay \rM 3 !
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The purpose of the experlment' Is it possible to move in the direction of the
sound in a distracting env1ronment° :

‘Experlment Features

- The subject is given all the necessary instructions.

= In order for the subject to be successful, he/she must pay close attention
to the 'sounds he/she hears. :

Stat;stlcs

.~ Given time: No time limit.

- Best time: -- seconds (Jeff‘llll.l - 1975) :

~ Worst time: 15 seconds (Yuri R - 19853)

| eMNT oe@0
=PI “the 296 subjects; 187 passed. .
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HoW To SURV|VE

— WHEN YoU G o INSIDE AGAIN FRoM THE oUTSIDE, YoU WILL Go DoWN To THE BASEMENT.
THERE |S SEWAGE WATER IN THE BASEMENT THAT CcoMEs UP To THE KNEE, :

— THE WALLS HERE ARE ALSo ELECTRIFIED, YoU DIE THE MOMENT YoU ToUCH THEM.

— THERE ARE 2 THINGS YoU NEED To PAY ATTENTION To IN THIS HALLWAY, DRIPPING
soUNDS AND THE DooR coPE HIDDEN IN THE MUS|C.

— DRIP SoUNDS ARE coMING FRoM THE EX|T DooR DIRECTION. YoU HAVE To FoLLow THE
SoUND oF DRrR|PS AS YoU MoVE ALoNG THE HALLWAY. THE DIRECTIoN ofF THE sSoUND ofF
THE DRIP WILL CHANGE WHEN YoU coME To THE PLACE YoU NEED To TURN, YoU MUST
TURN IN THAT DIRECTION AND CONTINUE WALKING. YOU HAVE To BE VERY CAREFUL
WHERE THE DR|P SoUNDS ARE CcoMING FRoOM. _

— YoU NEED A 2-D|6|T PASSWORD To oPEN THE EX|T DooR. THE NUMBERS of THIS
PASSWoRD ARE SAID IN THE MUsIc. YoU CAN HEAR |T |IF YoU LISTEN CAREFULLY.
ALSo, THIS PASSWORD |S PLACED |IN THE SPECTROGRAM.MP4 FILE oN THE
FRANKSCOMPUTER.ONLINE WEPBS|TE. YoU CAN FIND THIS PASSWORD USING A
SPECTROGRAM ANALYZER.

DIRECT|VES :
WALK FORWARD UNTIL THE DIRECTION oF THE DRIP SoUNDS coME FrRoM THE LEFT. [HoLD wl
l. TURN LEFT [TAP Al »

WALK FORWARD UNTIL THE DIRECTION ofF THE DRIP SoUNDS coME FRoM THE RIGHT. [HoLD w]
2. TURN RIGHT [TAP D]

WALK FORWARD UNTIL THE DIRECTION oF THE DR|P SoUNDS coME FrRoM THE RIGHT. [HolLD wl]
3. TURN RIGHT [TAP D]

WALK FORWARD UNTIL THE DIRECTION oF THE DRIP SoUNDS coME FRoM THE RIGHT. [HoLD wl

4. TURN RIGHT [TAP D] :
WALK FORWARD UNTIL THE DIRECTION ©oF THE DRIP SoUNDS coME FRoM THE LEFT. [HoLD wl
5. TURN LEFT [TAP A]

‘WALK FORWARD UNTIL THE DIRECTION ofF THE DRIP SOUNDS coME FRoM THE LEFT. [HoLD w]l

6. TURN LEFT [TAP A]

WALK FORWARD UNTIL YoU REACH THE DooR [HolD wl

USE YoUR HAND To SEARCH FoR THE DooR AND FIND THE KEYPAD. [HoLD E]
ENTER THE DooR PASSWORD USING NUMPAD: e52

koS
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The purpose of the experiment: Improving the ability to find direction while
swimming. ' ' - s

Experiment Features = Y

= The subject is given basic information to reach the door.

‘= The final commynication with the subject is made here.

Statistics

- Given time: 5Q‘séconds when the water rise
. - Best time: —- seconds (Gabriel GNESNEER- 1981)
- Worst time: 95 seconds (Danie]l R - 2021) :
=0f the 1872  s\ybljjects, 92 passed.. . >
3 .
:  EX|T
3% \
voogg 1 (ELE ATOR)
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HoW To SURVIVE

— WITH THE DooR YoU oPENED IN THE PREVIOUS RooM, WATER WILL BEGIN To ENTER THE
INSIDE. FRoM HERE oN, YoU WILL CONTINUE BY SWIMMING.

— THERE |S No ELECTRICITY IN THE WALLS. SWIM To THE END ofFf THE RoAD AND CoNTINUE
SWIMMING THE oPPoSITE WAY To THE sSoUND of THE DooR CLOSING. PAY ATTENTION To

~ WHETHER THE SoUND |S coMING FRoM THE RIGHT oR THE LEFT. '

— WHEN THE WATER REACHES FULL HEIGHT AND STARTS YoU CAN'T BREATHE, YoU GET
50 SEcoNDS To REACH THE EX|T (ELEVATOR).

PIRECTIVES _

START SWIMMING FAST FORWARD [HoLD SPACEBRAR AND DoN’T RELEASE]
. TURN RIGHT [TAP D]

2. TURN LEFT [TAP A]

3. TURN RIGHT [TAP D]

4. TURN RIGHT [TAP D]

KEEP SWIMMING UNTIL YoU REACH THE EX|T.

- IF YoU Go ToWARDS cLoSED DooRs, YoU WILL LosSE TIME.

— |F YoU Do NoT HEAR THE sSoUND ofF STRoOKES, YoU MUST TURN RIGHT oR LEFT
AND CoNTINUE.

- AS YoU APPROACH THE 3RD TURN, THE WATER LEVEL WILL RISE, AFTER WHICH YoU GET
5O SEcoNDS To REACH THE EX|T.

: ii . . I.‘ .ll II I. I . I | |
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. EILL THEM ALL (MAZE 7)
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The purpose of the experlment' Measuring the skill to use weapons with the

Just ability to hear.

‘Experlment Features
= The subject is not instructed to an action.

“=.The sybject’ cannot move. He/she cannot turn left or rlght but can p01nt

_the shotgun in the dlrectlon he/she is almlng.

Stat;stlcs

corGiyen time Varlable !

- Best time: 40 seconds (Dav1d_ - 1981)
- Worst time: 6 seconds (Noah AR - 1999)
= Of ‘the 92 subjects, 38 passed.
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HoW To SURV|VE

ENTER
(ELEVATOR)

— AFTER YoU REACH THE ELEVATOR BY SWIMMING, 2 PEOPLE WAITING FDR YoU AT THE
ELEVATOR WILL TIE YoU To AN UPRIGHT STRETCHER WHILE YoU Go UP oNE FLoOR.
— WHEN YoU REACH THE FIRST FLoOoR, THEY WILL PLACE YoU IN THE MIDDLE of THE RooM

WITH THE STRETCHER AND GIVE YOoUR HAND A SHOoTGUN.

— AFTER THE BELL RINGS, SOME THINGS WILL COME ToWARDS YoU FRoM YoUR RIGHT,
LEFT, AND IN FRONT OF YoU. YoU HAVE To SHooT THEM To SURV|VE.

DIRECTI|VES

PECAUSE YoU ARE TIED To THE STRETCHER, YoU CANNOT MoVE AND TURN LEFT OR RIGHT.
POINT YOUR SHOoTGUN IN THE DIRECTION THINGS ARE CoMING FRoM AND SHooT. LISTEN To
THEIR FooTSTEPS To UNDERSTAND WHERE THEY CAME FrRoOM.

. SHooT RIGHT [HoLD D] + [TAP E oR LEFT cLick]
. SHooT LEFT [HoLD Al + [TAP E oR LEFT cLIck]
SHooT FRONT [HolLD w] + [TAP E oR LEFT cLick]
. SHooT FRoNT [HolLD W]l + [TAP E oR LEFT cLick]
SHooT LEFT [HoLD A1 + [TAP E orR LEFT cLICck]
SHooT LEFT [HolLD A] + [TAP E oR LEFT cLIck]
. SHooT RIGHT [HolLD D] + [TAP E oR LEFT cLIck]
SHooT LEFT [HoLD A] + [TAP E oR LEFT cLiIck]
. SHooT FRONT [HolLD W] + [TAP E oR LEFT cLIck]
|a SHooT RIGHT [HolLD D] + [TAP E oR LEFT cLick]
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