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Introduction & Background Results: Immersion-related Dipole Clusters
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* Physical & challenge immersion ratings selectively modulated (by view and difficulty)

» Both the right and left lateral fusiform yielded broadband beta and gamma
band increases with VR, and decreases with the easy track

* Though smaller, the posterior cingulate showed this same pattern

» Fusiform and PCC are directly connected and part of the DMN

* The right, but not left, inferior parietal lobule yielded a novel cross-over

W "" interaction pattern in alpha and gamma

L_“J\ * This region acts as a hub for external and internal attention, and may play an

important role in immersion

* These results suggest that immersion may depend on regions that interface
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