EREI BE ]
2025 4E 9 /]

IR 1274l

Journal of Brain-Computer Interface

I

EHR E &

AL i i Pl AZ 1 2tk

4
/\:Euﬂ.\ﬂ'f

X X 5K

REXRFEFIRERUEFHRER XiE 300072

B E BRAEMNEDSERANSAMRE LREGHERNS AZAT . EMILERRKEHSZRZ R ZEAIE
N, AEEFARET AR TGRS, BRI EFEAREE R VR Rz XFLAMLHAS «BCl 4925 58% 5
fhaka, WREBBESHATRFRGHAANTLZ%, EHEIEEHRFLAEPERECTHAATRZEL, AL
BT R, RAARM, RAAREAMER, BETEFREFLRE, AZ2ARTA, R EREZATH
B8R Fa e, R T E S AL TS, SESREAF A RN —R— B E 5 @mey ek, JHig
BT RRGFRT G,

ERA HRAAED; BMILE; HERA

A Review of Virtual Reality-Based Affective Brain-Computer Interfaces

Cai Zi-liang, Chang Yuan, Chen Si-tong, Liu Xiao-ya, Liu Shuang

Academy of Medical Engineering and Translational Medicine, Tianjin University, Tianjin 300072, China

Abstract: Affective brain—computer interfaces (aBCls) aim to achieve precise recognition and effective regulation of
individual emotional states. Virtual reality (VR) technology, with its high immersion and contextual reconstruction
capabilities, offers a natural and controllable environment for emotion induction. Affective Brain—Computer Interface
based Virtual Reality (aBCI-VR) combines the immersive induction advantages of VR with the recognition and regulation
capabilities of aBCls, forming a novel human—computer interaction system with cross-modal closed-loop features, and
holds significant potential for advancing emotion science and clinical translation. This paper reviews its theoretical
foundations, system architecture, hardware components, and key technologies, summarizes advantages in induction intensity,
neurophysiological changes, recognition accuracy, and contextual consistency in regulation, and discusses challenges in
multidimensional modeling and evaluation, multimodal fusion, and consistency across the induction-recognition—feedback

Vol No.l
2025.09

loop, proposing directions for future research.
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DUZAVR S AT R G, S8 T AR S R A 0 AT
SEWFTEAGIESE T AR BE S AE NG 28 i O I AR5, S 2
T ARG P G EH
ARk, LSS (Virtual Reality, VR ) $ RGBS H & i
AIUTIRTE . SCHAEAAT PR, OB — U 455 & ST 9
Ho VRERME IS 2 E Bl A MECTIREE, REAE S B X L
B WESE . e AR AR SE BRI , AT R BT E TR
pRAfEfl . TR RS ARIE T, AR0E & HAREAPRE"
P, W50 T S S VRIRGE I = R 45 5 K fiE 1 5 aBCI
AR HERD AL S, M T R SEmP BN — RS — IR A
HUE RS A —5E T RS A B HLEE 1 (Affective
Brain—Computer Interface based Virtual Reality,aBCI-VR ) ", H;
RO HAR B & =AY (DR VR B R brof
A TR AbrE RS Qi BEGHRINE S5 5454
BLE A T SR e A P I AR s BXE TR 2 851
TR RS R ERG T, SR 25T
aBCI-VRAY K A LA AR Z SR B8, B e
WIRTHES) XGRS 5 i SR AL
HAFHLH IR AR . R aBCI-VRE BRI B & H, H
TR FEA R Z X AR R 5 A SR BRI RGEER . AR SC
AR M B aBCI-VR RS EH S REPFA M, FET AU
b s A K . RS IR 2 A T K, fam
aBCI-VR A GLHUG Y R | 101 (19 5 AR P AL SRR
JEa e, LU Z U 7 5 I RN B BB S 4% 507 6
%,

%

2 aBCI-VRRGLEHISHEHHIRR

AT E A 41aBCI- VR RS 4E5H 5 32 52 10 B R4 1
aBCI-VRAZR MG L FHL . HH BN SEL T =
DAY HAZORE 2 i Sk B R % (Head—Mounted
Displays, HMD ) | {55 R4
2.1 aBCI-VRZ&Zi&k#)

KR TaBCI-VRASZL IR B, WA IHLER
TN SIELRTT =0, S MR LR RAHE,

(1) KEHEfbAE A K. aBCI-VR RS ] il id VR 5t
BRI, AR ERIEE . RN BEEIE 5 E M, P

NSRS (R PR | IR, MEEASs
RO ESh BB A, B HARTE A AR R A

(2) ZBESHH U . aBCI-VRRSE ATl 5 il
ML RAT (R 5 A 2 R, MURMR A3, FRAE SR (i
W, IR ) 52 BESR G YIS, SRR AR BT R

(3) HENIELE IR . aBCI-VRRGE AR5 450
A RBCE T FHAR CHsfr . Memefzas ) , AR 5 — 2
Pha I35 O SR BR T  lan, aliE e R B RVR Y R
MOLRCR . PR PSR M @ (Non-player character,
NPC) 4724, LI P B RS

Bl aBCI-VRARGLHREE
Fig.1 Architectural Schematic of the aBCI-VR System
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LCDER G . RTFRIE % (W120Hz) ; QWSRMSEIUR,
MYff (Field of View FoV ) #" % 110° —200° LIHFEUET I
WERRETAE . DFRTbAS AT, GsE 1o 07 2 B ARG ) R
PP Sk RS DU B S Fh e, SRt aE R H L E R Ty
AT N B FAMERE R, F3 00 P A e R 5k S T
T, R BAER A IS SCBE I

®ORKEBRELER
Tab.l Summary of VR Head-Mounted Displays (HMDs)
ESIN

iR PR o7 A g Wyl | %Mk
HTC VIVE
o 2448 x 2448 | PIERIEES 120 120 ¥9888
Focus Vision
HTC VIVE ,
2448 x 2448 | HMEBHLRY 120 120 ¥13688
Pro2
HTC VIVE Pro| 1440 x 1600 | #MHks 90 110 ¥7888
HTC VIVE
) 1440 x 1700 | ANHHEG, 90 110 ¥7988
Cosmos Elite
Meta Quest3 | 2064 x 2208 | PY#SIE L 120 110 ¥4628
Meta Quest 3S | 1832 x 1920 | PN 120 96 ¥3702
Pico 4 2160 x 2160 | PFFIEREE 90 105 ¥4800
DPVR E4 1832 x 1920 | NHBiBEEE 120 116 ¥3799

T, VR-aBCIWF5E P ffi 5 ) iZ THMDiX % AHHTC
VIVEZ51"f10culus/Meta 25179, HRHHPY | Google
Cardboard™”, OSVR HDK2™E R, PIK A T LAY,
222 G RERE

i i I EEGH AR PR L2 RO o o] 43 % . R A (B 5 2
FART AR A, 7EaBCI-VR R G iz v JH (i
THEREMIE, EEGE 5 RAEM B KL=, BE%
We 5 175 2 UNRICR . ZBFTRARIE EIFR10 ~ 20810 ~ 10 R G878
F A AT 5 ORI X ARG R, BIR D R
MEHEXBCI, A5RE I AT S A I 45 R B PR

FEaBCI-VRZ S, HMDTEHE AL A58 1 [ i mT RS |
MMES T, AHER B AL R S (AnSOHZ B LI
P QOHZRHI= ) 155 i e B 2 k™= A A M ORI (A AR A%
B, Zegihil ) U, CA PRI IFATHMDX S0HZ AR A figi
G5 mAR, [A7EaBCI-VR RS H E RN A T5 5 BTl
W, DA R R T S
223 Rk

B THMDFIME TR %, aBCI-VRRGET LG Z T
TR LA R B R DRSS TR oy, Pl i I
ki AR, PSS, i, FRmEfECE., WHTA
PR EETE . e AR B R R AR R
ANk PRE IR S 2 R A ST RaBCI- VR IR
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SRACR . 7MY HaBCI-VR ARG AL RIS , S5k ik
PEHBOTRCESE, g, BRI, AR, gz Alaids
SEFFESE, TSR 5 H A W E LR,

KEHFFERY], MBS TE . WIS GG 415 K i,
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ek, DA o S5 i 9 2 e WA AR o, T
RALSE P ISR IE 450G, VR-3DAME T B i BrAE & 0 i ;
S8, ZhangSF M A VR-2D 5 VR-3DEL, A
VR-3D NI 4R i & 48, VR-3DEEA R A . Bt S5k
MEEGRER Y 35 FVR-2D; SUblFm, sk EVRES &
BARECF PR BI04, Carpio
SFPSHEVRHLE S2DHEXT LU R B, VRIFEE B | e
PR SORFEE R 2, HOTRIERIT A T
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W, ChengZ" VR T3 H (ENATEHIESS ) o BT+
P RAN S e e, H H i T2 BRI 7; Zhong5F
U2 ff P VR 1% 2615 & 5 | A RLE 8, R IR RR I
RN AR TE . THIRE L RN AR . MR BT, A A
W BT AR BEROE SRS 45 IE MG Amores S A VRZS
B LG AT FBARTE 348 726.1%, A 35N RFAIE $i
TF25.0%; Li%FU 25— 23R, Sl 4 Pl sk e
B R BRIEARSG, RUDT P ERMIE S D S OHTEY” nThRER
PETHE LR SOR I CHER Z L f T I, ZEE A S
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KILZ AR S540], RIAAKE (Sense of Embodiment ) .
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APRBSE AT H A 26 RN F AR PR R 22—, fdE
EEEA ACHRFITA R = A7, aBCHE A BEAS (T
FH P 0 A B 2R Bl A B RS 1, DTG 585 R s O e 0L B
PREGIN R S R Y P R SRy B3R W
SRR, XoF R DL IR A Il 51 B 0 18 2 S e T L
9, R IR AR AT X — R RS 0 1 11
SR TIRLS: , I T 4 R R T T i AL 528 B
PR

25 b, aBCI-VRIYIEAIA RIS AL 4 . W HRE %
P RS E s s, JHMRICE I 5Bl m R K
AR AT, VRIGTTRIR . (E5 8B R IRERE D E
B TGS R IR, RTIG S ER A AR A b D — 5 4
FHT e R AIFEE g5 KB 4 15 B S

AT, MHXIFFRZ LS T 5 TFaBCI-VRE AR M/AHEEG

BPEAE, A 4R BT A Y 2 S IR UE R AL T I BRI S
2R, HEIA T VR-EEGH 2 5B 5OVRPD ,
VRSDEED, VREEG, VREEDAIDER-VREEG, AS[RI#¥E4ETE
S5 N, SR ITR . EEGRARE BB R By Is gh i
SEJT AR R 22 5, A SeF 50 R T 12838 08 /2 7 B R Gk
SR EAEEEEG (WIOVRPD, VRSDEED ) , A 1% F i 7]
EHEAL R FH A A48 B EEG ( lIDER-VREEG ) ; BRI
WA T HSIUE VRIS, WU R 50 55 I 4 AL ) (52K
-2 ( Valence—Arousal, VA ) " AR BEHUEFLEAEAL (40
Pk, B BEL RE, BRI ) RIET VA BRI
PUZRRZE (A BE—FRA . SRR —TH A . AR —FRAR
FRMeE—I A ) o RMATIT S, ZHEAEET IEEGHAE |
WahiF kX E, PESG TZMER . SRS
AAXIRRER, 0 A o 5 PH R R 4 A AR -

R2 ENISEENELTRIRE
Tab.2 Publicly Available Virtual Reality Emotional EEG Datasets

Physiological Signal Database )

PAGITES NE iR I e T LAY
OVRPD" ( Olfactory- . . _
. 65 (129, %436, 42078  SEIBURFNEHIG LM ; 128 ik BioSemiActive ) .
7 H
Enhanced VR Elicited L153%) VR. ORI S TwolS BFEEG VAR (YRR )

VRSDEED"" ( VR six discrete
emotional EEG data )

50 (435, H15, ¥4 19.6
£09 %)

6 3D VR #45 ( 4
PUR, B, B, R

&L B AR

KA 128 il BioSemi
ActiveTwo R4 =% % EEG

R, PR 3B

R, POE . BT, 1S

70 (%50, %20, B

VREEG™! & VREEGO03 .
(4 19-36 %, 11 26.5%;

JET VR B2 B L

VARRL; VREEGO3: {4 .

Emotiv EPOC Flex k& b B, VREEGOS

VREEG04 Bl wshisk 325 EE _
il VREEGO4) #1830 %, i 27%) PRI s HRI32FEEG PR, A, . AL
VREED" ( Virtual Reality 19 (%13, %6, ¥ 22.84 HTC Vive £ 60 > 3D VR SOMEHEEG VAR, 43 IE
Emotional EEG Dataset ) +1.50% ) PO CIEPE, e k) = b k=

DER-VREEG'™ ( A Dataset
for Emotion Recognition Using
Virtual Reality and EEG )

32 (%25, %47, 2345%)

VR £33 16 4~ 3D #U (B
SR RMEL OFERR. S

4338 EEG (AF7, AFS,
TP9. TP10) + [ PEGEEE
ChE T, PEIgAL)

VABR] (TURIRT)

4 ETEMIASHITERAEA

TEaBCI-VRAR G H, BB ABHGRE O S F 5, F
TESRIBCRN 328 = A 0R . H UL (E S ALy i e di ki . S
Z AR KBRS . FRIESR I B i ISR . ARl At AN
LM F YR IEEGHHE, TS 4 fges . B, &4
BUIELERIRVRINE iR 4 EEGIVERPIIE , RIIINIAI
P2 MG BN U, BATVER 3 SR Zhn S s o
U A3 17 3 5 L AR S B SREE G 5 e i MR, i —2P
O3RN AT, PEINFEE . (Power Spectral Density,
PSD ) FlE B iESERHIE, 2055 R I, VRIEME S hPEE M
FIECR , A Mk PSDRE & W3 i TR ML T, JF&
PR X S BRI AE RN . it BEVRERSE P & 1 i e

RE 25 PRI o JETFAEFERORRIBRME . TS A IG5 i B
5y DRI Korzel AL HIVR BRHE S 42 1Y A LA 25 5
LS L TBIX. o D36 g 2 AIG s Xie!' 55 Babu 15 0
5y BETE VRS 2540 b R TS ISR A2 £ I
SR I A N A R
FE 125 LA IR BT 50, 1Zhaao 255 L P 0 N e 25 i
EEGHAL A LS 45 B % S0 T A7 e 1 RS i 2
S, ARLRPEREAE AT TR RIS EIE . LA AL |
R IIERC . BRTEIESC, LURHEDIRS . Thaeiih . REAs
%%, AmoresPV4E B EEG o 5 0 BB IR EGAR R, FsS
HCAEVR IR RI T 0T AR O IR S I AE S bR . o T 2
RS B BT B e i 2 R A 7 R T

RIS OSFR5FSE1H 47
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PRI X HE ek, Xie 496 PSD., /3 ( Differential
Entropy,DE ) ZFPUFMRRIERL A, B F T T S B 45 0N
BIMERE . 2RISR S RHERLG HE— B4R T T VRIF 25U 04
WK, Hlan, Gupta[mfff’{%EEG\ KW 7% 3 ( Electrodermal
Activity, EDA) 5.0 45534 (Heart Rate Variability, HRV )
55, RIS G A AIOC, B2 W4 N 5%
T FREZMT 5 Salminen™ 4F7E41 2 VRE A Pl & -5 5 S i
BT EEGA M FRUE X P FVRRAESEA T AW R 5, S8 T L B — 4
S B3 8 25 1 ) L Co e AR

aBCI-VR R G (1 45 R 7 ik R B RLas 2> . R
20 RS o N Suhaimi %Y S R LS B T 3
T AT 2R S R A Y DU 4R, HERR R IK85.01%; Pei™
Sh4 A T RBEHLARMRAE VRIS 25 15 . . =402k
PN 3595.6% I MER 2% . TR 2 2] 7 iR R R EHE Fn
S22 MR AT i — 25 4R TH 43 Sk BB I S 4 B A2 2R (1 5 R
% . WHofmann%5E™ 3 F KA WICAZ M4 (Long Short-Term
Memory,LSTM ) 7EVRIg5 T % SL BN 1% 25 me LR, -390
HiKT5%. FHXFaBCI-VRIYEEBIS SR, RGBS
LR . L2585 P2 LI TR B L AR A AR S R
WNZhang! %4 22 S BUR T2 28 45 A 220000 . R
LML HILSTM, FEVR-3D PS8l T &M AR — 432, ok
Wi 493.45%H194.53%; XiePAFETHHE 400 25 [ 7 1 )
%, BT ) S A ) R R LA, EVRI R
ST RENEAUN, HETIER1596.53%

ZIFFE R, VRIAEE T A6 25 U0 R 2% = TIEVRIR
Bi, WBabut' %} AR VRIFEE MIVRIAEE FIE . . =054
MR BIPERE, &L RUER R H157.60%4 T+ 2 77.75%; Pinar
Bilgin "4 158 S 2D B HE 53D Sk B VR AT 1 4%
R R bERE, AR BREZSNRVR-3DIFEL KT
I A 2 7 59.27% 42 T+ 2.66.88% (p<0.05) , Bk |
VR-3DFENG AR P A3

aBCI-VRH G L RIS E ) /N . T el Ak
SEE & SRR, B0, Ding™ 4 B TSceptiontE 22 F FIE
JAS AT IEEEGES & 2 R I [ A5 AR 5 RN X R AFAE, 765
IR RE 73 25 3586.03% I HER %, W E L T 2 Rhxt L ik ;
Teo I A FHAR A 438 I EEG4S 77360° VRIS 55 ¥ B 1ft 28 ]
KM EaBCI-VR, S2P T 96.32%H — /3 S 4 vEnf %, Jf
Fa R B F RO 2 U B OCEEE R, DA R ERIE
TR SRR A5 TR AR A R R 4 N TS . WaniE— 25 3

48 PEHIEOFM25FE 1

T HWHMDHyaBCI-VR, {X{f H 23l JEEEG 5 338 18 41 ] A
5 S A UM, SRR O S B 2 v U
BRI RE ORI I 48 T 5%, S T /A SRR S A o
BB R I AT, DRI T AR S 45 U rh M e
e

SRS, 388 TR SRt . smag BT i
P, aBCI-VRIYIE A PN BRTERAE R /R B8 1 Al or ek e 1
WAL TFAEVRIZ SR . YRTHISEIE [/ ] 25 h . SERTELR
B ZESRA TR, A ERSA . ErERE . ATz
FE1aBCI-VRAGBE T HALER

5  ETEMARBEFTEAR

aBCI-VR R G FI HHEEG K HAth A= A5 5 S RO 1% 25 4R
&, WEREVRRTZERERIBOTR, 515G 4 m BARIREZ
b, DTS K — - B st ) PR IR 25 081 JLI AR R34 E
TR A HIEEH TR RGN EA S, SN R
SRR BB A B AR, AR A AR A B
5o BIANFEVRY SR SR AL I (008 | 15 5 AR T2 R AL
NPIRAFEE o XA BBk A RS P iR
PRIGAETE SURSE B RFFE BT, IR RIS | A 28K
MR THICR I, 3 15 T g R 5 3k M

XA ZABEGE AR B T RAE A0 7E B 2 By
i, Li"% K EEGHUMRHIE U BINPCRIG 5 5546 /R 4
PR 22 St L K7 I 4 i UM R 1R 65.4% 48 T 2
87.6%; Benlamine" '} i BARGAINHESLE VRIE £ K 55 1 5%
{25 (Engagement ) F143048%0 ( Distraction ) Z8EEGHF
TESNAEENPCERIE . FHIm 5T R &R, RERA TIHK
B A AR . FF 2SR TS S RO T, Gupta R 2
CAEVRA 445 5 EEG . EDAMIHRV L MU S E A MU VRIR
BB G A BTR W RTHRR S 4 S K. sk
aBCI-VRIE L Fp 2 Fp R 45 sUAHES &, Ao AN I S 152 5% o
Salminen* 4 i DYNECOM R 4t 7E 4128 VR 55t il st EEGAfi
KRR SRR R B TAE I R, ST T P AR KR
Mazgelyte s /e 4 & M-I BRI VRIZ §ER, BTk J14f5
A 0 P 2 S A R L IR B, )P R LD R
IR ZAAE AT IS ST R IR AT, R0 8 T 725 H.
H0RWEYNE], M E IS . Lange 55 E VR S il
A SRS TR RO, A
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BOBIR T 2R F RS 4% . Wang 6 PIEVRIE &R AH ) 5
H, B TEEGIE SR 210, i =B B SL 3l
ST VREFILR, WO BLAE & R 5] SIF R B ER
T, P AR RS SO BER A S Y AR, i AU Ak
KNG BDCAERRRR AR 2, R TP DR IR
(EE LR e

Zi I, aBCI-VR fEMIFME LA Tl gl Z IR S5 5
ZRALR RS, & T NESSAE SERII RIS A2 52
HAEZRYR, JFRERTHA AR S,

6  aBCI-VREZHIGHHEE SAKRE

aBCI-VRAZTEIGH P& . P SRS 07 s b R4
F NI 5%, (AR SCHAR RN AL THRR BB, MAFTEZ Tr
T BRI SRS, AT R G o B FL T I ) 2Pk, PSS
PR BRI AR AT RE 1 SR8 7]
6.1 aBCI-VR ZZHlnH Pk ik

ARG YRR A T 08y ), MERE (L = IAE A
FasE . AR H R S AUE 9aBCI-VR R 4 P iR T TR AR Y
[F i

(1) VRIFZ LB AL ;

(2) ZHEEAERTFUNIPERL

(3) FE—RIN—SIREL: RSPk, X eln)
BRI, BE AR KaBCI-VR RS 12 0 FH A 3ie 45 5|
SLEvAL e
6.1.1 VRIFH KSR 2

aBCI-VRIKFLILIR L . 16BN ERE RS, #)Zik
HRETE H AR G . AR, X AD CEARME” E AT S AR
TN B BRI 43 A5 ) 4 )y AT PN, =g — . W
R Z WAL bR . A TS0 6 SR —48 48 ( IMEEGH) A8
AE R R L SN ) SRAT RIS ARSOR , (HXELL 4 TH S B 5 o
B SRR DA S SRR AT RCRRE o X AU [R5 22 (]
45 SEMELL A LA, o R GE A s 3 55 g FH A SR AR
P P, WfFEVRIELE & P Bl . R H AT R IT
i, AT R AR e B R )
6.1.2 ZHESEIRE I PUIPEK

aBCI-VRAFH HA:[FH REEEG, ECG. GSR. Rz, i
I ARG 45 2 U5 B ST B o X SRR AT SR
FORFEER | fFME AT 2E S B, IR A I RUEE

ZIRWAE SUERHE, 4550 — A5 SR R 3 ki

MR A RRAE L Ao B — e nl A, (e I e
SRR, AR Btk S5 S AR
o AT, MEEPRENEMER . FRERA R, 2B R T
LIS KIBN GREE ORI, AL ) 12 AL g
6.1.3 I —BUME 517 & —H i — I (5 UG e i

FRAEaBCI-VRIV SEBL 15 4538k —IR B — R 1Y
JCHEMAIFR, R RRAEISTR] . 35 S5 P B SR R
JE—8. SRMIA RGN AR — S AR Z IR T AER | 15
SR 25 22 AR DM o i, TR EER T RS BT
SRS J5 TR APRE™ BN A 5 P E AR s
SIEFEARTFTT, FTREHI IS R GG, SRS R hE A
(P3G . W, flveds ) BELZ S—Phl, AMUOTCEBR TR
TREARRER, BT RES | R R S AR ST Ha G5
T BE BB | 2 SR 4 I 24 g XU 7 35k 4 o R O 2R
aBCI-VRAG KT E S T HRCR
6.2 JEi

EFXFATIRaBCI-VR RGAENG 4517 4« P51 3815 1Y
AN, KRR EATISER ., RIS REMEEL)Z
SRR Sk, F A ESelE il KRR, . A%
TR A B P R — B0t = A Jr I8 TAE
6.2.1 HLETE R AR 2 4 A 5 A

FFXTVRIE 25175 R BCRITAL A B R A8, AR RT7E 30 i
R2ZHN, RIEZ5EGEEG. EDA. HRV., R34 £ IEUE 0%
W LR, GRA RS IIRIE | RRER L B
VCRCHEE 5 2R — Bk S dehn . PTIRRE T ZEERG T %
SN R T, IF AR AL B PPAG TR 5 5 5T AT L
febniR R WY, ROGEEE R E S ASRErE, 2563
PR S ARG S PR R, ST 4 R I B R R S
ATEE M. 0K haBCI-VRIEZ I &AL LA RS- & M BE
B UEAR AL AT AR
6.2.2 ZEAELRIINRLS 512 00K NS

EEX ZRSEUR LG 5N PRER , AR AT 5] A LS
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