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2.1 Background

2.1.1 Visualisation -The eye of the observer

2.1.2 Simulation -The misled eye

2.1.3 Communication -The mind of the observer

2.1.4 Previous investigations on photographic rendering

2.2 Materials and methods

2.2.1 The questionnaire

2.2.2 First section on status information

2.2.3 Second section on ‘Communication’

2.2.4 Third section on ‘Recognisability’

2.2.5 Fourth section on ‘Engagement’

2.2.6 Fifth section on preferences in the use of images by architects
2.2.7 Sixth section on contacts and comments

86

15
17
17

23
24
25

30
30
34

42

47
51

57
57
66

68
69
75

83
83
85

87

88
88
88
89
89
90
90
90



2.2.8 Data handling and statistical analysis

2.3 Results

2.3.1 Responders
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3.3 Experiment 1. Movement Related Potentials (MRPs) during

freehand drawing on digital tablet

3.3.1 Materials and methods
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3.4.1.4 EEG signal analysis
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3.4.2 Results

3.4.2.1 EEG averaging and filtering in freehand drawing
with pen and tablet

3.4.2.2 Analysis of the task-related averages

3.4.2.3 Grand average

3.4.2.4 Extent of movement and muscle activity

3.4.3 Discussion
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3.5 Experiment 3. The EEG recording of perceived
movement: Somatosensory (SEPs) and Evoked Related
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3.5.1.2 Somatosensory and Event Related Potentials
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3.5.2 Results and discussion
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3.6 Conclusion from the three experiments

General Conclusions and Future Research

4.1 The observer’s eye
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4.2.2 Exploracion de la funcidén neuronal. ;Hasta donde podemos ir?
4.2.3 ;Se puede potenciar la creatividad?
4.3 Investigaciones futuras

Conclusioni generali e ricerche future

4.1 L’occhio dell’osservatore

4.2 La funzione cerebale del disegnatore

4.2.1 Dalla carta alla tavoletta grafica: creativita nel disegno

4.2.2 Esplorazione della funzione neuronale. Fino a dove ci possiamo spingere?
4.2.3 La creativita puo essere incrementata?

4.3 Ricerca futura
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