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A Study on New Gameplay Based on Brain—Computer Interface
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Abstract BCI (Brain—Computer Interface) is a way to control computer by using
the human brain waves, As the hardware using brain wave technologies has
developed, former expensive and big sized brain wave measuring devices have
recently become much smaller and cheaper in their prices, making it possible for
the individuals to buy them, This predicts them to be applied in various fields of
multimedia industry, This thesis is to give an insight into whether the BCI device
can be used as a new gaming device approaching it in a game designing point of
view, At first, we propose game play elements that can effectively utilizing the BCI
devices and produce a game prototype adopting the BCI device based on such game
play elements, Next, we verify it with statistical data analysis to show that the
prototype adopting the BCI device gives more clear and efficient controls in its
game play than a game of only adopting keyboard & mouse devices, The results
will give a guideline for effective game design methodology for making BCI based

games,
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