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A Study onthe Influence ofMusical Elements in Mind Game Control
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ABSTRACT

TheMind Game is a kind of new interface model which using brain waves to control. In
recent years, brain wavdschniquehas been applied in many exhibitions and has been
noticed by many game developeR| a y emotinal can be guided by music ,different
music can lead to different emotion&his study was to investigate the efficiency with game
finished with consciousness by subjects in situation of different background music. And this
study was to find thepecifications of control with consciousness in the games. We designed a
racing car game and added three different baekgl music to it in the study. Nevertheless,
the analysis to the efficiency was driving time of a distance from start to endpoinestite r
of the study presented that there was no significant difference between no music against
heavy metal and no music against piano sonata situations, but there was significant difference
between the situation of heavy metal against piano sonata. Alsee &new, the time piano
sonata situation spent was shorter than heavy metal did. The result could offer a reference to
Mind game designers and planners.
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