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ABSTRACT

Brain-to-Brain interfaces (BBIs) are systems that facilitate direct
information transmission between two brains via a combination of
neuroimaging and neuromodulation technologies. These systems
can stimulate one user’s brain based on the neural signals of an-
other. While Brain-Computer Interfacing is often discussed in the
Human-Computer Interaction (HCI) game and play community, BBI
is underexplored. In this paper, we investigate the social play po-
tentials of BBI systems by proposing three types of "telepathic play
experiences” based on a wearable BBI system called "PsiNet" which
we designed, engineered, and evaluated in a previous study. This
system measures the neural activity of players via electroencephalo-
gram (EEG) as the input to the system and stimulates associated
brain activity in other users using transcranial electrical stimula-
tion (tES) as the system output. We hope this work will inspire
game design researchers to create novel play experiences using
neurotechnology such as BBI systems.
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1 INTRODUCTION

When playing games, communication is an essential part of the
experience. This ability is usually enabled by information transmis-
sion using our sensory and motor systems to derive meaning from
the external environment, such as by using language, body gestures,
and facial expressions. However, with recent research in the fields
of neuroscience and bioengineering, information transmission is
now internally realizable; directly from one brain to another. These
brain-to-brain interface (BBI) systems utilize neuroimaging tech-
nology to extract information from the neural signals of a sender’s
brain and then deliver it to a receiver’s brain using brain stimu-
lation [7, 8, 12, 22]. We believe there is potential to utilize these
advancements to create novel play experiences.

Some of the neuroimaging and neurostimulation technologies
that BBI systems use have been explored independent of each other
in the research context of HCI. For example, neuroimaging methods
such as electroencephalogram (EEG)-based BCI technology have
already been applied in the game industry, generally by using play-
ers’ brain activity as game controller inputs [21]. Neurostimulation
methods such as transcranial electrical stimulation (tES) were also
explored, such as enhancing the illusory touch perception in Virtual
Reality (VR) games [26]and interactivity in general [25]. However,
we find that BBI systems that combine electroencephalogram (EEG)-
based BCI technology and transcranial electrical stimulation (tES)
have been unexplored when it comes to games and play.
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In this paper, we identify a new design space opened up by BBI
systems within the field of CHI PLAY. To populate this design space,
we will propose three types of play experiences afforded by BBI
which we name as "Telepathic Play Experiences" through revisiting
participant interviews from an earlier, boarder study we conducted,
investigating a wearable BBI system named PsiNet [1]. This paper
aims to begin filling the gap in our understanding of what role BBI
can contribute to playful experiences. It might also be useful for
researchers interested in understanding BBI applications in social
contexts. Ultimately, we hope our work can inspire more discussion
on neurotechnology’s potential in social play.

2 RELATED WORK

We learned from prior work, especially direct BBI systems in bio-
engineering, BCI systems in the HCI game design field, and indirect
BBI systems in interactive art.

2.1 BBI systems in bioengineering

One of the earliest human BBI systems was designed in the field
of bioengineering. The system measures a sender’s motor imagery
(imagining the movement of hands or feet) from their EEG and
encodes this as a binary number of "1", representing high motor
imagery, or "0", representing low [22]. The system then sends this
binary information to three ‘receiver’ participants as TMS-induced
phosphenes (intrinsic visual sensations of a ring or spot of light),
wherein a "1" from the sender results in a phosphene for the receiver,
and a "0" results in no phosphene. This system was later applied
to game-based collaborative decision-making, where the binary
information represented a decision to either rotate Tetris-like blocks
or not rotate them [12].

We acknowledge this first step in applying BBI to a gaming con-
text, but also recognize the shortcomings of this system. Namely,
these systems and their evaluation neglect the user experience.
Although the latter example used a Tetris-like game in the experi-
ment, the game’s intention was not to produce a play experience but
rather to establish a context for decision making. In addition, these
systems were limited to transmitting binary information, which
severely undermined the potential of BBI technology. With this in
mind, our BBI system, PsiNet, is designed to communicate more
complex state information, including the affective and cognitive
states of users. Moreover, compared to these prior works’ extensive
lab equipment setups, PsiNet is a wearable system that can be used
out of the lab in more naturalistic social settings.

2.2 BCI systems in the HCI game design field

We took inspiration from previous BCI games, especially in imple-
menting how to consider multiple players’ brain signals as game
inputs. For example, "BrainBall" [10] collects the EEG data of two
participants to measure levels of relaxation, then uses these levels
to control the movements of a ball in a collaborative or competitive
setting. Other similar examples that utilize EEG to contribute to
gameplay include "MindBalance" [13], "BrainArena" [4], "Relax to
Win" [19] and "Kessel Run" [6]. These examples provided insights
into how to design playful experiences by integrating or compar-
ing users’ cognitive or affective states as game inputs. However,
these multi-user BCIs can only read, but not directly impact other
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users’ cognitive or affective states. Therefore, existing multi-user
BCI systems are unable to support the brain-to-brain play that we
are interested in.

2.3 Indirect BBI systems in the field of
interactive art

Neurofeedback systems in the field of interactive art served as an
inspiration to us on how to achieve brain-to-brain coupling. The art
performance "Hivemind" [7], for example, used performers’ EEG
data to control rhythmic stimuli of light and sound in an immersive
environment. The intention of altering the environment was to syn-
chronize the brain oscillations of participants who were viewing
the performance, altering their perceptions, memory formations,
and reaction time. Similarly, "Telephone Rewired" [2] used exoge-
nous pulses of light and sound in the environment to entrain the
exogenous synchronization of participants’ brain waves. To some
extent, these artworks represented indirect BBI systems: the brain
waves of performers affected the environment, which in turn af-
fected viewers’ cognitive states. Both Hivemind and Telephone
Rewired provided insight as to how a brain-to-brain coupling may
be used in social interactions to foster human connectedness, as
play often does. However, these systems rely on mediation by the
environment, as there was no direct interfacing between users’
brains.

In summary, our examination of prior work revealed that brain
imaging and stimulation technologies appear to have the potential
for play experiences. However, the direct brain-to-brain interaction
that BBI affords is unexplored in the CHI PLAY community. To begin
our exploration, we formulated the following research question:
"What kind of playful experiences can BBI afford?"

3 BBISYSTEM

In our previous study [1], we designed, engineered, and evaluated
a novel wearable BCI system called PsiNet (figure 1) to explore
the user experience afforded by BBI systems in-the-wild, without
a specific focus on the application domain or usage context. This
wearable BBI system collects EEG data through 16 Ag/AgCI dry
EEG electrodes on an OpenBCI headset with a Cyton EEG amplifier,
processes and categorizes the EEG data using a battery-powered
Raspberry Pi 4, then delivers corresponding tES brain stimulation
using a "foc.us V3" tES device through two 2" x 2" sponge electrodes.
The system categorizes users’ brain states into ‘concentrating’, ‘fo-
cused’, ‘motor activity’, ‘stressed’, ‘excited’; relaxed’, and ‘bored’,
considers the inputs of other users, and then delivers tES to ei-
ther stimulate motor activity (mental imagery of performing move-
ments), relaxation, increased focused attention, or a phosphene
(perceptions of flashing lights in the periphery of the visual field).
For example, when the system detects a user is exhibiting a high
level of concentration (compared to each participant’s baseline), the
system will deliver tES stimulation to other users’ left dorsolateral
prefrontal cortex and supraorbital regions to increase the level of
focused attention for all the other users.

4 THE STUDY

In PsiNet’s evaluation study, 9 participants were recruited as three
groups of 3 individuals who lived together, with close interpersonal
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Figure 1: The components of PsiNet: 1- Ultracortex, 2 - Open-
BCI Cyton Board, 3 - EEG Electrodes (blue bolts), 4 - tES Elec-
trodes (orange squares), 5 - tES Device, 6 - Raspberry Pi

relationships such as families, couples, and housemates (males = 4,
females = 5, mean = 35 years, standard deviation = 14.34 years).

Each participant received their own PsiNet device with setup
instructions. Participants in each household were required to wear
the system at the same time for at least one hour daily over a period
of three days. To reduce the possibility of a placebo effect occurring,
participants were only generally informed about how the system
works; they did not know about what user inputs relate to which
outputs. To encourage participants to use the system in their day-to-
day naturalistic social interaction context, there were no assigned
tasks, but rather, participants had full discretion in deciding their
activities with the system.

In the end, semi-structured interviews were conducted for ap-
proximately 30 minutes for each participant. The interviews were
designed to obtain information about participants’ experiences.
Nvivo 12 was used to code the interview transcripts, adopting a
grounded theory method approach [5]. In the previous study of
PsiNet, thematic analysis was conducted on participant interviews
to elucidate the general user experience afforded by wearable BBI
systems in-the-wild. In conducting this analysis, we noticed that
participants highlighted the potential for playful experiences while
wearing PsiNet, inspiring us to pursue a separate line of enquiry
into the collected data, focused on analyzing BBI’s playful potential.

Figure 2: Participants playing a card game while wearing the
system

5 RESULTS AND DISCUSSION

Participants used PsiNet in various social contexts, like watching TV
together, playing video games, playing cards, cooking together, eat-
ing together, etc. Overall, 5 out of 9 participants used the word "fun"
when reporting their experience with PsiNet, suggesting PsiNet’s
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potential to afford a playful experience. Three themes emerged dur-
ing the analysis of the interviews with a specific focus on the playful
and game-based user experiences: closer connectedness through
autonomous information transmission, ‘mind guessing’ through
ambiguous information transmission, and a sense of control over
others’ minds.

5.1 Closer connectedness through autonomous
information transmission

In the system evaluation study, participants felt more connected
with other household members when using the system. The sys-
tem made participants "feel more connected in ways that we haven’t
before" (participant 3) and"make a group of people closer to each
other" (participant 5). Also, when asked whether they noticed any
difference in their group’s dynamic, participant 8 stated: "We’re on
the same level. Like we’re just closer, but usually, we’re all in different
vibes". The feeling of connection occurred even when participants
were physically distant from each other: for example, participant 3
stated that using the system was like "a bonding experience” even
when they were physically alone in a room. This feeling also oc-
curred for Participant 2:"Even when we were all doing our separate
things at one time, it still felt like we were a bit closer". Similarly,
participant 3 reported that "when you’re apart, it allows you to feel
connected to them. But then I think it also allows you to feel connected
in another way when you’re actually together as well. Participant 5
also described this feeling as "awareness of the presence and potential
of interaction with other minds".

Such connectedness could be attributed to the autonomous in-
formation transmission function of this BBI system. Unlike online
instant messaging technologies, which usually have a required
‘send’ button to authorize the sending of information, the informa-
tion transmission of this wearable BBI system is fully automated
and triggered only by users’ brain activity, which participants can
not directly designate. This automatic information transmission
links the users’ brains without restrictions to location, time, and
interaction contexts, and exhibits a high degree of transparency
(users have low degrees of autonomy to ‘hide a thought’). This
connectedness-facilitation can be useful for play experiences, as
connectedness is associated with engaging play experiences [17].

5.2 ‘Mind Guessing’ Through ambiguous
information transmission

The information transmitted using brain stimulation is highly am-
biguous. However, players can infer insight into the cognitive state
of others based on their environmental and social context. For ex-
ample, a phosphene received when participants are playing video
games together, or when they are having dinner together, have
completely different meanings. Such ‘ambiguities’ can be useful
for play experiences, as information with noises can be a valuable
resource in play [24].

Participants in the experiments often make assumptions on other
users’ states of mind based on the ambiguous information they re-
ceived through BBI as an assistant for their decision making. For
example, when participants were playing card games together, they
would guess what cards others had based on the simulations they
got. Participant 3 also described a video gaming scenario: "one time
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we were trying to do a puzzle in a game, and I worked it out with
the simulations as hints [...]" Participants also noticed other group
members’ performance and believed the ambiguous information
delivered by the systems contributed to an improvement. For ex-
ample, participant 1 reported: "It might have made us, like, faster
to hit the buttons on the controller when we were playing the game
together."

5.3 Sense of Control Over Other’s Minds

Although the system mechanisms were not informed to the partic-
ipants, 6 participants (P1, P2, P3, P5, P6, P8) mentioned that they
figured out how their brain activities would influence other users
through the system. Some participants further used this knowl-
edge of the system to affect others. This sense of control over other
users’ states of mind appeared to contribute to the playfulness of
the BBI experience. Participant 1, for example, mentioned how he
intentionally maintained a higher level of concentration in order
to trigger a phosphene to "influence each other." Participant 2, who
was in the same group as participant 1, added: "Using PsiNet is
like having a fun gaming session together, or let’s do something fun
together [...] when my partner got stimulated, she was like ‘oh, stop
sending me phosphenes’ [...] It was kind of funny. It was like a little
playful moment."

We attribute the playfulness of this sense of control over others’
minds to two aspects. Firstly, the power of controlling itself is a
playful element in games, which further refers to the feeling of
dominating, commanding, and regulating [15]. Moreover, for the
person whose mental states are influenced by others temporarily,
this loss of control could also be a source of playfulness [18].

6 PROPOSED TELEPATHIC PLAY
EXPERIENCES

Based on the study results, we now propose three types of "tele-
pathic play" experiences afforded by the PsiNet system.

6.1 ‘I can feel you are with me’ play experience

According to the study results, PsiNet appeared to strengthen the
sense of connectedness among its users. As social bonding is a key
source of joy in many social games [17], we believe that PsiNet can
afford playful experience by enriching this source of joy through
providing “an awareness of presence and potential for interaction
with other minds even when they are apart"(P5) through autonomous
information transmission. We therefore propose the ‘I can feel you
are with me’ play experience.

Inspired by "Significant Otter" [14], a game on smartwatches that
helps couples to communicate using animated otters that change
based on their real-time sensed heart rates, our proposed BBI equiv-
alent play experience may also aim to facilitate social bonding when
people are apart. In this play experience, brain stimulation is used
as ‘emoji’ and is triggered by the user’s certain brain activities.
For example, when the BBI system detects a user is exhibiting a
high level of stress, a phosphene will be sent automatically to an-
other user, which can be interpreted as an ‘I need you’ message.
Or when the BBI system detects a user is in a state of highly fo-
cused attention, it can stimulate other users to improve their levels
of attention, in communicating one’s emotional states to another.
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We speculate such a play experience will establish strong bonding
between the users since it provides a means of communication
that traditional communication technologies can not afford. Sim-
ilar to the game "Significant Otter", this play experience utilized
biosignals to categorize users’ current mind states to assist with
interpersonal communication. Moreover, as outlined in the study
results, compared with traditional communication technologies,
such information transmission is highly autonomous and exhibits
a high degree of transparency. We therefore speculate that such
unique brain-to-brain communication among the players can be
enjoyable and create a strong sense of connectedness between them
even when they are apart.

6.2 ‘I know what you’re thinking’ Play
Experience

Furthermore, the ‘mind guessing’ experience of interpreting am-
biguous information from PsiNet to guess what is on other users’
minds can also be enjoyable. Inspired by how participants used the
stimulation as a hint to guess each other’s cards, we speculate that
PsiNet can be used in any social game setting when the interpreta-
tion of others’ minds is needed. For example, in a social deduction
game like Mafia or Werewolf, the information PsiNet provides can
help players to reason and deduce one another’s role.

The playfulness of such ambiguous information transmission
is explained using the game example of ‘Charades’ by Salen and
Zimmerman in the book “Rules of Play” [24]. In the game activity
‘Charades’, players use improvised gestures to convey a written
word to their teammates. Framing games as systems of information,
sometimes the entire pleasure of the game establishes the concept
of adding noises and uncertainties to communication, making the
information more ambiguous. The authors further illustrate the
phenomenon of playful mind guessing or interpreting with noises
to lusory attitude - the shared attitude that accepts an "inefficient"
way to achieve the game’s goal [24].

6.3 ‘I can control your mind’ play experience

Control in games can refer to a player "dominating, commanding,
regulating” the game [15]. Based on the study results, participants
regarded a sense of control over another participant’s state of mind
as playful (as discussed in the study result section, participants tried
to stay highly concentrated to trigger a phosphene for others).

In the T can control your mind’ play experience, one player is
designated as the "source", and the others are "targets". The source
player’s EEG signals control the tES stimulation administered to
target players. For example, once a player wins a round in a com-
petitive experience, they may be rewarded with the ability to act as
the source to control another player’s tES stimulations: the source
player can think of moving their left hands or right hands to trigger
corresponding tES stimulations on target players.

7 ETHICS

This research was approved by our university’s ethics board. As
neurotechnology is becoming increasingly popular outside the lab-
oratory in real-world situations, there is a growing need to reflect
on neuroethical practice [9]. Combining the tES technology with
BCI makes direct brain-to-brain interfacing possible, but also raises
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ethical debates [11]. Some general ethical concerns are relevant to
this nascent technology, including aspects of agency, responsibility,
the potential influence on brain functioning, negative lasting effects
on brain plasticity, and data privacy [20]. In response, we instituted
strict safety protocols, data protocols, and exclusion criteria in our
study. Since tES’ precise working mechanisms remain unclear, the
medicalization and regulations of tES are increasingly appealed
by the science community[3, 16, 23]. We chose tES in this study
since the application of low intensity tES in humans is mostly safe
and adverse effects such as cutaneous perceptions, dizziness, and
pressure sensations are mostly non-serious and not persistent [16].
We hope our research also encourages further discussions on the
ethical aspects of such emerging neurotechnology.

8 LIMITATIONS AND NEXT STEPS

We acknowledge the limitations of this work. Our results are only
preliminary as we only evaluated our system with a small cohort.
Our data is limited as PsiNet’s accuracy rate could be optimized,
and a control group could be introduced. The next steps of this work
include improving the PsiNet system and designing specific games
based on the play experiences we proposed in order to validate our
claims with regard to the potential of BBI for play.

9 CONCLUSION

In this paper, we proposed three types of ‘telepathic play’ expe-
riences that are based on an in-the-wild study of a wearable BBI
system called ‘PsiNet’ which enables brain-to-brain interaction
using EEG and tES technology. We hope this work can inspire
game designers to employ novel neurotechnology in the creation
of brain-to-brain interfacing playful experiences.

ACKNOWLEDGMENTS

We would like to thank our colleagues at the Exertion Games Lab
for the constructive feedback they contributed to this work. We
would also like to thank the participants for their time and insights.

REFERENCES

[1] [n.d.]. PsiNet: A Brain-to-Brain Interface for Enhancing Inter-BrainSynchrony.
The Proceedings of the ACM on Interactive, Mobile, Wearable and Ubiquitous Tech-
nologies IMWUT) (forthcoming) ([n. d.]).

] [n.d.]. Telephone Rewired. http://produceconsumerobot.com/telephonerewired/
[3] Andrea Antal and Walter Paulus. 2013. Transcranial alternating current stimula-
tion (tACS). Frontiers in Human Neuroscience 7 (2013). https://doi.org/10.3389/
fnhum.2013.00317 Publisher: Frontiers.

[4] Laurent Bonnet, Fabien Lotte, and Anatole Lécuyer. 2013. Two Brains, One Game:
Design and Evaluation of a Multiuser BCI Video Game Based on Motor Imagery.
IEEE Transactions on Computational Intelligence and Al in Games 5, 2 (June 2013),
185-198. https://doi.org/10.1109/TCIAIG.2012.2237173 Conference Name: IEEE
Transactions on Computational Intelligence and Al in Games.

[5] Kathy Charmaz and Linda Liska Belgrave. 2015. Grounded Theory.
In The Blackwell Encyclopedia of Sociology. American Cancer Soci-
ety. https://doi.org/10.1002/9781405165518.wbeosg070.pub2 _eprint:
https://onlinelibrary.wiley.com/doi/pdf/10.1002/9781405165518.wbeosg070.pub2.

[6] Inés Cruz, Carlos Moreira, Mannes Poel, Hugo Ferreira, and Anton Nijholt. 2018.
Kessel Run - A Cooperative Multiplayer SSVEP BCI Game. In Intelligent Tech-
nologies for Interactive Entertainment (Lecture Notes of the Institute for Computer
Sciences, Social Informatics and Telecommunications Engineering), Yoram Chisik,
Jussi Holopainen, Rilla Khaled, José Luis Silva, and Paula Alexandra Silva (Eds.).
Springer International Publishing, Cham, 77-95. https://doi.org/10.1007/978-3-
319-73062-2_6

—

—

CHI PLAY 21, October 18-21, 2021, Virtual Event, Austria

Suzanne Dikker, Sean Montgomery, and Suzan Tunca. 2019. Using Synchrony-
Based Neurofeedback in Search of Human Connectedness. In Brain Art: Brain-
Computer Interfaces for Artistic Expression, Anton Nijholt (Ed.). Springer Interna-
tional Publishing, Cham, 161-206. https://doi.org/10.1007/978-3-030-14323-7_6
Carles Grau, Romuald Ginhoux, Alejandro Riera, Thanh Lam Nguyen, Hubert
Chauvat, Michel Berg, Julia L. Amengual, Alvaro Pascual-Leone, and Giulio
Ruffini. 2014. Conscious Brain-to-Brain Communication in Humans Using Non-
Invasive Technologies. PLoS ONE 9, 8 (Aug. 2014), €105225. https://doi.org/10.
1371/journal.pone.0105225

Gerd Griibler, Abdul Al-Khodairy, Robert Leeb, Iolanda Pisotta, Angela Riccio,
Martin Rohm, and Elisabeth Hildt. 2014. Psychosocial and Ethical Aspects in
Non-Invasive EEG-Based BCI Research—A Survey Among BCI Users and BCI
Professionals. Neuroethics 7, 1 (April 2014), 29-41. https://doi.org/10.1007/s12152-
013-9179-7

Sara Ilstedt Hjelm. 2003. Research + design: the making of Brainball. interactions
10, 1 (Jan. 2003), 26-34. https://doi.org/10.1145/604575.604576

Soraj Hongladarom. 2015. Brain-brain integration in 2035: metaphysical and
ethical implications. Journal of Information, Communication and Ethics in Society
13, 3/4 (Aug. 2015), 205-217. https://doi.org/10.1108/JICES-10-2014-0042
Linxing Jiang, Andrea Stocco, Darby M. Losey, Justin A. Abernethy, Chantel S.
Prat, and Rajesh P. N. Rao. 2019. BrainNet: A Multi-Person Brain-to-Brain In-
terface for Direct Collaboration Between Brains. Scientific Reports 9, 1 (April
2019), 6115.  https://doi.org/10.1038/s41598-019-41895-7 Bandiera_abtest: a
Cc_license_type: cc_by Cg_type: Nature Research Journals Number: 1 Pri-
mary_atype: Research Publisher: Nature Publishing Group Subject_term: Hu-
man behaviour;Neural decoding;Problem solving Subject_term_id: human-
behaviour;neural-decoding;problem-solving.

A. Lecuyer, F. Lotte, R.B. Reilly, R. Leeb, M. Hirose, and M. Slater. 2008. Brain-
Computer Interfaces, Virtual Reality, and Videogames. Computer 41, 10 (Oct.
2008), 66-72. https://doi.org/10.1109/MC.2008.410

Fannie Liu, Chunjong Park, Yu Jiang Tham, Tsung-Yu Tsai, Laura Dabbish, Geoff
Kaufman, and Andrés Monroy-Hernandez. 2021. Significant Otter: Understand-
ing the Role of Biosignals in Communication. In Proceedings of the 2021 CHI
Conference on Human Factors in Computing Systems. ACM, Yokohama Japan,
1-15. https://doi.org/10.1145/3411764.3445200

Andrés Lucero, Jussi Holopainen, Elina Ollila, Riku Suomela, and Evangelos
Karapanos. 2013. The playful experiences (PLEX) framework as a guide for
expert evaluation. In Proceedings of the 6th International Conference on Designing
Pleasurable Products and Interfaces - DPPI "13. ACM Press, Newcastle upon Tyne,
United Kingdom, 221. https://doi.org/10.1145/2513506.2513530

Hideyuki Matsumoto and Yoshikazu Ugawa. 2017. Adverse events of tDCS
and tACS: A review. Clinical Neurophysiology Practice 2 (Jan. 2017), 19-25.
https://doi.org/10.1016/j.cnp.2016.12.003

Florian Mueller, Stefan Agamanolis, and Rosalind Picard. 2003. Exertion in-
terfaces: sports over a distance for social bonding and fun. In Proceedings of
the conference on Human factors in computing systems - CHI '03. ACM Press, Ft.
Lauderdale, Florida, USA, 561. https://doi.org/10.1145/642611.642709

Florian Mueller, Rakesh Patibanda, Rich Byrne, Zhuying Li, Yan Wang, Josh
Andres, Xiang Li, Jonathan Marquez, Stefan Greuter, Jonathan Duckworth, and
Joe Marshall. 2021. Limited Control Over the Body as Intriguing Play Design
Resource. https://doi.org/10.1145/3411764.3445744

Lennart Erik Nacke, Michael Kalyn, Calvin Lough, and Regan Lee Mandryk.
2011. Biofeedback game design: using direct and indirect physiological control
to enhance game interaction. In Proceedings of the SIGCHI Conference on Human
Factors in Computing Systems. ACM, Vancouver BC Canada, 103-112. https:
//doi.org/10.1145/1978942.1978958

Femke Nijboer, Jens Clausen, Brendan Z. Allison, and Pim Haselager. 2013. The
Asilomar Survey: Stakeholders’ Opinions on Ethical Issues Related to Brain-
Computer Interfacing. Neuroethics 6, 3 (Dec. 2013), 541-578. https://doi.org/10.
1007/s12152-011-9132-6

Anton Nijholt. 2008. BCI for Games: A ‘State of the Art’ Survey. In Entertainment
Computing - ICEC 2008, Scott M. Stevens and Shirley J. Saldamarco (Eds.). Vol. 5309.
Springer Berlin Heidelberg, Berlin, Heidelberg, 225-228. https://doi.org/10.1007/
978-3-540-89222-9_29 Series Title: Lecture Notes in Computer Science.

Miguel Pais-Vieira, Mikhail Lebedev, Carolina Kunicki, Jing Wang, and Miguel
A. L. Nicolelis. 2013. A Brain-to-Brain Interface for Real-Time Sharing of
Sensorimotor Information. Scientific Reports 3, 1 (Dec. 2013), 1319.  https:
//doi.org/10.1038/srep01319

Walter Paulus. 2011. Transcranial electrical stimulation (tES — tDCS; tRNS,
tACS) methods. Neuropsychological Rehabilitation 21, 5 (Oct. 2011), 602-617.
https://doi.org/10.1080/09602011.2011.557292  Publisher: Routledge _eprint:
https://doi.org/10.1080/09602011.2011.557292.

Katie Salen and Eric Zimmerman. 2003. Rules of Play: Game Design Fundamentals.
The MIT Press.

Bo Wan, Chi Vi, Sriram Subramanian, and Diego Martinez Plasencia. 2016. En-
hancing Interactivity with Transcranial Direct Current Stimulation. In Companion
Publication of the 21st International Conference on Intelligent User Interfaces. ACM,
Sonoma California USA, 41-44. https://doi.org/10.1145/2876456.2879482


http://produceconsumerobot.com/telephonerewired/
https://doi.org/10.3389/fnhum.2013.00317
https://doi.org/10.3389/fnhum.2013.00317
https://doi.org/10.1109/TCIAIG.2012.2237173
https://doi.org/10.1002/9781405165518.wbeosg070.pub2
https://doi.org/10.1007/978-3-319-73062-2_6
https://doi.org/10.1007/978-3-319-73062-2_6
https://doi.org/10.1007/978-3-030-14323-7_6
https://doi.org/10.1371/journal.pone.0105225
https://doi.org/10.1371/journal.pone.0105225
https://doi.org/10.1007/s12152-013-9179-7
https://doi.org/10.1007/s12152-013-9179-7
https://doi.org/10.1145/604575.604576
https://doi.org/10.1108/JICES-10-2014-0042
https://doi.org/10.1038/s41598-019-41895-7
https://doi.org/10.1109/MC.2008.410
https://doi.org/10.1145/3411764.3445200
https://doi.org/10.1145/2513506.2513530
https://doi.org/10.1016/j.cnp.2016.12.003
https://doi.org/10.1145/642611.642709
https://doi.org/10.1145/3411764.3445744
https://doi.org/10.1145/1978942.1978958
https://doi.org/10.1145/1978942.1978958
https://doi.org/10.1007/s12152-011-9132-6
https://doi.org/10.1007/s12152-011-9132-6
https://doi.org/10.1007/978-3-540-89222-9_29
https://doi.org/10.1007/978-3-540-89222-9_29
https://doi.org/10.1038/srep01319
https://doi.org/10.1038/srep01319
https://doi.org/10.1080/09602011.2011.557292
https://doi.org/10.1145/2876456.2879482

CHI PLAY ’21, October 18-21, 2021, Virtual Event, Austria Fang, et al.

[26] Filip Skola and Fotis Liarokapis. [n.d.]. Examining and Enhancing the Illusory https://dl.acm.org/doi/10.1145/3290605.3300477
Touch Perception in Virtual Reality Using Non-Invasive Brain Stimulation | Pro-
ceedings of the 2019 CHI Conference on Human Factors in Computing Systems.


https://dl.acm.org/doi/10.1145/3290605.3300477

	Abstract
	1 Introduction
	2 Related Work
	2.1 BBI systems in bioengineering
	2.2 BCI systems in the HCI game design field
	2.3 Indirect BBI systems in the field of interactive art

	3 BBI system
	4 The Study
	5 RESULTS AND DISCUSSION
	5.1 Closer connectedness through autonomous information transmission
	5.2 ‘Mind Guessing’ Through ambiguous information transmission
	5.3 Sense of Control Over Other's Minds

	6 PROPOSED TELEPATHIC PLAY EXPERIENCES
	6.1 ‘I can feel you are with me’ play experience
	6.2 ‘I know what you're thinking’ Play Experience
	6.3 ‘I can control your mind’ play experience

	7 ETHICS
	8 LIMITATIONS AND NEXT STEPS
	9 CONCLUSION
	Acknowledgments
	References

