Adding
biofeedback to
video games

Making a rehab video game takes input from clinicians, developers and players.
Here are helpful tips for teams looking to add biofeedback into their video games

Biofeedback gives people information about
their body. People use biofeedback to learn
how to control their body better. Biofeedback
can help in learning new skills.

(Games can deliver biofeedback to promote
learning:
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Well integrated biofeedback closely links
oame feedback with the rehab activity.

Biofeedback design characteristics

Feedback can be about:

e movement (speed, accuracy, distance)
e performance (good or poor)
e health data (heart rate, muscle activity)

Feedback can be delivered in different ways:

e audio
e visual
e tactile

Feedback can be given at different times:

e during or after a game

e when the player performs well or poorly

e Wwith decreasing frequency as the
player improves
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_ Tutorial

Feedback should match the player's needs:
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Player needs can be determined
by a clinician, themselves or a

computer
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Simple skills are usually a single step
Example: wave hand up

Complex skills are usually many steps
Example: shooting a basketball

| Example: thumbs up

Novices benefit from being shown
how to do a movement
Example: instructions

Experts should explore and find what
works best for them

J

_ Ties

Here are 3 approaches to feedback that are hardly used even though they can be effective.

Build in choice Less is more




