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Abstract: This paper attempts to apply biofeedback to several types of puzzle games, to enhance players’
engagement level and behavior during the gameplay. In the research, we carried out a four times experiment
on five college students. Results showed that the feedback based on brainwaves could enkance players’
engagement in Sudoku puzzle games, but not effective in physics puzzle games. We thought that biometric
information of players in irrelevant stages (e.g. game loading, waiting) would produce a negative influence on
results, so we suggested excluding it from the feedback to players. Besides, giving the false but positive
feedback information instead of the real one to players can make them feel good, but the decline of
engagement level will be restored to the former condition without feedback. It means that in the process of
biofeedback, the real feedback information not being provided continuously will not influence player'’s
subjective experience, while the effect of feedback cannot be maintained.
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