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# # 6170289321 : MAJOR COMPUTER ENGINEERING
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Supachai Tengtrakul : BCl-integrated Game Control for Action FPS Games.
Advisor: Assoc. Prof. Dr. SETHA PAN-NGUM

Brain Computer Interface (BCl) that utilizes Electroencephalography (EEG) is the
most suitable type of BCl for gaming application since it is easy and safe to use.
However, despite years of research, the fundamental issues of EEG remain one of the
most prominent problems for BCl game design, resulting in BCl games that look very
lacking compared to other games in the market. This paper presents a new hybrid game
control that combines a BCl that utilizes a state-of-the-art Riemannian-based classifier for
Steady-State Visually Evoked Potential (SSVEP) classification with a mouse, a keyboard
and an eye tracker. This paper also presents an action First-Person-Shooting (FPS) game
that works together with the control to improve BCl game experience. This game
features 3 essential mechanics: slowing down time, highlighting an SSVEP stimulus that is
being looked at and activating an SSVEP command automatically if players fail to do so
in exchange for not receiving some rewards. From the test result from 10 subjects, we
found that all subjects can use eye tracker commands adequately at first, but the
performance degraded over time. For SSVEP commands, the results vary greatly. The
command that performed best had 71% manual activation rate, while the worst had
merely 49%. Overall, the hybrid game control can be used to control FPS games, but
the consistency of BCI’s performance needs to be improved and more options regarding
the eye tracker control need to be added. Although these issues caused some
inconveniences for the subjects, 90% of them still found the game enjoyable since the

game features helped them feel more in control.
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ssVEP iflumsiasuulasesdndlniiluwadanosiuansesnsnogisrellomss
Uinasussduyhnenesluvusiauidsjnuadlaludsinszduiiddsngniuegie
Arwiasaud 6Hz July [10] SSVEP Fedmintu ERP Ussinvvils nenisiuBeuutaswes
ndliidsnanazyiliAneduansiiidnuue adeiuadugdledfifinuiviniueisuetin
(Harmonic) vasnsesu v‘iﬂﬁlﬁalﬂ@amﬂm%’u (Spectrum) UadgyeyIau EEG La2agnuan
nduaveslutsnmifinaniidueundgaganitnduauedluriseuidy 4 egnadaiau
pufinandlugud 3 witanseduflaldmnemuimneudfiainni 6Hz avananseldls
weBinnudiguilamiuuandisessnenndgafasitiosacyiniu [11] Kanfunuide
dhuanndefealdaruilugag 12 - 25Hz winu [12] Tneesifialvisnsdiuseming

dyaunadusuniu (Signal-to-noise Ratio: SNR) qqqmzagjﬁ 15Hz [13]

400 r
7 Hz

2300 14 Hz
=

= 200

8

& 100

0 1 1 1
0 5 10 15 20 25

Frequency

U 3: dnwalsannmuvesdiyqial EEG insaany SSVEP [14]

Y a

37 SSVEP dauautfnunlananluiuwinlviszuu BA fldlauna SSVEP fidediag

| '
v A

4 9g19M8NU 8819INABIUMNALENNNTDTRISUAMAILAaNEAIAY LazdIaNNNTnTRISUAAIN



fdnwazimiloutumsnatudslédnseannisil SSVEP uanseeninldeddeLiesmsule
Altdsnssanualaludvinnsyduey odrsiiaesfolidnnsdsinudoya (information
Transfer Rate) LagANUNUNIUABHYYIUTUNIUE [15] agefianuAeddnsnisiin
Usngnsal BCI Iliteracy o1 [15] wageganvnefeszoznanitldlunisiindauszanana
Fyanamedinairoudnedu visluuensdenaldsnfudodinesild [11] Federtomni
vilvlanea SSVEP naneifuvilsludidonihiaulafiandmiunmsiannszuu BCl Tuga
Uaqdu

widenseiiuluina SSVEP Adeidesiangn 9 9¢ 3 98197y pgausnaelunais
liansnsahanldmununisiadeulmvssiiagaslunuiinsiadeulmussiazasdosode
MsmuRmiimesAukaznsuedlunien o fuls egsfiaesfenmusiugilunisdiuun

SSVEP $1uau 2 pmnudduluvesiiuszsinanadyaiainiingavasumailutagiudini

o

75% ot [16] Bedawaliduumdiaunsaldlslulusunsuieignirfnegrannlunsdi

fimndeansiannszuy BA fllmnuisalunismevaussgs diuetnagainefenisnemiy
yosnsznzduovdmalviinguiasengiinniusiang (4] vdeursdrufonadiufizen
suussuistuAnoinisandn defunslandeindusesiddunindsduguamuosgld

pauLaNe [17]
2.1.3 Funaun1suszalanadyIu EEG

Tnevludygu EEG wuuhufinsiainlaasdoswnuiunounisuszinanadaygyi 4

a

JUNDUANUNLEAILUSUN 4 fadl

U

Raw EEG Signal

Preprocessing Feature Extraction

A

...l Feature Selection |- » Classification - >

U7 4: YumounIsUseuIanadye 18l EEG

- MsUszaaNatua (Preprocessing): dyqiadfunlaaziosiuianges (Filter) Ang

9 Wawssndyaralvindoudmsunsidanuludunsunsly dnsesninazgnuanlalu

Y

Juppuiinegay MnseerleAud (Band-Pass Filter), $inseeainuias (High-Pass

Y

Filter), fNns8anuAs (Low-Pass Filter), fnsesdyanausunau (Spatial Filter) 1@usy



- NMsafnfuEnwe (Feature Extraction): dyaaiiniumsussananaludusuazgn

1 [ 1

wnndadurasdyarunewszindignisussaianaiiomananuasuvegfigeuegnely
L dil 1 1 . . dl
Adnwzilanareuaglulauyeial (Time Domain), lawuveendud (Frequency
Domain), Auduiusseninsdayarailaunaindesdyaising 9, 181 Fsnadnuasilen
azgninluldlunsduunUssinmdyyrasisly
[ A (% . gj dy o I o (% o
- NMsfAnLdenAudnyae (Feature Selection): Tupautlazddudmsunisdun
Fuaaulagldnudnuaedns 9 9uiunnn Ingfusstanadyauazdesieuinoudn
[ I o w 1 d' 4 .7 gj J o -] Y
AasanwagladinudAgyuinndt elinsussianadnyaaluasie 9 luvianunsavile
\ =1
DENTINGIBITU
- M33mun (Classification): AmanwuzvasdyaIuilavzgniuildioduundd
Fyaumdnanasineglulssania lnedsmsduundudnisldnaianisseuiveinies
(Machine Learning) lumsinsadnuundeygradvimsiuindygausazUssinnvedldau

Jaguesasfiannudnuazeng 9 1Wusgsls

2.1.4 FWnsiuundeygnvesiuing SSVEP

[ [y

TMsuundyaavadluea SSVEP Miraulaasiled 2 35deiu laun Canonical
Correlation Analysis (CCA) fiu Minimum Distance to Riemannian Mean (MDRM) &quaay
BALANANATVINNUNLANANNAY LAY ILEINARDIIVALLDATUTURDUAIN 9§ VOINT

Uszananadeyau EEG ¢l

2.1.4.1 Canonical Correlation Analysis (CCA)

aa al

CCA Wuisnannadanlddmiunismeanuduiussenindoyadiuan 2 wn (18]
Fagnuhanldduwmslumsiandiuszinanadygavediuwma SSVEP Tuanidediuau
117 WALs9INIsNIYIUIBIUTEINanadyalgIs CCA unazfealimilouiu
AITUVNIEITET98URENA0E1935N9v84 Lin wazanzlud 2006 [18] Lieuandliiuds
NANAITVINIUATID 9] ATl

gj Ql = v % o o dl %

TULINALFUIINMTATENTayaausn ( X ) mensidyyins EEG Alsanvany

1 o 1

PosdtyaainsunsussInanatuiuudIdaliegluguumsndmuannisn 1

o



X1 X o X Xis
Xn  Xp Xy X5
X = Xz Xy Xgz o0 Xgg (1)
[ XNt X2 Xs Xns |

108 - X, WuAuounagavesdtyey 1 EEG 91nvesdaaas N fog1ail
dudeyawnias (Y ) sluamEndfiininnisunuaiaunisadundanuinseiu

gnsueinvasiinsedu Fagnwseuliarminudinuaunisi 2

[y, )] [sin(2At)]
Y, (t) cos(2zft)
v - Y, (t) S sin(4ft) )
Y, (t) cos(4rft)
ye (1) sin(6#ft)
| Ys(t)]  [cos(6ft) |

Tog: - filuenudvessianszau

[

< Ao 1 [ @& = oA 1 2 3
- £ lULIAINAIBENY UEIUONENUYINANNTNY g,g,g,..

T
03
- T Wudwnusegedygravionn

- S Wuanudlunsiiudiedis (Sampling Rate)

dlelddayaa 2 lwmunudlsivhnisas masiudady (Linear Combination) F1sn
2 190 Tnsnemusn (U) azadstunnusaznedutivesdoyamn X druweniiaes (V) agai
Junusiaznedutivesdoyaen Y Seamndnusazsaves U fu V agdudiu U aiu Vi, U
AU Vy, Us AU Vs Wuiguiiluides 9 suflsgaavinefie Ur fu Vy

'
Al

Tusplufon smAdNUsEanTveHaTITuduLsare IngAdulseansilaveee

Lo

Vilirnanduiing (Correlation) seninsmaiudaduaiuiinigean Faluifen

Y 9

[y

UUsLans

¥ o 9/41' 5 d' I a
LAY IALDUNINUA I UANNTN 3 1TUS4



var(U;) = var(V,) =1
cov(U,,U;) = cov(V,,V,) = 0
cov(U,,U,) = cov(V,,V,) = 0
cov(U, ,,U;) = covw(V.,,V,) = 0
cov(U,,V,) = covU,,V,) = 0
cov(U,,V,) = cov(U,,V,) =0
cov(U,,V;) = cov(U;,V;) = 0 3)

lag: - var(-) Aon1smAiAuuwlsUsIu (Variance) vaadoya

- coV(-,-) FIBNIIMAIANHLUTUTIUSIUAYL (Covariance) Yetaya

1

' (YY) 1 a ¥ | & a o [ 1%
Aavduinsasanluniinasudaduynaazitudnivenaudullsvesnisnsiany

Y9
9/

SSVEP mnaidle 9 fsudmnisateya Y Aldainand fillumaiidlethunussinanaiu
andoa X whwlildaanuululitagn fagdoiwsiany SSVEP ewd fluta
deyayrudagiu

N33 UA ”agzymé’w?%ﬁﬁﬂizﬁm%mwﬂ’jﬁmi'ﬁmuﬂ TyanasnedETninitegng
nsgaUnesy Lﬁaqmﬂ%‘%m‘iaamﬂm%’mﬂﬁi’fﬁmzymmﬂ?iaa Syanauien luvasiisdes1d

Fyeyuanvaee iy i@ sanumus ey IasunIulaang [19] wanensyuu

A o

o w P

aada Y | 1y} 'Y a1 | YY) v a
windsdivednineg luanusafnuendayeiaunlisl SSVEP aql,asﬂ,m PUNLIYAININNING
Jmenilangldlidesnseenmaslaee gimundndudesefeddninaeuendiunds
A159191U8952UU BCI 9100dE NaURLlgAmI&I9InN18Uen UL Tan1$91191198958 Uy BC

anaTulleldnaan1snduaneenmds [16]
2.1.4.2 Minimum Distance to Riemannian Mean (MDRM)

MDRM adunilsluisnssuundayanasziam Riemannian Geometry-based
Classification @ald3uundayan EEG AignuamasuuyininsasvadnUsziam
Riemannian Manifold [20]

nsvhauvesiiUsTinanadyaildis MDRM avSuannmsihdayai EEG il
PNVEYosdeyyIIEY Band-Pass Filter Wilonsesnamzdnannlutianiudi
éfaqmié’mLLsm‘mzwmmiauﬁaﬁmigﬂaﬂ,mmmmﬁﬁﬂuaﬁmﬁﬂﬁummmﬁmd’nfu L 1
AesnsAnuendyanandu 3 Ussan Ao 15Hz, 17Hz waz 21Hz NAInTaaoanzdy e

Tu29AuE 14.95 - 15.05Hz, 29.95 - 30.05Hz (en5ueiinues 15Hz), 16.95 - 17.05Hz,
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33.95 - 34.05Hz (815181nV83 17Hz), 20.95 - 21.05Hz Wwaz 41.95 - 42.05Hz (815utinvas
21Hz) Judu antufihdygaenuiazdesduarandmdugamiuainueriaud

Aoanshazdnlieglusumindmuaunisi 4 [16]

R
X = Xf:e‘” (4)
| K |
Toe: - X o i0usmSnduuneu [X e Krr s Koegr s 0 Ko pegr ]
- X, o HuAuoImEgRvRIdaIIANNE F aethad n

o (-

Wnsng X anurasdesdygaazanihaseiulunuisaieasraduwmvsndlnl

Y

[ & a cav va o o ! =~ [ A a 1 a &1
‘VIEN"i]’]ﬂuuLﬂﬂiﬂ%ﬂlﬂﬂﬁlﬁﬂﬂuqlﬂﬂqulmmE]L‘WE]‘VI']@QJﬁﬂUm%VILiEJﬂ’J'WL@JVI’iﬂGZJﬂ’]ﬂ’J’IJJ

Y 9

o

wsUTIUTMAYY (Covariance Matrix) [16] @supouilaziusaulanuunndaye i EEG as
UL Riemannian Manifold wuunilsfilsenin Symmetric Positive Definite (SPD) Matrices
Manifold [20]
ludununsindUssaanadyyin 39619 9 uu SPD Manifold 111370 SSVEP

a a [y o o =~ & A’ Y a A &

AnunReItuazgnianAwIMiegn q nilsiiduiunuvesniuivisenana (Class) Ty
= = Yy v A o % a Y 3 ° v A

9 anufwanslugui 5 iy wagiatunldauase eamdumununazgnianldiive
mamsaiigalrsiiiinunuagegluaanglamenisginanlnitdueginaiugadiunmilauin

= = = y N LY v o &
gamuiwandluzun 5 Hwan wazlediugalniidilvlurarauds gedunuvesaaiatunay

gnansLrIvasiedlnei tadeiuntiuega brdiiaiuiluaag [16]

G

;l/(",!'/“,/z/.

FU7 5: msdmunusziandayalaely’ Minimum Distance to Riemannian Mean [20]

aq <

MsTuundyaumeTsiiivenegNanunsanumusedyaasuniulaniguiedny

' ' 1
v al

TBuuu CCA waganunsans vdudaananlill SSVEP agiaeld [16] uinddednrinegisiae

A

o [

aulfegrfiussansnminedlelddesdygradiuauliunnii

o

Y

1 [20]
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2.2 yuATeiieados

s¥uv B dmiumsmugunuioinduszuu BA Aianuvimglunisfaunogis
10 (fleaninagdedddnuing neuaussliognsmaii uazmeuausdldegnausiugh Jeay
ansalvisraumsainsauiRtudiauls (1] saeanaikiiundalnuddeiiviiiety
‘UszLﬁuﬁgﬂLmaLLwiaaﬂu'}ﬁfmaumﬂ BausazanAdeiaslisuuuuvesinunuuaslinansly
Nuda EEG uanatsiuesnly Tnglunanisldaudyain EEG ﬁgﬂﬁmﬂ%ﬁfuéguwiaﬁm

=

Uil 2017 MusI89UBY Kerous wazans [1] awnsaasulanuunugizanaslugud 6

o &
U

® SSVEP
® NF
oM
® P300
@ Hybrid
® mVEP

JUT 6: unpiivanasuanianaulunamsldanudyaa EEG wuusn 9 gnihultluenideniu
inuaudet 2017 [1]

Pnununfidazsiiulainlueadild NF (Neurofeedback) gnidentduniian Faszuy

BCI nllanmatlagliilaldd@yayons EEG Tuniseiurunulaense uragldlunisnsisaauaniuy

vosiauiaeyaluldlunisimunuvieielinuaninsanevauasiariaulaoig

NY aaw

YR & e v . P V1 I
LUedd QUWUW@MW?}@IQJL@@WI% MI (Motor Imagmary) NOILLHINITUVDANNLAUAINITDDDN

Y

aAY o w 1

Adadielanlilaglidesdidinszdu winddedrdnegilunailifinuateswindulunaily

ERP [21] &azdinapgnaunnluiudnuiuglinanunsainfla dsludifenduduausgie

' (2 £ '
va o a v dd'lil

Tuwmanty SSVEP ﬁawﬂuﬁ’uﬁamwﬂﬁ@ YYINNNSANYILALLADN M LUIIWITLTUTA LTI LA

nanlUlunguiniietes
2.2.1 ANUATIVINYBINITAIUANNUMETEUY BC lalaa SSVEP

INT1BUVRY Kerous wazAnzgninenstul 2017 [1] uagannnsdrsialagdidy
109 T18PeveNITeNtsyuy BC liaa SSVEP wldlunisaumsnuiuasidefnauisy

2018 aunsnaguliniumnisnei 1 Aadl
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M1599 1: 5189939871152 UU BC NlYaRYg 10 SSVEP 11Aauauinuauiet 2018 [1]

Paper Author Published

Real-time detection of brain events in EEG [22] Vidal 1977
Fully online multicommand brain-computer interface

Martinez et al 2007
with visual neurofeedback using SSVEP paradigm [23]
Continuous control paradigms for direct brain interfaces

Moore Jackson et al 2009
[24]
Measuring immersion and affect in a brain computer

Hakvoort et al 2011
interface game [25]
Designing a brain—-computer interface controlled video-

Vijet et al 2012
game using consumer grade EEG hardware [26]
Augmented control of an avatar using an SSVEP based BCl

Kapeller 2012
[27]
Evaluation and comparison of a multimodal combination

) ) ) Kos’ Myna and

of BCl paradigms and eye tracking with affordable 2013

Tarpin-Bernard
consumer-grade hardware in a gaming context [28]
Toward contextual SSVEP-based BCl controller: smart

Legény et al 2013
activation of stimuli and control weighting [29]
A spacecraft game controlled with a brain-computer

Parafita et al 2013
interface using SSVEP with phase tagging [30]
Steady-state visual evoked potential-based computer

Chumerin et al 2013
gaming on a consumer-grade EEG device [31]
Design a brain computer interface gaming system using

Po-Lei et al 2014
steady-state visual evoked potential [32]
A 3D learning playground for potential attention training

Ali and Puthussery pady 2015
in ADHD: a brain computer interface approach [33]
A multi-channel SSVEP-based BCl for computer games

Wong et al 2015
with analogue control [19]
Immersive BCl with SSVEP in VR head-mounted display

Koo et al 2015
[34]
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A prototype SSVEP based real time BCl gaming system Martiius and
2016

[35] Damasevicius
Controlling a game using a BCI-SSVEP with four

Leite et al 2017
commands [36]
Kessel Run - a cooperative multiplayer SSVEP BCl game

Cruz et al 2018
[37]

va o 1

PNMIAENYLRLFAAEITUNATETuMT 9l f33EnUdnTBnsTuundayaauuy
dngavaslaaa SSVEP Mignuwildlusyuu BCl dwsunisaunuinudedsuuy CCA &
MAEaganlEN T undyanisiAeaideues Cruz wavauglud 2018 [37]

NIV Cruz uavAnzlunuiigiay 2 AussgleiuAIuANE oA UREN

< = A & = ¥ o1 LY 4 = =

gnnusLluszesiaiuiy 2 wiinunviulugun 7 lneglauauusnazdadulieuafou
Juneas drudldunuiiassssidulveuadeunilunmeiievsern uasudagauilln LED 2

= a v a 9 a ' o A 9gve o o a s & Ao oA
ANTINENIUMEANUD 12 AU 15Hz AnegvauvsiielddsAuiians nuideuiliiyawmui
Anusiuauayn e Cruz wazAnzdeankuulissuu BCl aunsonauausdliong
sansnemsidisnissuunduaandusuy CCA Al nAisa 2 Tavintiu (Oz fu
Pz) Fanaoenu1inangiauianie 12 au Auwiuggegavessyuy BC agil 79% A3

e

WUGWINEADLN 33% wazANNWINENRRERYN 55% BeReienIngIduAaIneely

o
Time: OIm:4H3s
FUELBAR =
= - ‘
N 2

O — FUEL POWER UPS

& -

ASTEROIDS

PLAYER 1 PLAYER 2
CONTROL PANEL CONTROL PANEL

,,

®
B CONNECTIVITY INDICATOR

FUT 7: inudigniimi ulusndseves Cruz uasmalzlutl 2018 [37]

A & Va P 1% [ A
MUULUUNG Cruz LL@%F’WEL!ZIWJLﬂi’]%ﬁl’)’l?@?%u’]ﬂ"lﬂ 2 SNNANILNU SUNALTINAD

UsgAnEAWluN19M5I199U SSVEP AND 15Hz vesiiuseinanadyauenalifin iiesin

v

dauansaldimdaiuianszduaiud 12Hz iandegrsinauainiiiuluun 8 dwu

Y


https://www.hindawi.com/16063910/
https://www.hindawi.com/74586728/
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AN aedfeJULUUTRIRINULALFALUBIiINTEAY WenFULuUasinudeRuly

€

a

WUABIAUENNUINLALFINTEAUINANDY VB UL HiduIrataraun1aInmInTeauiod

q
X %

WndunuegudIitanuesannMuInegaaenaauliansnnuaulaludaiinsys

q

v I & o
JCRRERNHT
Subject SSVEP performance
100 T T T T T T T T T T
-Overal performance
90 | N 12Hz -
[ J15Hz

%

Subject

U7 8: WanIsnaouUsednsnInyeda1ad SSVEP lusuideves Cruz uaspasylull 2018 [37]

'
Y VA v = a v

PnannanmuanlanatluturiligIdensungensestihludiulssmnndesns

Y 9

[

e aunuulminduszansnm

o

WounNY BC NuANaUN 9ALSNABABMNISNTIMUN
WU CCA dugnigespiapainuindlviiiaesnyiglvdiauiinalunissnnuaulaly

fadnszAuliegunud

2.2.2 T/NTIUUNFYQ 1 uuNanIT CCA

o o

1A%8r09 Kalunga uazanglud 2016 [16] Myl nmssuundyaiuding
s¥uv BCl figniauslag Barachant uazaglul 2012 [39] 881an15usnses MDRM 11
Usggndrumsldsiuun SSVEP Fudlotmaniuisuiiisuiiuilszananadyaailiis cca
910 2 919398 Ao Lin wazauzlul 2006 [18] AU Nakanishi uazamzTud 2014 [40] wad wa
flrenunfefiusziianadynnadildis MDRM NUsgansAImgend niludunudiuas
AYUIUEN

a a a ! a

AN IsnsTuundy gl Uizl sz @nSAmAN AN WAIINKANITNAGDUVDY

Kalunga uazmie Muszudanadyyind 3 Mgnitwunay Aedinlddanesiiuundiuiie

2/ <@ Y 9 ¥ o a = < dl' b U Ay Yo a = [
LUUF"I’NE‘,JLi’JELUﬂ']TUimJ’JaNa, G]’Jm‘d’ejaﬂ’eﬁ‘l/lllLMNLW@LUU?’]’NNENQ@ waginlgoanasiuau
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suAufnTosdyIaTUNIUiBIIuAMLLLINE dauliugiadslunisilun SSVEP
910U 4 AaNa (13Hz, 17Hz, 21Hz wagliinu SSVEP) ivann 8 Yesdyay1oiegil 74.8%,
79.1% wag 79.5% anuaau Fededndiliuiugimedimsunisaiuauny

6

Resting class
13Hz class
21Hz class
17Hz class

b " @ i
d—— R At e
—o ¥/, - Tk

-4 L L L .
-4 -2 0 2 4 6

U7 9: uamsmnmavluanisees Kalunga uazaairTut 2016 [16]

44' ! ¢ & vaw a o v o v A a a

\eangnsauluseaull f33uAnIn1sdnindwIuauanldivionunifen
Wnzluiudoniinfian Wewinuan1smedeuves Kalunga waganemuguil 9 uansliliu
11 SSVEP vnsaanaifleduuneenuiuadanulndifssiudyeunlidl SSVEP aslunis
donldlanzanuiifeiwaziJumnudilinadwsoenundeandygranldd SSVEP wn
Vandeliuunliudnaganunsaiinanuiiugluiuiussinanadyyinlaun uenaintud
MINQMIUNANNITNITIHUNFYLYINUUY MDRM a3 enunIstdnudiiesdenalvim
a ¢ o a & 1 ] = = [ 1 1 v
sngnlglunsAurmmvIngamuLlsuiudufsdvusanaadusgrauniiinagld
SuYesdygraviAufny Feiumneanuiinsidaanuddeslnisussanana

foyeaurilaisaudneme
2.2.3 NM5.a89U0910AYB9 SSVEP

dieldlaninsausnanuuansiises SSVEP lagldanudla fideduinuuiAniiazien
AnuanenalagldinnuanIsuasny 3nsetenuitenwanslilumde 3.1 aziulaing
MUY Kos’ Myna iU Tarpin-Bernard Tud) 2013 [28] 111LAT09ATI99UMILAUINT

1999111928 TuN15Y N9 UVeI5EUU BCI e

o s & &g g 13 S Adwv v ' 2 Y a 13
AILNUVDINUIVYTUULUULNUINYBT 9 szumLamwammuumamﬂmmL‘ngﬂmw

Y 9

- ¢ - - Y o 9 ) v % ) =
Panysalmunmiulugui 10 Ineimuniaundunuliasnsaauauld 5 wuusleiu ued
Wi 2 wuuwintuildszuu BC Tun1smivau SuAawUULEAToINTIRTUMAILMUINTU DS

32UAU SSVEP (WUU7 1) AULUUNLEATIRTIRIUFLULINA1TBITIUAY Motor Imaginary
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(UL 2) FBMTEUVRINITATUANNG 2 WuuTlavadiu AoklaunadldiaTomTIadusmumus
nsuaslunisidoninyeiduiifesnis anuuAly SSVEP w3a Motor Imaginary Tun1suyuan

gaivutulUluRaU SN UI NS AU LWI RN

3‘1/‘12/ 10: muﬁ{;nﬁwmﬁulumu?a”waq Kos’ Myna #iv Tarpin-Bernard Tutl 2013 [28]

HANTINAGBUDRNNIINNITAIVANLUUNNTtEINTa N uldasmazihaulaaniinig
AIUANKULTIEDY witenseuunwIdetulgsldannsaldasuliainnsldniomsiadu
AUMaNTHeesINAU SSVEP aviliilassuu BCl Nfluseangn1mndinisly SSVEP agnq
= a a v t:ll 14 1 [ ! a a a oA a v . .
Ae195e nuddenasuiobiegnstanuitssuulalivssansnmniniuAeauideves Stawicki
wazanzlul 2017 [41]

damanadeuiidiauefelusunsuiundennunidisnisaiuated 3 wuunuiiii
Tugui 11 AensmiuaulagldiaTeemTIaTumMunianITuesesuied Wuuil 1) nsaiuny
1nelY SSVEP agaifigd (Wuudl 2) wagn1smivaulagluin3ensiaduiumiansuessiuiu
SSVEP (wuuf 3) Bslugiuvesnisamuanwuuiianuiu smlusunsuagldtoyaainiases

v o ! & v o ! Pl a2 v v a v Ve
nydumurinisueduiimuuahazlidulangniuladie ndunaedddae 30

a v o = = LA 4 0 & =i = v o1 =i
ANudnSeNiuIuvAsegiiies 4 Anuduity Kan1sageunesnindliulsenaialaninig
ATUANKUUTENREYIULALTINTT wiing1ndT wasfiduauglananunsaldanularunae
(Furidannuady uazliAnnnuwiug1gandt 70%) 11NN31NSAIUANLULTIADY Gau31N13
AIUANKUUTIENRzYIUlagInIuUTIvilsnay wilwSewesrnuuduguazsuaug 147

Y] 1A !
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