Physiological Computing Gaming: use of
Electrocardiogram as an input for Video Gaming
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tailored belt with conductive textiles as ECG electrodes; a specialized
data acquisition board (Bitalino); signal processing algorithms

heart rate calculation; and use of Unity 3D, a game development
, in which the heart rate is used as an input of a proof-of-
concept PC video game - FlappyHeartPC.
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Materials and Methods
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