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Abstract

Investigation on Effect of Time Limit on User’ s Mental

State and Performances

Masaki Obata

Existence of time-limit has been known to affect human performance. Existing
researches suggested that time-limit affects human’ s mental state [1]. However, there
is limited research that investigates the difference in user’ s performance on whether
the time-limit is presented or not to the user. In this study, we did two experiments;
in first experiment we investigated the effect of time-limit on user’ s performance and
mental states using several methods, e.g., brainwave (EEG), questionnaire, and game
scores. However the results suggest that there is no significant difference on user’ s
performance whether there is time-limit or no lime-limit. Therefore, we conducted
another experiment in which we added challenge as one of its control parameter. In the
second experiment, we regarded the falling speed of Tetrimino as one kind of time-limit.
By varying the falling speed of Tetrimino, we can provide time-limit and challenge at
the same time. The results of IEQ on the second experiment suggest that there is
significant difference on user’ s performance and immersion between time-limit group
and no time-limit group. This is considered due to the increasing difficulty in the Tetris
game. We suggest that in doing experiment on time-limit, it is important to present

the time-limit clearly to make the user aware of the time.
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