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Abstract User interface design environment has been known to be part of important elements in
user experience and play, and its significance of functionalities are growing bigger each year, In
present day, use of intuitive user interface design are on demand, Player can expect to get a new
experience that they can not get from other exiting or similar form of games, For the better user
experience, essential use of intuitive game play is necessary along with its perceptive user
interface, This paper describes intuitive game environment design which will enhance user
experience with use of brainwave signal for Brain Computer Interface,
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