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Sound Feedback Delay of Games Based on User Experience

TAN Hao', YANG Hui’
(Hunan University, Changsha 410082, China)

ABSTRACT: The paper aims to research the influences of sound feedback delay of FPS games and provide guidance for
sound design of game. Different sound feedback delay was set in the FPS games for experiment. The scores of users were
recorded and compared with the subjective scores of users. Sound feedback delay had influenced over user experience.
Users perceived no differences when the delay was no more than 10 ms. Users perceived subtle differences when the delay
was between 10 ms and 50 ms. When the delay was more than 50 ms, a higher delay tended to lead to a worse user ex-
perience. Comparatively, state sound feedback delay had more influences over the user experience. Sound feedback in
games has influences over game interaction and fluency. It should be considered during sound design of games. In addi-
tion, it is required to apply the sound feedback reasonably from the perspectives of cognition and perception to decrease
the negative effects of feedback delay on user experience.

KEY WORDS: user experience; game sound; sound feedback

B H AR AW R, T A E i AR At

PACKAGING ENGINEERING 183

AR, 3 R P X D e A 6 ) SR UL R A B 2
o S LTI R B A R, BRI R A fE
A FREE AN K IR SN, AR B % £ E R AR K
JE, U A, B e O T R A
RIFTE R, ek B T IR B A W X By Y 2
AR, (AP — BB TR, KBS 738 il A L
AL AE R B O P AR g s ], Sk T

Wi BEEE: 2019-03-10

1 BFERNEINLZRE

HL Ui X 5 T R AT T i T LA Bz fr
ZE H R, L T HERAE S — D RS2 R AR, Ui
X7 TR B A SR 1) 2238 18 58 B RS, W ROT
KN G i R 5 MR B, A J 3 4,5 5 L

EERI: #E (1977—), B, wilA, ¥, FdXFHE, T 2T T LR EFEIL,



184 fu, %%

T 201946 H

T PR IRAE N B 45474 A AT 5 g A
TR S 285 7 M 1948 4EAY TR AR E] 1971 4E4K
SEMENG 280 LR PLAEAY 3D BRZE AR A AR AR
AU i R BT LATE R F P S s, )5t i
ST AR, H AR LR P R 2z B AT
S5 H S 75 075 S0 AR R ik Y
WeRARI T, i xk "Silent Hill", 51 A M4
PR E R, BT U P DB R, (R
FH P Bl 8 s SCanifexk CRHBAVE ), R DIHESR N
F A S SR R O A A R ARk, I iRk 3
LA TR, PEREEH P E R HETE,
SRR TR T M B B4R T, R P AR

2 WREWAEYLHR

2.1 MR

e Kk A 8 2 e e P P 5 Tl X R A — S AR
BT, SCH AR A BN TR 25 BOVE, G5 R
PRI AR A 36 A R YIS A 36 55 2 I PR, 52 X
PRI Y 2R R AR RS 39 . A AR I, AL
e X B HAL BT, S AR B A OB IiE XL

U1 gtk B 2R 22 1) A2 Zk ) M LS o i A 2 o i
i PRI, (A — iRk AR A — g
2.2 HMEH

PSR AN B, {5 B AS i 2
I i T AR R D B 7 3 BT i R A3 U2 P T R
SRS, TFERAFN AT S X 42, B W A T
FaAUCED, e AT A AR S R, R R Ui
AZHIAVE M BT Norman BYFRAT- AL 6 HA A
FAUSUEI DA b 434 , 52 i vk 52 T 3 A v A P P 36 30
A, DL 1o 8 2w R B i R o i Xk B
XoF TR P A SRS 10N S R R AR I
ZIIMER, filkk g2 !, Jorgensen IAH,
il /L 7 s R AV Ui U R AL T AL A TR B R i X H P
%5 8 Rovithis LA (375387 %% "Kronos" ] ,
BT T A S RN ALH R MY, T Pichimair A1
Kayali B0 58 T 35 A U7 R& A 3¢ B SR 20, 27
FI 17 AR T LR B9 52 00, Ekman ¥40 B9 7
i A s AR, B AR R, Tk A P R &2
BN [ SR P AR I8 1) W S5 5K, 4 3 2 Tite K 7R AR
e,

BRI ‘ e
IR
Stz

. ]
MIEXTS

Uiyine75 *‘
Y PUEEAE RS ks Wk
v RIIARA ‘ BefE tﬁﬁ
ENTRE S s =

K1 AP sl
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