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Obj ectives/Goals Abstract
The objective of this study is to determine whether meditation or
activating calming brain waves.

Methods/M aterials
40 subjects, a Muse meditation application on an ipad, Two Dg
portabl e el ectroencephal ogram. Subjects were tested jRgwo
Subjects were randomized to meditate or play the m
el ectroencephal ogram measured the brain waves. After ay
opposite task.

Results
The p-value of the two tailed t-test indicated that n
to the next. Another two tailed t-test was performed

seconds out of 300 for mobile games.
Conclusions/Discussion

The results supported my hypoth i
Meditation is more effective in achievinghaca mer %
more gamma brain waves, whig N ini

focus. Mobile games, howevé Pag g
Knowing that mobile games al SONQrosyce a cahndxffect is useful because one can calm themselvesin
anoisy and crowded environmeni Nl a%Qg a mon
socially acceptable.
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Summary N
| show tation and mobile games produced calm brain waves, but meditation was more
calming.

Help Received N
| designed and tested the experiment myself. | reviewed excel calculations under the supervision of T.
Tong. | got help in understanding the statistical comparison of datafrom Dr. Jiaxiao X. Shi at Kaiser
Permanente in Woodland Hills.
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