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Research for The cognitive Properties of Zombie Game Character
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ABSTRACT

Dong-Min Cho'"

The zombies in AVG games are not divided into different game occupations. To address this issue,
this paper starts by selecting those popular zombie games as the research object. Then, a number of
samples will be collected from the roles of zombie and these different roles of zombie will be classified
by profession depending on the characteristics of these roles. On this basis, the roles will be given a
new title to describe their profession. Then, semantic analysis will be conducted to search for the words
that can be used to describe the roles of zombie. Besides, there will be 10 experts in design and 10
professional zombie game players invited to choose from the collected adjectives. The most selected words
will be used in this study to conduct cognition assessment, before the making of questionnaire. Then,

the questionnaire data will be collected and converted into a statistical model form for indicating the

value of ability by group and profession.
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Fig. 1. Research Structure.
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Table 1, Pictures of some research samples,
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Table 2, Basic definitions of all the occupations,
Occupational groups Features

Gregariousness

In the game, it has the largest number while the poorest defense force

Psychic

It mainly launches long-range attack employing energy

Shadow

It is armed with the ability to attack and elude in a quick manner

Enhanced zombie

It is equipped with good performance in health point, defensive power and attack force

General

The ones with the largest bodies are known for highest abilities




Table 3. Frequency of cognitive lexical choice,
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Frequency of word selection

Abnormal body

Traditional ~mode

Short-range attack ~

~normal body 7 m 3 long-range attack. 20 | Neat~chaotic 4
Stiff ~ soft 16 | Human ~ animal 2 | Dull ~agile 20 | Coarse~smooth 7
. . . o Strong jumping
Serious ~ comical 1 Perishable--imperi 18 Strong defense force 90 | ability ~ weak 1
shable weak defense force . . .
jumping ability
Armed~unarmed | 18 | Young ~old Dreadful ~not dreadful 3 | Stupid~smart 19
Thin ~ strong 20 | Heavy ~light Dark ~bright 15 | Scary ~not scary 4
Physical attack 18 Special ability ~ 3 High health point~low 17 Distinctive~ 10
~spell attack non-special ability health point common
Calm~angry 3 | Undersized~tall 2 | Real~fantasy 4 | Quiet~noisy 18
Energetic~listless | 1 | Pleasant~ painful 0 Qooperatlve - 15
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Fig. 2. Distribution diagram of data source.
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Table 4, Detailed data regarding each occupation,

Wisdom Agile Defense Health Attack power | Number
Gregariousness@ 4.22 511 4 417 45 15
Gregariousness® 4.24 47 492 459 5.07
Gregariousness@) 4.68 5.33 4.66 4.46 494
Gregariousness@ 4.61 5.86 4.56 4.42 4.84 6
average value 4.44 5.25 454 441 484
Shadow® 7.08 8.66 5.4 5.62 6.63 2
Shadow (@ 6.89 8.21 5.55 5.87 6.47 3
Shadow® 5.72 7.85 6.4 6.36 6.6 4
Shadow@® 5.6 7.66 4.13 4.51 571 1
average value 6.32 8.10 5.37 5.59 6.35
Enhanced zombie® 5 5.86 7.05 6.95 6.77 3
Enhanced zombie@ 5.07 5.46 7.05 6.87 6.85 2
Enhanced zombie® 5.22 5.79 6.27 6.27 6.51 2
Enhanced zombie@ 452 4.7 6.83 6.95 6.54 1
Enhanced zombie® 4.67 4.45 6.88 6.74 6.52 1
Enhanced zombie® 4.39 4.21 6.29 6.21 6.32 1
Average value 4.81 5.08 6.73 6.67 6.59
Psychic® 8.1 6.08 5.29 5.59 7.14 3
Psychic®@ 7.42 6.02 4.16 3.99 7.65 2
Psychic® 6.78 4.68 5.23 5.64 6.7 2
Psychic@® 7.46 6.95 4.06 4.21 7.06 1
Psychic® 6.13 491 5.53 5.55 6.02 1
Average value 718 5.73 4.85 4.99 6.91
General® 5.79 3.71 8.28 8.47 8.36 3
General@ 6.05 5.74 7.66 8.01 7.78 3
General® 5.78 5.66 7.89 8.15 8.07 2
General@® 4.84 721 7.55 8.05 7.63 2
General® 6.02 5.89 7.87 8.23 7.87 2
General® 6.06 5.59 8.07 8.21 792 1
General® 5.21 517 7.8 7.38 7.78 1
General® 5.62 5.84 8.05 8.18 791 1
General® 4.52 7.65 8.11 8.1 8.03 1
Average value 5.54 5.83 7.92 8.14 793
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Table 5, Value of the second attribute,
Physical Spell Zombie Long-range | Short-range Partnership
attack attack voice attack attack
Gregariousness@ +/100x0 +/0x100 015§ 85 V/ 8x92 V98x 0 m:921 :8
Gregariousness®@) v 99x1 V/ 8x92 0164 84 V/ 15%x85 v 97x3 Im:831 :17
Gregariousness@®@) v/ 99x1 V/ 8x92 015¢ 85 V/ 13x87 V/ 98x2 m:901 :10
Gregariousness@ v/ 99x1 V/ 4x96 07493 V/ 6x94 v/ 99x1 m:891 :11
Enhanced zombie® v/ 100%0 v/ 4x96 04§94 v/ 12x83 v/ 98%2 m:51 :9
Enhanced zombie@ V/98x2 v/ 4x96 013§ 87 V/11x89 v/ 96x4 m:61 :94
Enhanced zombie® v/ 97x3 v/ 6x94 O11489 v/ 8x92 V96 x4 m:101 :90
Enhanced zombie@ v/ 93x7 V/13x87 011489 V13 %87 V93 x7 m:91 :91
Enhanced zombie® V/99x1 Vv 7%93 026§ 74 v/ 5%95 V98 %2 m:71 :93
Enhanced zombie® v/ 99x1 vV 3x97 017483 vV 6x94 V98 x2 m:1271 : 88
Psychic® v/ 22%78 V/100x0 0204 80 v/ 78%22 V45 x55 m:301 :70
Psychic® vV 26%74 V/81x19 012§ 838 V7624 V48 %52 m:651 :35
Psychic® v/ 24x76 v/ 88x12 014§ 86 V/79x21 V44 =56 m:701 : 30
Psychic@® V19%81 V/88x12 019481 v 15%25 V45 %55 m:821 :18
Psychic® V2971 v/ 84x16 039461 v/ 58%42 Vv 79%x21 Mm:741 : 26
shadow® V/97x3 Vv 6x94 068§ 32 v/ 5x95 V97 x3 m:211 :79
shadow (@ Vv 97x3 V/ 4x96 076 ¢ 24 v/ 10x90 V95 x5 Im: 181 :82
shadow® /1000 Vv 6x94 083417 v 9x91 V97 x3 m:151 : 8
shadow@® v/ 99x1 v/ 1x99 09¢91 v/ 5%95 V97x3 m:701 : 30
General® v/ 98%2 v 24x76 02¢98 v/ 42%58 V96 x4 Mm:1571 :85
General@ vV 97%3 V17x83 08§92 v/ 15%85 V96 x4 m:51 :95
General® v/ 96%4 v/ 14x86 08¢ 92 vV 16x84 Vv 97x3 IM:41 :9
General@ v/ 99x1 v/ 4x96 014§ 86 v/ 8x92 v/ 96x4 m:61:94
General® v/ 99x1 v 4x96 0124 88 v/ 13%87 V98 x2 M:241 :76
General® V/99x1 v/ 10x90 06494 v/ 49x51 V95 x5 Mm:61 :94
General® v 97%3 v/ 5x95 O11489 v/ 15%85 V99 x1 m:1271 : 88
General® v/ 98%2 Vv 7x93 04 ¢ 96 Vv 7x93 V97 <3 m:1001 :0
General©® V937 V/13x87 04496 V/18%82 V/95%5 m:981 :2
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Table 6. Average value of the first—attribute data regarding each occupation,

Wisdom Agile Defense Health Attack power
Gregariousness 4.44 5.25 454 441 4.84
shadow 6.32 8.10 5.37 5.59 6.35
Enhanced zombie 4.81 5.08 6.73 6.67 6.59
Psychic 7.18 5.73 4.85 4.99 6.91
General 5.54 5.88 792 8.14 793

Table 7. The sum of the numerical data of the attributes falling within the scope of the second kind.

Caack | k| vce | omack | sk | Parmership

AR Vv 397x3 v/ 20%380 053 § 347 v/ 42x358 v/ 392x6 Im:3541 :46

A V/586x14 v/ 37x563 082 ¢ 516 v/ 55x545 v/ 579%21 m:491 :551
A T v/ 120%380 v/ 441x59 0104 § 396 v/ 366x134 v/ 261%239 m:3211 : 179
M= V/393x7 V17383 0236 ¢ 164 v/ 29%371 v/ 386x14 Im:1241 : 276
s v/ 876x24 v/ 98x802 069 § 831 v/ 183x717 v/ 869x31 m:1701 : 730
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