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KEY TERMS

1. Platforming Difficulty

2. Recognizing Attack 

Patterns/Cues

3. Avoiding Attacks

4. Fight Duration

5. Ability to Hit Boss

6. Number of Attacks

SURVEY RESULTS
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AESTHETICS

Value Attribute

# px2 Size

# px/second Speed

# count Concurrent Spawn Count

# count Number of Cycles

0/1 binary Infinite Spawn

# frames Time Between Attack 
Waves

# frames Attack Cue Duration

# frames Lifespan

0/1 binary On-Screen Until Dead

# count Health

0/1 binary Invincibility

0/1 binary Parryable

0/1 one-hot * 4 Spawn Location

DATA EXTRACTION

CLUSTERING ATTACKS

WALLOP!
Ready?

MULTINOMIAL REGRESSIONS

ACKNOWLEDGEMENTS


