Journal of Next-generation Convergence Information Services Technology Vol.10, No.5, October (2021), pp.537-548
ISSN 2384-101X(p) 2672-1163(e) http://dx.doi.org/10.29056/jncist.2021.10.06

MAHIAQL SUS 9T Emergence Pattern =AFE

Emergence pattern monster for Suspense and Flow
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Abstract

Users want to continue to have fun while playing the game. In the game, monsters are representative
game elements that users interact with, and provide various experiences to users based on battles with
monsters. Flow refers to a state in which the user feels immersed while playing the game and is deeply
immersed in the fun of the game. For the flow state, the composition of the monster is a very important
factor in the game. Monsters are composed of various patterns, and for this purpose, the behavior patterns
of the monsters are determined by various methods such as FSM (Finite-State Machine), HFSM
(Hierarchical-Finite-State  Machine), FuSM (Fuzzy State Machine), Behavior Tree, neural network, and
genetic algorithm. Make up. Since most of the monster's behavior patterns operate consistently in a
predefined way, the user can easily predict the behavior after playing the game for a certain amount of
time, causing boredom. In this study, by adding emergent patterns to the behavior of monsters based on
patterns, Alfred Hitchcock experienced suspense, which was used as the main material in his films, and the
theory of grasp of the pattern that Raph Coaster claimed = fun to bring out tension and fun, so that you
can experience a continuous flow state.
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[Table 1] Human Activity Diagram of the Game
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