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Table 1 Players’ score.
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playerl 34 11 3.09
player2 27 9 3.00
player3 23 13 1.77
player4 16 14 1.14
player5 10 16 0.63
player6 9 16 0.56
player7 7 19 0.37
player8 8 22 0.36
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Table 2 Indices highly correlated with kill-death ratio
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00000 20000000 «t00O0O0O0DO 0.701 0.053
godd0d0 30000000 0000000 0.959 0.001
00000 40000000 0000000 0.926 0.001
oo0o0bo 50000000 0000000 0.917 0.001
00000 s500000000000000 0.742 0.035
000000000000000O0O000O0O0D 0.766 0.027
oooooooo 0.930 0.001
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Fig. 1 Aim training program.

Ele
&

HFOF

T A Y —DFREL

RICHEN HEEND

F CORHE [EESDIEZ4

02 00000000000
Fig. 2 Reload training program.
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Table 3 Increase of indices.
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ooo 5.333 4.000

ooo -1.667  0.333

0 ooooo 0.385 0.210
oooooo 1.000 2.333
oo0ooooooooooooo 5.122  -5.313

g00 10000000 0000000 1.720 -1.030
00020000000 0000000 0.627 -0.703
gd0d 30000000 0000000 0.424 0.665
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