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A Study on 3D Character Design for Games
(About Improvement efficiency with 2D Graphics)

Dong-Min Cho*, Sung-Hwan Jungﬂ

ABSTRACT

First of all, What was the modeling technique used to model 3D-Game character? It's a technique
developed along several years, by experience... here is the bases Low polygons characters I always work
in low polygon for two reasons —You can easily modify a low—poly character, change shapes, make morph
for facial expressions etc -You can easily animate a low-poly character When the modeling is finished,
Second, In these days, Computer hardware technologies have been bring about that expansion of various
3D digital motion pictured information and development. 3D digital techniques can be used to be diversity
in Animation, Virtual-Reality, Movie, Advertisement, Game and so on. Besides, as computing power has
been better and higher, the development of 3D Animations and Character are required gradually. In order
to satisfy the requirement, Research about how to make 3D Game modeling that represents Character’s
emotions, sensibilities, is beginning to set its appearance. 3D characters in 3D Games are the core for
the communications of emotion and the informations through their facial expression and characteristic
motions, Sounds to Users. All concerning about 3D motion and facial expression are getting higher with
extension of frequency in use. Therefore, in this study we suggest the effective method of modeling
for 3D character and which are based on 2D Graphics.
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