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ABSTRACT

A game designer is the initial design of the quest based on narrative. It is important
that to predict game character of play experience to establish these static content. This
paper deal with player’'s affective interaction distinguishing among game characters are
perform quest-play based on their characteristic status. To achieve this, First of all,
previous studies regarding pre-visualization of narrative structure for other visual media
are reviewed. Secondly, it is specified that quest-play experience and player’'s cognitive
behavior. At last, these features of status by character were pre-visualized with
QUG(Quest Unit Graph), which could be represented differences in precess of quest-play
through analysis on world of warcarft game. Previous research is about of numerical
balance in terms of character’s achievement, whereas this study is meaningful that is
proposed that visual model of quest-play interaction focused on narrative structure to
predict game designer’s architecture of quest experience.

Keywords : game character(A9708 ), narrative structure(WelE|B. %)
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