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ABSTRACT

The purpose of this study is to analyze representation of characters of AOS
online-game in order to find out the meanings of ontological game characters. This
study selects characters of on-line game <League of Legends> to analyze
representations of game characters by Pierre Lévy’s ontological theory. The characters
which represented in on-line games reproduced by costume play in off-line world reflect
human desire and construct human existence. Online game character is an existing
substance, which could expand human experiences by crossing virtual game world and

reality in digital era.
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million registered, 32 million active players:
http://www.ign.com/articles/2014/01/29/league—of-legends—no
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[Table 2] The type classification of non—human
characters based on physical characteristics of
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