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ABSTRACT

This study was conducted as follows. First, the game character design elements have
been arranged so that the player’s personality can be reflected in the character
customizing. Second, the importance of design elements in mobile games and video
games was derived through AHP. Third, through the difference in importance, the
direction of character customizing improvement was suggested. External appearance in
mobile games and the action in video games is evaluated as overwhelmingly important.
Therefore, it is necessary to diversify the appearance in mobile games and the action in
video games.
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[Table 1] Information of Interview Participant

o Number
Item Classification (%)
30s 8(57.14%)
Age 40s 6(42.86%)
Total 100%
Male 13(92.86%)
Gender Female 1(7.14%)
Total 100%
Developer 3(21.43%)
Non-Developer 3(21.43%)
Field Professor & Teacher | 2(14.29%)
Public Institutions 2(14.29%)
Journalist & Influencer | 4(28.56%)
Total 100%
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[Table 2] Check of Consistency Ratio

Design Elements on Mobile Games

Hierachy Components CR.
Upper Design Elements 0.01
Action 0.01
Lower Speech 0.03
External Appearance 0.02
Design Elements on Video Games
Hierachy Components CR.
Upper Design Elements 0.04
Action 0.01
Lower Speech 0.07
External Appearance 0.01

3.4. A H2E] CIXIIL40| MINX

S (ZHIY Aa HICI2 A

[Table 3] Importance on Mobile Games

Upper |Lower | Local Importa T_Otél
nce Priority

Al | 028 | 0.062 6
Action | A2 | 022 | 0048 10
022 | A3 | 025 | 0055 8
A4 | 025 | 0.055 8
S1 026 | 0.057 7
Speech | S2 | 009 | 0.020 13
0.22) | s3 015 | 0.033 12
S4 | 050 | 0.110 3
El 014 | 0078 5
Extern | o 1017 | 009 4
Appear E3 0.23 0.129 2
f‘&g& E4 0.38 0.213 1
E5 | 008 | 0045 11

Eejolol7t ALge] BAolA A AzEu}
e Fal AN 4R wQss] 9a) ofw
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[Table 4] Importance on Video Games

I ta | Total
Upper |Lower | Local mporta ,O fa
nce Priority
Al 0.35 0.130 1
Action | A2 0.27 0.100 5
037 | A3 0.19 0.070 7
A4 0.19 0.070 7
S1 0.23 0.051 10
Speech | S2 0.07 0.015 13
022) | s3 013 | 0.029 11
sS4 0.57 0.125 2
El 0.20 0.082 6
Exglem E2 | 015 | 0062 9
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ance
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[Table 5] Comparison of Importance for Game
Character Design Elements

Comparison of Importance for Game
Character Design Elements
Mobile Games Video Games
1 |E4:Cloths Al:Movement
2 |E3:Body Type S4:Voice
3 |S4:Voice E3:Body Type
4 |E2:Hairstyle E4:Cloths
5 |El:Facial Shape A2:Face
6 |Al:Movement El:Facial Shape
7 |S1:Tone A3Posture
8 | A3:Posture Ad:Gesture
9 |Ad:Gesture E2:Hairstyle
10 [A2:Face S1:Tone
11 |E5:Accessory S3:Vocabulary
12 |S3:Vocabulary E5:Accessory
13 |S2:Conversation rate |S2:Conversation rate
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[Table 6] Suggestions for Improving Character
Customizing

Suggestions for Improvement

e Focus on the external appearance
than action and speech in design
elements.

on e Offers a variety of choices for

Mobile external appearance.

Games | * Design elements other than
voices are integrated and
simplified in action and speech.

¢ Designed so that the player can
select the body before the face.

e Offer the action and speech, and
external Appearance evenly in
design elements.

on e Offer design elements in detail as

Video possible

Games | * Need to provide it in character
customizing so that the player
can choose an Al:movement.

e Offer various S4:voice and
A2:face.
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