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Abstract With the spread of COVID-19 and restrictions on outdoor exercise, the number of users
using motion sensing games indoors is increasing. An avatar-type character design customization
system on behalf of gamers is one of the important research topics for developers in that it can
increase the game's appeal to gamers. In this paper, a motion sensing game with high sales volume
and character customization is selected as a game analysis case. Through the analysis of the
character customization system of the three selected games, important elements of the customization
system were extracted. Finally, the shortcomings of the motion sensing game character
customization system were derived, and improvement plans were presented for the selection system,
transformation system, and partial system. It is expected that this proposal will serve as a reference
for designing a motion sensing game character customization system in the future.

Key Words : Motion sensing game, Character design, System analysis, Customization selection system,
Transformation system
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Table 1. (MONSTER HUNTER RISE)

ﬁgmg MONSTER HUNTER RISE
Character
customizat
ion screen
Ssgfecgq Ssgtzsm Transform System
Facial chin length, chin position, The width
Features of the chin, he width of the corners
u of the chin.
Skin 4 kinds
Hair 23 kinds
gre 17 kinds
Position of upper eyelid, lower
Eve eyelid, and corners of eye. Eye
Male/ V! socket depth, eye width, eye
Female position set afresh.
nose height, nose position, bridge
Nose height. Position of tip of nose, width
of bridge, width of nose
The mouth is convex, the mouth is
Mouth wide, The position of the mouth,
corners of the mouth, or mouth, lip
thickness.
Beard 20 kinds
Dress 4 kinds
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Table 2. (Animal Crossing: New Horizons)

ﬁ:mz Animal Crossing: New Horizons
0000
Character ‘ ® G ] Q:j;-
customizati @;@ - =
on screen - q;
‘ﬁ aw
Qs
Select
System Parts System Transform System
Cheek 4 kinds
Skin 8 kinds
Hair 8 Styles, 8 Colors
Male/ Eye Brown 17 kinds
Female
Eye 8 kinds
Nose 3 kinds
Mouth 4 kinds

323 (M2 2 U2E) AREA

@~ Y gRHE 20199 s A0
AuE A AAARCR AL Alo] Folshe
ArAGE Aestn AY e Axeutolgstel
AS AHY 4 ek WA 2 A e AAgo e
9 EE ol ARiEg Aeg 4 Ui, I 9AQ)
53 Ao AE AY AYEY 59t 2 488
W A & Ak ogos Wy Axdes
117H9 SRED 87 FR9 ARE A £
A 2 SItk(Table 3 1),

Table 3. (Ring Fit Adventure)

ﬁgm: Ring Fit Adventure
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> e o e
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Select
System Parts System Transform System
Male/ Skin 3 kinds
Female Eve 3 kinds
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Table 4. Example of Game Character Selection System

Example of Game Character Selection System
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