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Abstract The development of games has brought about the birth of game characters that are
visually very realistic, At present, one sees much enthusiasm for giving the characters
emotions through such devices as avatars and emoticons, However, in a freely changing
environment of games, the devices merely allow for the expression of the value derived from a
first input rather than creating expressions of emotion that actively respond to their
surroundings, As such, there are as of yet no displays of deep emotions among game
characters, In light of this, the present article proposes the 'CROSS(Character Reaction on
Specific Situation) Model AE Engine' for game characters in order to develop characters that
will actively express action and emotion within the environment of the changing face of
games, This is accomplished by classifying the emotional components applicable to game
characters based on the OCC model, which is one of the most well known cognitive
psychological models, Then, the situation of game playing analysis of the commercialized RPG
game is systematized by ontology.
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