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The Study of Interaction for On—Line Game Characters
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The multimedia techniques have changed form of media
because of digital media technique, It is notable change
that this is possible with the interaction of media, The
human being present the interaction of the form using
by the difference of expression, The treatise proposes the
method, which increases the interaction of the On—Line
game system, It is analyze that an online game UI and
expand by interface, It will be to the offer an
opportunity which the parity game for various age
gammer,
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Mentor System

Actor Event

Game User
System
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Perception System
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