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ABSTRACT

With the rise of the game industry, the importance of the game's storytelling is also increasing. Delivering a specific
world view of a game has a tremendous effect on the immersion of the game, so the method of delivering a story
needs to be studied continuously. In this study, the character was implemented using 3D modelling tool, and the initial
story of the game was delivered through a dialogue window using a game engine. Through the research, we were able
to establish a workflow for telling stories using a character and understand each process in depth, which we expect to

be the basis for more sophisticated game character development and smooth storytelling in the future.
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