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ABSTRACT

The purpose of this study is to analyze the -characteristics of traditional art
expressions in recent Chinese online games, which are now most popular in Chinese
game market. Designing the MMORPG game character reflecting users’ psychological
preferences for aesthetic characteristic of the traditional Chinese culture allows the users
to feel more visual satisfaction while they are enjoying a game. The selected characters
for this analysis were chosen from the traditional myth chivalry game to utilize the
traditional art expressions that are peculiar in Chinese MMORPG. The analysis was
conducted within the context of an ideal character figure and operation, and social nature
reflecting a personal user. This analysis suggested the representation technique reflecting
traditional clothing, color, and life style, and the reconstruction of subject matter, and the
development of the characteristics of ideal group character. Even though Chinese
MMORPG history is short, this study will help the user understand more effectively the
identity of the myth martial MMORPG game in connection with the Chinese traditional
culture and art. And this study will also increase the user’s satisfaction of the Chinese
online-game.
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[Table 1] MMORPG Type Origin Classification
Types

Serial system Parallel system

Users' active story
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Rank / Synthesize
2012 China Online Game Weight Rank
1 Journey to the West II 8.9
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2 Journey to the West: Cinderella 8.6
(B H )

3 Ming long right (X BAFEY) 86

4 Company of Heroes (%) 8.3

5 QQ Hyun dance (QQIZHE) 8.2

6 Devil (B 5-2) 81
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8 Giant star (E &) 8.1

9 Journey to the West: Genesis 8.0
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10 Dream Ghost Story (F£]803%) 7.5

China Game Weight Rank
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[Fig. 2] China Online Game Weight Rank 2012
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Rank / Synthesize

2012 China MMORPG Game Weight Rank

Rank | Developed Contents Game
by
i Shanda The 1 in market share for a long time has been th | legend of mir,
Games & leader in China's online game development and | Legends of the World,

[ 7.9 sales will appeal to mainstream manufacturers.

2 Netease fe353) | Market share leader in China's online game develo | Journey to the West I
pment and sales of mainstream companies. Journey to the West:
Cinderella...

3 Tencent (&iR) | Tencent games as a leading provider of Intemet va | Dungeon and Fighter,
lue-added services in China, the current space pro | Cross Fire

gram is being operated.

4 Ninth City Chinese online game vendors, primarily responsibl | World of Warcraft ;
(whiEh) e for the management of online game sales and g | WOwW

ame research and development at the same time.

Crazy Arcade..

AT, AFAER), DeOLHE), ABEEH), A
()N sk2 Eeta, W8 ATz,
Falol gl Als), Ao AAE s, A 25
ol opd Ao FFML ), Aol ACEBI A
ste] Al 7HA 54E 7Rtk

[Table 2] Chinese Mythology Features
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[Fig. 4] China Major Online Companies and
Representative Games
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10) “Development trends of the Chinese game industry research
report”, Weinan-China Network Review report, 2013
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11) Andre Leroi-Gourhan, “The Dawn of European Art”, 1982
12) #EEX, “r7 7R, 2006
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