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Study the graft method related to the design of monster
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Abstract Because of the unique images of monsters and people curious about the unknown things in the
game, gamers escape from ordinary life to explore a whole new world of games in the virtual space. Gamers
monster while dealing with characters that are not in the real world, I feel the joy and freshness, much to the
popularity of these unique characters are gamers. Is the study of the game Monster character to now is still
food that fell short, there is currently many games with the simple design by limiting the monster character
design for simple figurative design in the characters monster representation of the figurative simple character
designs is fulfilling the week The feed. To analyze the convergence of the monster character design in various
ways and to apply the formative apply thoughtful design of the monster characters. This study combines
research with a multidisciplinary approach based on the traditional image of the monster character image.

Key Words : monster characters, grafting method, Convergence Design, Pokemon, Blade and Soul, DZS,

1. N2 2o £ nw ARl wi Alge] oA Fold
g QiR Dol w44, AMY, 499 vet
J|=20| Xo ¢ ) =

1.1 2i=2 32| 9 S QU AR AR, FAE, 24 AE 58 2F
Received 26 September 2015, Revised 26 October 2015 © The Society of Digital Policy & Management. All rights
Accepted 20 November 2015 reserved. This is an open-access article distributed under the
Corresponding Author: Dong-Lyeor Lee terms of the Creative Commons Attribution Non-Commercial
(Kongju Natonal University) License (http://creativecommons.org/licenses/by—nc/3.0), which
Email: ezer@kongju.ac.kr permits unrestricted non-commercial use, distribution, and
reproduction in any medium, provided the original work is

ISSN: 1738-1916 properly cited.

Journal of Digital Convergence | 357



AY 1E FHEE Yo M= HHol| st A7
A} DB F2 A4 Lo) AR, ANEE AR P @ 5L A sz ARolsh tle] HEel AN
o) 4%, Tolg AR, Toldk 74 55 W AR e o Askith AR T4 = 4ol ARols
S Q1S v TR 1) BANES S 29 9 Ao gl )] AFS uejFL) Euz e BRI}
b & 4 QIeHI] Ago] Y= ojulAolrt. Aolr5e WA A £
A e ES SN 2AGI ANTS AR
12 D=L 25t DK 2% Flejes Qlgre] st Sl2e o] ohe} Alold
= A2 oA o7 Eudo] wawl suka)a 59 Fo] A HoFE AnE AAbslTE 8ol
Uehston], SEE ERolU AL Aldje] WaelA 2 [l
S 4 gtk PAIE LS AAT} 150] Sujshs BE
olulAE AFAAN ALt B2, B A3} BEo| @
2o § A2 oM A S BE) o] B G 4
Eo A DB o]n| A& 2 5 gk <Ae] A
oA 7o) Tt LpEAl, e ZahA) A7) Wi,
<HlElZESl BE Wi § AzkR AR B
g, vl A 717} 9= A, 1l <upjol dell>elA
whe] velg b A, 2 E b A FE A 5 (23 dea
B AL g} 2o Ao I E oluR]E F2 [Fig. 1] Monster character in the "Blade and Soul"
£9.2, 3%, 7141, B So] gtk o]l FEEL A
7ho] AUpA FuEa}, w4 waksh Aguo] Aol
U} #A2 A1250] ANl A4 aA 1 ong 2. BE
Y43 AL ARE ol glov] @Al TRk v 21 Al BT H2UES] x5 S5
83 FEH AT B S e AT B 20 98 T
o] I = P L3 Ake] 93T =
jizg ;;jj}gﬂimggﬁ e R 2 o9 tigele e Aol AEsh 2ol 3
Wk A e 548 shxok Bk o5e] tjel 4
1.3 T2 FHUE= ARISQ| Z0| RIT2 HAl 2 HE ARl AEE vEhd oS fgsta ohefst
Sy @H DEE, <obfeps & aspp g T E AE 2604 31 83 dA wye
S} Bep BoS FRARG Lo v ol g oot B8 R /PIR v 5 7jede) 29 o
& olo b MIAAAR AN Horeiw, 1 eS¢ ST AANES] A9 H4  eAE 5l
S Bold s oug e Ael) dpel, T Lo WABHAARE A wAl w Al 7S
5 ¥ &3, lelE

O ERLEEE!

]9} ol
Sfuyule] 4, 719]
& Ab Aol geH3)

Aol A 2% 1] A7 A AL ol &
$95, 2% ol melt A7 HAKE A A
o % ojgiet, melol o)7fe] 9la el U7} )
=542 AR A AE AL 1 #olAriFig. 1], 1

o AL Smst B el Akglel wde] uel
REESBEES R Mm [Fig. 11¢] "m37)
o Ash= 71 BA o PAZL WA Po] AL S

M % AREES 93

FalA Akl vk

= T3 B o
R I KR

r
ng r1r X

A

d

o

>
oX

[o

N

)

™

ful

358 1 Journal of Digital Convergence 2015 Nov; 13(11): 357-364



Study the graft method related to the design of monster character in games

<EYZ AZE>A A A BRI, do® e
S v F YE FEo|th 19 YL o}F 1A% B
g Bofo R w3 Yol ek 1 & thE Fxo; F
A& gtk o5l o 1hadt 98 on|x|elt). 18] ar 4l
A& ol stste] EAT Y2g o|Ys) FAlskeh= sl
& omAE txQlEE HAFoA &3 B 4 9tk
[Fig. 219 o8] 79| &£l vl 9% 93-S nigo
2 AR 825 WsAY dREE A e &

[Fig. 2] "Slime" and the details of re—design

21.2 MAIT=

Fe7t S48 8 A9 7 TR x93 9&E
o) AA -z} 2AH A BAF Ak 7 BEO) HES
S hEHQ FRS Axsd &9 ojuxE gL
SuEA "ok #E omA 7 gy AdelA 1A s
U 523} ok Zlo]7] witel] dut 92 AY o] /Y
B oju]x]& BF AE] AA 25 F2IH] 9=
Eol, vg, 71, YHolmy B A4 Go] 1k 1

9 A2 59 5tk [Fig 3l molF 33 4
% 2404 vhe 2 YA olulxE e} gl

[Fig. 3] Xingtian character in the "Shanhai Jing"
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[Fig. 8] huant u gu (8= and monsters in the
river of "DZS" and "Thousand corpse" in
the "Blade and Soul"

360 1Journal of Digital Convergence 2015 Nov; 13(11): 357-364



Study the graft method related to the design of monster character in games

s

o 7IME =Rk

R R R R FO I

3

£ 9

g ol
1‘1_]-

the "Pokemon" and "Black Amaterasu” in

[Fig. 9] Hon in the "Shanhai Jing" and "Bulbasaur" in
the "Blade and Soul"
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ig. 13] Use the monster design of grafting
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caprice , suspend, stubborn, naive, ruthless, tender,
Character |brave, brutal, proud and indulgent, lively, impatient,
often scared

jungles,  caves,  deserts, Swamps, icebergs,
Ecology |underground, lake, ocean, paradise, hell, goods in,
substances in

flying, diving, jumping, excessive force, strain, hiding

Ability alcohol

afraid of the dark, afraid of the light, the water Uther
Weakness |War, afraid the fire, afraid of certain things or
creatures.

Craving |love, joy, strength, wisdom, food, beauty, immortality

[Fig. 14] The monster inherent characterristics
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