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The Proportion of Game Character and Game Image
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Abstract
characters are changed to retard the rate at which types of users based on their favorite theory of human

Since the advent of digital games with hardware development a key component of the game

proportion. Many popular to gamers in the game according to the change in the retard rate in a unique image
of the character. Studies on the head and body proportion are thought that up to now been insufficient. The
purpose of this study is to examine a fundamental human proportion that has importance as a molding factor
in the game character development, it investigated the characteristics of the game character, and classifying the
retard rate of the game character, through the research method of analyzing the results, into the retard rate
look for and investigate studying the effect on future game images. Five types of game characters that make
up the analysis were analyzed with a unique image, and the more specialized users prefer retard rate, the
figurative exaggeration to retard rate than the actual main body. Utilizing a bit exaggerated the difficulties of
the character looks relatively small proportion character in the graphic wallpaper increased visibility. The
proportion of a game character through the study is considered as a very important factor as the game image
in the game development.
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%aar;i Monster Taming
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