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Abstract  Customizing system is known as an important factor which affects not only purchase, loyalty and
immersion of the user. In this study, we explore the concept of character-customizing system in the early stage
of a game; on the basis of it, we compare cases by analyzing and schematizing certain types of systems which
many games stick to. Customizing system types are divided into a basic case and a differentiated convergence
case; based on it, they are classified into four types: Realistic, Creation, Individual, Additional; plus, another
customizing system case out of games is also analyzed. To improve customer loyalty, a system like a
differentiated case that attracts user participation is essential. Through a variety of character customization
convergence cases shown in this study, we expect them to be used as game production guides. By enlarging
the range of the study, we expect further studies to cover more cases.
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<Table 1> Comparison of Normal And Customizing
Character

Normal Character Customizing Character

Producer-Game User+Game
Character Designer

Producer-Game Character
Designer

Less Selection More Selection

Similar Character Individuation
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<Table 2> Evolution of Online Game Character

Customizing
Time Ggme Screen Shot Feature
Title

Early Mew
2000 Online

-3D Character
~Various choices for Armor

-Body muodification by aging
~ |-Body modification by eating
-Body modification by getting
along

Mid | Mabinogi
2000

~Various choices available for

]2“(%8 Aion f CusFonﬁzing
—Various body type
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<Table 3> Ranking of Online Game in august 2016

Ranking Game Ranking Game
3 Maple Story 18 Mabinogi Heroes
9 Black Desert 22 Tera
10 Blade & Soul 23 Arche Age
11 Aion 30 Final Fantasyl4
12 World Of Warcraft 31 Icarus
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<Table 4> Classification of Customizing System

System Contents Game Example
User can Select Dungeon and Fighter,
Select System ready-made Lineage etc
Character e
User can Select
ready-made parts | World of Warcraft,
Parts Sys :
arts System and complete the Dragon Nest etc
character
User can transform .
Transform System the parts’s shape Aion, C9 etc
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[Fig. 2] Basic Character Customizing Process
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<Table 5> Character Customizing Extension Example

Title Platform Feature
Winning Eleven 2012 Console Using Picture
Tomodachi Life Nintendo Using Picture
Maple Story2 Online mapping Item Provided
GTAS Console Select Parents DNA
Bless Online Additional Selection
Black Desert Online Additional Selection
Mabinogi Heroes Online Additional Selection
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