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Design of an Avatar Assembly System based on a Commercial Game
Engine
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Abstract  Developing 3D games of quality is getting easier as commercial game engines have significantly
evolved. It is still difficult, however, for entry-level developers to create various avatars which could affect the
entire game because it requires expertise in 3D design and programming. We propose a design of an avatar
assembly system based on a commercial game engine, Unity. It includes the assembly, customization, and
management of avatars. It also provides an avatar update mechanism via the World Wide Web(WWW)
provided by Unity’s asset system so that various avatars can be supplied after the initial game distribution.
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[Fig. 1] An Example of a Character Skeleton,
Ilustrated  with  Joints’  Transformation
Coordinate Systems
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[Fig. 2] An Example of the Skinned Mesh for a
Character’s Limb
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