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Abstract This study is intended to compare and analyze the figurative characteristics of game
characters focusing on the MMO shooting game Battle Ground and the MOVA game ‘TLeague of
Legends,” which currently have the largest number of users in Korea, in order to assess how much effect
the figurative shape of game characters has on the immersion of players. As a result, the shape of
characters from MOVA or MMORPG games with storytelling as an important factor was revealed to
have a greater effect on the immersion degree of players than that of the characters from fast-paced
shooting games. In particular, it was found that in games where the level of each character is raised
as items are added, the height of most characters is the same as their own eight or nine heads, which

is longer than ordinary people.
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Fig. 1. A realistic and individual expression
of a character
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Fig. 3. character ratio
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3.2 ‘2O @B Y=

< a9 FEA,E 715 Qe FI o8 1
HE='E= MOVA (Multi player Online Battle Arena)
AGolH wkE 3F0 = AFZt FHE AFE= AlYolth

RTS(Real-time strategy) AU H=FH<Q] &3}
RPG(Role-playing game) AY9] e 4%, A2
ol g3t ARE &4 4 Ut} BE 2¥o] 5.5 fES
A=, A G2 HSo7tA b Ak sk
A AEE FHsks "ol SElske HAlolt). Edjolol=
219 7§7g0°] e YA F S Aste] Aot
=, o] Fxjlo] Edjojoio] i eVt Hrt. HE A
o] 1MEHEE AZstuE Egoloj= iy thE AN A
o= tE A%Z E9o1F 4 itk HFArit} Eeo]
Aol thE21l HollA 35k Aol thEth. Fig. 5
o & 4= gi%c] 10090 d& Amdo] qlo] F=glo] &
< 99| 30| 7hssith AnAL AFE Ag A
Alo]E Folr}.

Y1 B A9 AYHE HiE 1 HT B
oA R HfHol Fasith 1 olfE= AdY 4
ol th27] HZd ‘B 28 HALE= AlAT] #
ERR] AAlol Andolgt= AYEERE 47 &Y &
EEgS 7HA A St o]d 84-50] o921 A Eo]
52 Z& A4lo] FHck= 2H9 AHEE A
= Zoloh B3 P o8 HHEY AuAEL AT
o] w2t &3go] o EAL 7 Stk A7l Het
of ¥ H HHEE HE IS EE vgo] ofF
2 EAZ 7ML Sith. o R viAlA AN EE0] Al
&= HolF7] floiAle AAHEC] BFE ook T
& 4 Sl

1% i o

K

4



LT
7 i‘,

L ~2) 01 AHIE A & ft )
A e s .
% : * ts

org 1 44| Agn 2210t
D

. \

By

220

V:; Y _9\ ol ‘gf‘j

StERR2ILE 0 E -] nE3

. ® 2 523 (.

X !

EQCi0in R zHE

EUIEE

Fig. 5. Champions images of ‘League of Legend’
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Table 1. The type classification of non—human characters
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