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Abstract From the perspective that RPG games give players a sense of reality, the characterization of
game characters can be said to be at the heart of design behavior. The personality of a unique
character enhances the player's concern and commitment, allowing players to experience a variety of
experiences. Through theoretical research and case analysis, this paper analyzes the expression of
individuality in RPG game character design. In the RPG game, the way to express the character's
individuality is first based on the game's time—space background, plot, task, etc. to inform the
character's general gender, race, occupation, and skills. In line with the application and use of the
characters, the roles will be developed in a concrete and rich way, and the shapes, movements, colors,
costumes and weapons will be more refined. The purpose of this study is to obtain the main factors
that influence RPG character's personality design from the viewpoint of perceptual design theory. In
addition, it is proposed that the RPG game character personality design method should be adopted.
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Openness

Conscien-
tiousness

Personality

Agreeableness Extraversion

Fig. 1. Five Factor Model

Table 1. Five Character Factors for the Game Role

Big Five

personality traits pers v

|Representative game character

<The Legend Of
Heroes>Estelle
Bright

Adventurous spirit,

Openness . -
P rich curiosity.

<The Legend of
7Zelda:Breath of the
Wild>Marcus

Strong sense of
responsibility,
prudent.

Conscientiousness

<The Legend of
elda:Breath of the
Wild>Mifa

Willing to actively
communicate with
others.

Extroversion

<The Legend of
Zelda: Breath of
he Wild>Yu Nuobo

Assist others, be

Agreeableness humble, tender.

capricious, irritable,
and critical.

i <FinalFantasy5>Sep

Neuroticism hiroth
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Self-
actualization:
achieving one'’s

full potential,
|nclud|ng CI'eOfIVe
activities

Esteem needs:
prestige and feeling of accomplishment
Belongi and love d
intimate relationships, friends

Safety needs:
security, safety

Fig. 2. Maslows Hierarchy of Needs
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Table 2. Character characteristics under different RPG
game themes

Game theme Game background personality

War games Fight, quell the war | Brave, straightforward.

adventure games Explore the world strong curiosity.

puzzle games Explore mystery Wisdom, keen.
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Table 3. Personalities associated with different shapes

Basic shape Shape association Personality association
8 Full, lovely, Affinity, friendly,
Ny harmonious optimistic.

Circle

Sharp, attacking,

Harsh, quick, evil.
dangerous.

O

triangle

Impulsive, upright,
practical, stubborn.

Cold, strong and
powerful.

rectangle

AL A ] FAT 24 A AE ] A &
g BolEth AlolHES AHHE Y] 249 #4E §
3 AHEE7E FsoF & e AAD = vk Al

A ADE ] 24905 A TR Al Algle] 7
2 SUjEh7), S U ARl e )

N 54e 9 & oAz,

3.2.2 A3

AREete kel Aol tlak HEwE A} 92
AR Aol ‘“JEH A S8 4 yol 4.2
o}

A4 174 Oﬂwl?lﬁ} Table. 4 —°r
7} |l AgS 711 AlQ) AEEE 3S o o] 0%}
Bo] AAYAL, 1 AFES e Lud W
o= AR AM=Hel 7S o sisycH13]. AlQ 7H2
o] M-S TRIRISH wlf, WS QAT S &
&3te] A ANHEE tRRIsHA Al AN ES] Aol
A A=-E ] 71 FEIE & 5 A Al AIEE ] A1

54¢ 783 4 At

aﬁ



RPGAIY N EelA MA T3 &4d &3 A+ 407

Table 4. Different colors have associated personalities

Color Abstract association Personality association
red Passion, power, danger, Enthusiastic, positive
excitement
Lively, fresh, cheerful, . . .
Orange cheerful Energetic, optimistic
Hope, happiness, optimism, .
yellow P D.D P Frank, independent
jealousy
Peace, nature, health, Stable, stable, quiet,
green oo
vitality secure
. Rational, calm, calm,
blue Credit, trust, trust, honesty X ¢
wise
. . . Mysterious le,
purple Aristocratic, elegant, magical ysterious, noble
sensual
black Serious, dark, uneasy, terro | Evil, insidious, serious
. Peace, cleanliness, Pure, cold, kind,
white

simplicity, purity

gentle
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Table 5. Personality associations from the design of

clothing and weapons

Element classiftication Chagz.fen personality
T shape Trust, decisive, mature
. H shape Casual, relaxed, frank
modeling
X shape Gentle, beautiful,
P beautiful, sensual
clothes ) long Mature, docile,dignified
lengt : o
short leely,A sgngltlve,
optimistic
Gentleness, kindness,
soft .
Texture affinity
stiff Rational, conservative
Exaggerat Props for power
Power type ed characters.
.. Props for female ,active
S E ’
weapon Speed type xquisite characters.
Magic,
Magic type special Wizards, assassins.
effects
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