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ABSTRACT

Recently, mobile Social Netwrok Game(SNGs) including characters have emerged in the game market.
Basically, it is based on not only the mobile environment and technology but also the form and concept of
SNG. Most characters of mobile SNG take characters which have the role of avatar or non-player
character. This kind of characters allows own their characteristic to create and design them based on the
mobile and SNG system. Therefore, the goal of this paper is to analyze character design with the elements
of mobile graphic such as visual, sound, motion and so on. Then we would discuss the features of
character design for mobile SNG and comment the limits and consideration for effective design.

For this research, the first of all we would discuss the concept and theory of mobile SNG and the design
elements for the game characters by the publications, including thesis, articles, and books. Seondly, this
paper will be focused on character examples in 20 mobile SNGs which are selected in top selling and
analyze them. Finally, we would discuss the characteristics of mobile SNG character and the methods of

possibilities and considerations for effective design.
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Table 3. Motion of character

Motion Characters' Movements
Movement H_orizontal.mobility,‘Vertical )
mobility, Running, Walking, Jumping
Rotate Rotating, Rolling, Shaking
Scale Zoom—in, Zoom—out
Effect Particle
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Table 4. Basic information of the game

Rank Title Publication Platform Display Genre
1 252 vlE (Modoo Marble) CJ E&M corp Android/I0S Landscape Board Game
2 A 222 (Clash of clan) Supercell Android/I0S Landscape Simulation Game
3 7% (cookierun) Devsmtgrs Android/IOS Landscape Adventure Game
Corporation
4 T AAER Exciting wemade Android/IOS Landscape Tycoon Game
Restaurants)
5 =g +Z2Fo] E (Dragon Flight) nextfloor Android/I0S Portrait Shooting Game
6 ofo]#] A9 (I Love Coffee) patigames Android/IOS Landscape Tycoon Game
7 AFHA] (Sachunsung) sundaytoz Android/IOS Portrait Puzzel Game
8 & (realfarm) neogames Android Landscape PRG
9 o B 2]El2-(Every town) wemade Android/IOS Landscape Tycoon Game
10 JFEFA]) 7} (fantasica) siliconstudio Android/IOS Portrait TCG
11 ofolg] 8. 9}AE(I love pasta) patigames Android/I0S Portrait Tycoon Game
12 el deln patigames Android/I0S Landscape Adventure Game
(Alice in the woods)
13 nfolg]E1}o] E (My Little Knight) GMO GameCenter Android/I0S Portrait RPG
14 -3} wl-€l (Ufa Lu Mountain) wemade Android/IOS Landscape Tycoon Game
15 233 (Kung Fu pet) ComZ2us Android/I0S Landscape Tycoon Game
16 o}ehH 2] (Wa—Ra Stores) NHN Entertainment | Android/IOS Landscape Tycoon Game
17 ool B X171 (I Love Chicken) AfreecaTV Android/IOS Landscape Tycoon Game
18 glolelo] (Hay Day) Supercell Android/IOS Landscape Tycoon Game
19 ) #jotd A= (Fish Island) NHN Android/IOS Landscape Sports/Action
20 nlo]7) o} Y= (Viking Island) NHN Android/I0S Landscape Sports/Action
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Table 5. Analysis of Characters design

Visual elements Sound elements Motion elements
Color B kJ E:?;gg Interactivity
. — ac .
Rank Title Character Combinatil Style | Shape [round Voice l\ll?at?lc Typd  Resp
Color | Tone on t Music|Event|Touch OUon | of onse
g?rg‘;'gr Touch | Motion
o] npE : = B _Posit
1 (Modoo Mar%le) RY S |derdw) 8D 1E®) O O] 0 Kor tap Slggfe
A eBZFA A s - B Posit
2 | (Clash of clan) YR SB | A | 3D (A& O | O | O | Eng Tap Jon
F714 = = B B Tap/Do| . Posit
3 (cookierun) Y, YR S Aol | 2D |EF2d| O 0 0 ubleTap Jfrib
coro gacyl @0 ]
4 (Exciting \K‘,’ B,K B AL | 3D g1 0 0 0 Kor - Tap Scale
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RN C
=t ey E - = = i .
5 (Brejg‘_cme }%J-l?g]l;) ;% .| RP,YR | L,GR | $-°}3 | 2D =3 (0] (0] - - igf(})sﬂ Drag [Position
ofo] g B.# 1 a = . B B Posit
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SHERA] 7} ) 5 _ _ . _
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