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A Study on the 3D Online Game Character Expression
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Abstract

Due to the splendid development of the recent Korean game market, the video game (console) market
also came to achieve significant growth every year. The brilliant presentation of character motions and
effects continually, but nonverbal facial expressions that display emotions made awfully slow progress. For
the rapidly changing circumstances of computer hardware and luxury branding of Korean games, more
production should be invested into facial expressions that can bring out the essence of characters. Thus,
this study analyzed characters' eyes, eyebrows, and mouth components and the six components of emotional
expression proposed by Paul Ekman through preceding research and then organized the elements of facial
expressions through a case study. Afterward, these elements were reorganized by a second interview with
an expert group. The goal is to conduct the interview with experts based on theoretically established facial
elements and modify those elements to create an RPG and casual characters’ facial expression model that
is utilized in the game development environment. We hope that the derived facial expression model
contributes to setting up and making characters in the game.
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[Fig. 1] Overall size and growth rate of the domestic game market (2010~2019) [1]
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[Fig. 2] Domestic console game market sales and growth rate aggregated from 2014 to 2018 [3]
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[Table 1] Comparison of basic and combat facial expressions
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Basic posture face

Battle posture face
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[Table 2] ELYON Games and BLESS Games Facial Expressions [6][7]
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[ 6] M-8 Avet 2= 25 49 [17]
[Table 6] Reconstructed AU and facial muscle area [17]
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[Table 7] Sample Face Expressions for RPG and Casual
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[Table 9] Organize After the 2nd interview with experts A and B
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[Table 11] Create facial expressions according to the flow of muscles
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