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A Study on the Changes in the Dimensions of
Game Objects Using AHP
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Abstract

This study aims to study how the three-dimensional effect of digial game objects varies depending on
the viewpoints and lighting, and it analyzes the angle of specific lighting that allows players to feel the
three-dimensional effect most strongly in the top view and shoulder view when placing objects in the
background. First, the importance of game objects and lighting was confirmed through the theoretical
background of game point, object, three-dimensional effect, lighting, and AHP. Under the virtual
environment constructed by Unity, the viewpoint was divided into the top view and the shoulder view and
the angles of lighting are differentiated according to the objects to be placed. The three-dimensional effects
were surveyed and analyzed using AHP. The results of survey showed as for the top view, the
three-dimensional effect was felt the strongest when the angle of lighting was 30 degrees, and the shoulder
view was when the angle of lighting was 60 degrees. This study has a limitation that the three-dimensional
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conditions are limited in regards to the types of time points and the number of objects used in the
experiment, and future studies will supplement them.

Keyword : game background, game object, viewpoint, three-dimensional effect, lighting, AHP
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[Fig. 3] Experimental Environment Implemented by Unity Engine
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