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A Study on Static Balancing Design of RPG Game Characters
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. Abstract

It has been attempted to approach a method to develop games efficiently. Many companies
in game industries have their own developing process. A efficient game developing process or
manufactory tools doesn’t show the successful development, but it is necessary to propose the
typical design method on viewpoint of game developer. In this paper, we propose how we solve
RPG game character balancing problem in order to derive the balancing design to be applicable
on a game. We will approach to game balancing design based on experienced experiments
through balancing analysis of game character in RPG genre,
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