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ABSTRACT

Whether it is an online game or a stand alone game, research will ultimately never stop to increase the degree of
realistic expression of visual effects. Recently, realistic characters are appearing in games. Particularly, due to the
development of virtual reality technology, RPG games with simulation-based realistic images are becoming popular. The
player can experience the story of the game in the game and experience difficulty level by level. As other players,
teammates, or enemy characters appear as realistic characters, and the episode of the game expands, the importance of
realistic game characters is growing so that they can play more. Adding a realistic game character to a game based on
a classic movie character gives the player a more realistic and interesting visual experience. The purpose of this study
is to investigate the effect of realistic character style on the fun and visual effects of games.
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