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Abstract

This research aimed to investigate game developers' preferences and graphical
differences between Chinese and Western female game characters. Parts of the survey
were conducted in China and in cooperation with Game Hub Scandinavia (2015).

For this research, an image analysis and two models were made. The image analysis
analyzed common elements that exist between different female characters from Chinese
and Western game toplists. One model was based on a Chinese game toplist and the
other model was based on a Western game toplist. The survey was conducted through
Internet surveys and interviews.

Results showed that there were graphical differences between games from Chinese and
Western game lists, but there is not a significant difference between game developers'
preferences.

Keywords: Localisation, Gaming Market, Cultural Differences, Character Design
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1 Introduction

Asia has the largest gaming market in the world and China has the largest share of it.
According to a webarticle from a "global market intelligence firm" Newzoo (2016), the gaming
market for the whole world already pulled in about $ 99.6 billion in April last year. Asia
accounted for 46.8 billion of revenues from gaming and China alone accounted for nearly 24.4
billion of all revenues.

Game companies from Western countries can see China's game market as a gold mine, but the
problem is that it is difficult for Western game companies to penetrate the Chinese market as
well as for China to increase marketshare in the outside world. In 2003, approximately 50%
of the Asian games that were sold in the Chinese market were South Korean, and only 20% of
all games sold in China were from Western countries (Simon, 2015). Lai Chi Chen asserts in a
research article regarding differences in aesthetic game design that Asian games favor
"cuteness" whilst Western games prefer to portray "masculinity” (Chen, 2013). This may be
due to cultural differences between geographical areas and that subject have been explored
futher into the study.

To understand the differences in game graphics between China and the West and to
understand why people with different ethnic backgrounds favor certain visuals before others
requires investigation. The motivation for this study was expansive, because the gaming
market affects the game development process. A possible consequence following geographical
integration would be an increased demand for game developers and thus a market growth in
the game development industry. The objective of the study was to examine the differences
between Chinese and Western 3D graphics to see what are the preferred styles that game
developers of different ethnic backgrounds have. The results of the survey serve as a basis for
future research on players' preferences of game graphics. It's important to note that
differences in player's preferences of game graphics exist and are culturally dependent for the
sake of globalization of the game industry. This is true especially for Chinese developers
intending to develop games for a foreign market.

The focus of the study was on the graphic differences between Chinese and Western game
characters, even what graphical representation that game developers with different ethnic
backgrounds prefer. The study used a quantitative online survey with objective questions as
well as qualative interviews. The online survey gave a generalized view of how the game
developers think objectively, and the interviews provided a more detailed understanding of it.

My primary research questions were "How do the playable female characters in Chinese and
Western 3D video games differ graphically, and what specific graphical attributes do
developers from the respective areas prefer?”.



2 Background

2.1 Gaming Market

China has one of the largest gaming markets in the world. It’s a close second to the US gaming
market and is still growing at a tremendous speed. There are many foreign game companies
who see potential in the Chinese gaming market, and China itself spends billions on their
gaming market (Bike He, n.d; Handrahan, 2016; Fire View, 2015; Simon, 2015). It has proven
challenging for Western game companies to gain entry to the Chinese gaming market, and
there are vast differences in culture, politics, economy and legal restrictions (Bike He, nd;
Griffioen, nd), as well as the frequent piracy of Western games. As soon as there is a Western
game that is popular outside China, a Chinese version based on the Western game will follow
(Bike He, nd; Simon, 2015). An example of a legal restriction is that Google Play is banned in
China. This means that all gaming companies entering the Chinese market need to work with
local Android game publishers or release games on iOS platforms, but since Android has a
wider market than IOS, it’s usually the Android platform that gaming companies decide to
develop for.

Bike He (n.d) also mentions in the article that the Chinese gaming market is greatly impacted
by the Chinese government, which wants gaming platforms to represent Chinese culture and
history. This, he believes, is one of the reasons why many Chinese games consist of Chinese
historical events or mythologies. In 2011, 6 out of 10 games in the Chinese top listed games
were based on Chinese history (Bike He, n.d). As previously mentioned, the government has a
major impact on the gaming market, and this is also reflected in the foreign games’ release in
China. Simon (2015) points out that Chinese game companies romanticize Chinese history,
which is becoming popular among Chinese players. This can also affect the graphical elements
found in the games because the graphical aesthetics must be adapted to the appropriate
Chinese history or mythology.

2.1.1 Localization - blending

Localization of games is something that game companies need to do to reach out to a larger
market. According to the Thayer and Kolko’s article The Process of Blending for the Global
Games Market (2004) localization tasks can be divided into three sections: Basic localization,
complex localization and blending. Basic localization means that game developers only
translate texts in the game to the primary language of the country to which wish they localize
their games. Complex localization means that game developers customize all the text, even the
icons that are available in the games which are important for the country they are localizing to
(Thayer & Kolko, 2004). Blending is the most relevant for this examination because it requires
a complete reworking of the game’s content. It can be anything from visuals to narrative.
Blending means that game developers rewrite the entire storyline and change all the graphics
to be more appropriate to the cultural demographic. Graphical changes may be, for example,
new models, 2D images or interfaces that are in the game. It may be linguistic differences in
the game which might require a fitting text box or rearticulation of certain phrases which
meanings might get lost in translation or otherwise cause narrative dissonance. According to
Chinese website Youxi TouLoi, Chinese game developers recently realized the importance of
blending of games: Games need not only be translated to foreign languages, but the games'
contents need to change fully for the game to succeed outside the Chinese market. The website
brings up various graphical elements that should be considered when performing a blending
— for example: Colour schemes, anatomical proportions of characters' bodies, hairstyles, facial
proportions, clothing and user interface. The author argues that while graphical elements are
not the most important thing when performing blending, If developers fail to attend to such
changes of graphical elements, this may cause problems later in development. The author also
brings up the cultural aspect of fashion design: he argues that in China, it's common for female



characters to be portrayed with very little clothing on, which may make Western players
uncomfortable (Youxi TouLou 2016).

What is relevant in thise examination is how blending can be adapted to people of different
ethnic backgrounds and this is what my study have examined. The study also examined the
graphical differences between games from Chinese and Western game lists and thus increase
the understanding of why blending is done and what changes need to be made. I argued that
gaming companies may face various problems when trying to locatize their games, such as
cultural clashes, lingual differences and regulations but if they succeed, the new market may
prove very lucrative (Thayer & Kolko, 2004).

2.2 Culture Differences

Cultural differences exist in many different areas; for example, in the way people behave and
what choices they make. Social normes and behaviour differ a lot between Chinese and
Western culture; China is collectivist while Western countries belong to an individualistic
cultural tradition.(Trandis, 1994). This essentially means that people of both Chinese and
western cultures are different in the ways which they percieve, handle and view various kinds
of events and objects, which causes problem when these very different cultures meet. An
example of this is the hierarchial structure within Asian compaies — in Asia, it's very clear
who's boss while in Western countries, such status differences between subordinates and
superiors is frowned upon. (Money4Invest, 2009). A closer comparison of preferences within
the cultural context is that the Chinese society is more of a maximalist while Western society
is more of a minimalist, which is evident in the design of architecture, design and even people's
lifestyles. According to Chu and Yang’s study of Chinese preferences in web design, there is a
clear difference between the preferences of China compared to the West: Chinese web users
want more information, colour and graphical elements. Western design is more simplified and
minimalist (Chu. J & Yang. G, 2010).

2.2.1 Graphical differences

Cultural differences affect how people behave as well as their preferences, according to Chen’s
article regarding cultural differences and this may also affect preferences for game graphics.
Western games often place great emphasis on male players and often have themes like
"militarized masculinity” which originate from the US gaming industry. However, the Asian
Games are more influenced by Japanese manga and therefore the games are usually "cute",
which attracts a larger female demographic in Asia, but the games also have western elements
in themselves, such as equipment or architectures (Chen, 2013).

Two other articles that were written by Ashcraft are Faith From Mirror’s Edge: Fan-Designed
For Asian Tastes (2008) and Once Again Some Japanese Gamers Dislike The Look Of
Mirror’s Edge 2 (2013). Ashcraft brought up graphical differences and preferences that people
from different cultures identify with. Both articles deal with the franchise Mirror's Edge
(2009). The main character in the video game series is a girl with Asian appearance, and after
the first game was released in 2008 a Korean fan made a makeover of her, she added larger
eyes and a significant size increase of her bust. The fan believed that the Westerners ideals of
Asian beauty differed from what Asians consider to be "chic" (Ashcraft, 2008). When the
second game was released in 2013 with the same character and the same look, many japanese
fans complained as well. Japanese fans believe that she is not "cute" enough and she's just
plain, dull and “ugly". This time the game's producer, Tom Farrer, decided to comment on
this. He said they tried to get the main character, Faith, to look attractive, but they did not
want her to be a supermodel; they wanted her to be realistic according to their cultural
standard (Ashcraft, 2013).

Differences in game graphics between China and the west can be traced far back in time. Each
culture has its own share of mythologies and religious beliefs, and the differences in etchnical



appearance is large — all these things continiously shape the graphics of games developed in
these different regions (Zhou, 2013). The author, Zhou writes in his research article, A study
on the differences between Chinese and Western game character design, that because of the
thorough differences between China and the West, different beauty ideals arose. In her
research, the author brings up the topic of body shape as an example of this. She claims that
within the Chinese culture, a more smooth and natural body shape is preferred while western
culture is more influenced by Greek beauty ideals, which leads to a western preference of more
athlethic and curvaceous bodies. These differences are reflected in the games graphics. A
second example from Zhous is the design of characters' clothing. In Chinese games, clothing
is often inspired by traditional Chinese clothing, while in the West, the design of clothing is
often more inspired by the romans (Zhou, 2013).

2.2.2 ldeal

Just like what was mentioned earlier, there are different beauty ideals in China and the West.
Such beauty ideals may shape different aspect of appearances; such as fashion or clothing,
body shape, skin colour, hair style, and more. Such beauty ideals are based on ancient beauty
ideals, but they are relevant today and widely used in game development (Zhou, 2013)

When it comes to the fashion for clothes China is very focused on the details available on the
traditional clothing, and all the patterns represent something and even colors have meanings.
For example, red represents happiness and white portrays sorrow, in contrast to the West
where white represents bliss. Traditional Western clothing however is more focused on
highlighting body shapes and is designed to attract attention. (Li, 2007). To be clear, Chinese
clothing is all about details and symbolism, while Western clothing is all about overall
appearance. Today's fashion in China involves the use of very loose clothes that hides the body,
unlike in Western culture where clothes can be very revealing. This has been the same since
old times in China. In the past, Chinese clothing was still loose and consisted of many layers
of clothing, which gave a myseterious look for women. The same thinking is still present in
fashion design of today in various Chinese games. In the west, however, clothing is more
tightly fitted and show more skin, revealing the figure. This is reminiscent of Roman clothing
and something that shows up a lot in Western games of today (Zhou, 2013).

Chinese beauty ideals of facial features for women include a narrow face, straight nose, large
eyes and a small mouth of a natural, pink hue. Features should be soft and smooth, while
western ideals focus on a clear jaw bus still a narrow face is preferred. Some things both
cultures have in common, such as the preference of a narrow face and big eyes. In the w, large,
full lips of a red hue is the ideal (Adolescent Health, 2012).

As mentioned earlier, there are differences between the ideals of a Chinese and a Western body
shape. In the past, the Western body ideal preferred a larger body shape compared to today's
ideal, which means that people preferred rounder women with larger hips, because people
thought that large hips meant a better chance to have children, a mindset shared by China.
(Adolescent Health, 2012). Today, in the west, it is more common that people prefer thinner
women with long legs and big busts compared to the China. (Braun. C, 2007). In China, the
way female beuty is percieved is much the same: Further back in time, curves and large hips
were percieved as the beauty ideal for women, but this changed later in favor of a thin body
with slimmer limbs and waistline, much like what happened in the west. The new Chinese
body ideal even included longer, smaller hands and finger of a pale hue. (House of History,
2016). There is no exact preference for how large busts should be according to the Chinese
beuty ideal, but most often, women would like to have larger breasts. An aspect of the female
beauty ideal of Chinese culture is the perception that is beatiful for women to have small feet.
This is very special to Chinese culture and it's been considered a symbol of a fine woman that
meant that the woman had a rich family (Adolescent Health, 2012).

As for colors in clothes, Chinese prefer yellow and red colors over others — this may be because
red symbolizes the sun and yellow symbolizes royalty and the divine, which means the colour
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of yellow is a holy symbol. For the West, these things are generally symbolized by colours blue
and purple. Purple and blue carry the meaning of ty and nobility (Zhou, 2013). But today,
colour preferences are very mixed because of trends from around the world. Therefore, it
becomes more common with black and white clothes for both China and the West because
those colours are presently considered trendy. Bright hue of skin with a touch of pink is
something that China and the West have in common as ideals. Hair, however, is quite different
because in China, black hair is the ideal and in the West, it is red hair that is most preferred.
(Adolescent Health, 2012). In China, it is natural that you have black or brown eyes, while in
the West it is more common with lighter eyecolours, but it shows that girls in China prefer
lighter eyecolors more because of the mass sale of coloured lenses in the Chinese market.

Because of cultural reasons, it was common for both men and women to save out their hair
and avoid colour and permanent treatment (Baidu, 2017a). Such ideals still remain in Chinese
society today. For example, in Chinese schools, there are rules of how long hair should be and
what colour is permitted. The Chinese beauty ideal of hair is that hair should be glossy and
straight (Adolescent Health, 2012), but this is subject to change because of the adaptation of
trends from around the world. In the west, the western ideal of hair is long, curly, and the
dying of hair is more accepted in the west (Baidu, 2017a).

2.3 Character design

Character design is a part of game development where the character's appearance is in focus,
and the design may involve different aspects of appearance but also involve characters'
personalities. According to Katherine Isbister, character design involves both the
psychological and social aspects of society; she says that it is important to think about how
players perceive the characters to be able to create characters that are not flat and devoid of
personalities. It is also important to consider the cultural context of design, as people from
different cultures perceive design differently. Facial features and body shape are some
characteristics that Ibister brings up in her book, and she believes that they are important for
how the players perceive the characters. She says that people often are attracted to objects that
look "attractive”. Symmetrical facial features and body shape is what Ibister call "attractive"
and it often occurs in the main characters or playable characters in the game (Ibister. K, 2006).

2.4 Female characters in game

Male game characters are dominant in the gaming world; they are often main characters, and
although there are female characters, they are usually not playable (Beasley and Collins
Standley, 2002; Ivory, 2006; Scharrer, 2004). Men and women are portrayed very differently
from eachother in games. Women are often described as more attractive than men, while men
are described as more muscular and more powerful than women (Ivory, 2006; Scharrer,
2004). Women have repeatedly been portrayed as sexy characters or as sex objects in different
games (Dietz, 1998; Ivory, 2006; Scharrer, 2004); they are also often more lightly clad than
male characters (Beasley & Collins Standley, 2002; Scharrer, 2004). According to a journal,
written by Jaffe. L. J and Berger. P. D (1994), women and men in media are often portrayed
according to stereotypical images in society; women are engaged in housework while men
engage in sports or professional activities. These differences between how male and female
game characters are portrayed in the gaming world may be due to the fact that the gaming
market has a majority of male players and many games target the male demographic. This may
also be the reason why women often are portrayed in a sexual manner.



3 Problem

3.1 Problematization

One primary question in my research was: "How do the playable female characters in Chinese
and Western 3D video games differ graphically and what specific graphical attributes do
developers from the respective areas prefer?”, The study mainly focused on how 3D graphical
elements were featured in "typical" games from the different geographical areas, hence the
problematization. "Typical" games refers to the games that occur more frequently within the
various gaming markets, and by examining these games it should be distinguished whether a
certain type of graphical design was more popular than others in Chinese and Western gaming
markets. The reason 3D graphical designs were examined was because 3D games make up the
vast majority of the top listed games from IGN (1996) and CGWR (2010), and there was a wide
range of different games within said lists. The graphical differences and players preferences
were the subjects that were analyzed in the study.

3.2 Method

To examine theses questions several different methods were used to reveal what seperates
graphical differences and the different preferences that game developers have. Methods were
performed in conjunction with studies abroad and in collaboration with the research project
Game Hub Scandinavia (2015). Human models in both "Asian" and "Western" styles were
modeled in the meantime, which have been used to construct a survey paralell to interviews
to collect game developers' thoughts on the different styles. In China, a number of personal
interviews with employees from a Chinese game companies, Zhangjiang Network
Technology. Co. (2014), were conducted. The interviews collected data regarding the game
developers' preferences have been of further used in the study, because it was something that
was not possible to obtain from online surveys alone. An online survey was more difficult to
control than an interview, because it was impossible to know under which circumstances the
participants based their answers or how long they consider their answer to the questions.
While in an interview, it is easier for an examiner to check the whole situation, according to
the book of practical methods for media studies (Ostbye, H & Knapskog, K & Helland, K &
Larsen, L, O, 2003).

3.2.1 Image analysis

An analysis needs to be done before the work could proceed to the next method. Image analysis
were an iconographic analysis, it is part of an art historical method that is divided into three
parts: 1). The natural, 2). The iconographic analysis and 3). The iconological synthesis. The
natural is meant to describe the images as objectively a possible without analyzing them. The
iconographic analysis is a way to classify what the images contain. The last step, the
iconological synthesis, is an art historical method of interpretation which deepens the image
analysis and inserts images in its full historical context and interpretates it in its context
(Encyclopedia, 2017). The different steps allow the analysis a deeper understanding, and to
extract greater meaning from the pictures. However, for this study, only an iconographic
analysis was utilized, because it requires only a general idea of what the images from the games
involve contextually. To perform an iconographic analysis, a number of steps must be taken,
as is described in Eriksson and Gothlund’s book Meetings with images (Eriksson & Go6thlund,
2012), which in turn refers to Gregor Paulsson (1943):

"First, gather the material, for example, the images you want to study. Then you study
its characteristics and determine the grounds upon which it has been given a certain
classification. Finally, it is examined why, for example, a particular image has been
given a specific appearance for a certain period. Finally, it is examined whether it is



about nothing more or less unique phenomenon or if it concerns something common.
"(Paulsson, 1943)

I followed the work process as described in the book, which meant that the collection of
pictures of the characters were done first and then, a series of analyses were done on
characters. The specific elements I looked at was the character's characteristics of appearance,
then the details of the appearances were analyzed and finally there were an examination of
what elements were most common among those characters. Iconografical image analysis
methods have been historically recognized and has used in many different articles (Berggren
& Lindberg, 2005, Eriksson & Gothlund, 2012).

For my image analysis, I began by looking up the top 100 games on both Western and Chinese
top listed games and see what genre was the most popular. Top games lists that were used
were from IGN and CGWR. IGN (Imagine Games Network) is the world's largest gaming and
entertainment media company (Baidu, 2017b) and CGWR (China Games Weight Rank) is
China's largest game ranking site, and it is said to be the fairest ranking in China (Baidu,
2017¢). The web pages were chosen according to their respective sizes within the relevant
gaming markets, and thus they yield more useful information. After a genre have been selected
based on the top 100 games, another 10 games of this genre were selected and characters
within the games became analyzed. Characters that have been analyzed were female
characters who were human beings, which meant that they could not have any deformed body
parts and unnatural elements that people normally do not usually have, this meant that they
should not have for example extended ears or green skin. It has only been one character
selected per game and this character were selected at random, if there are more than one
human character. The characters were playable characters, because many games do not always
contain a protagonist or antagonist and that the focus is often on the playable characters than
non-playable characters, and because of this, the choice of character was more reasonable.

As mentioned earlier in the background, the character's appearance is important for the
player's perception of the character. (Ibister. K, 2006) The most important part of a character's
appearance includes the body shapes and facial features. (Ibister. K, 2006; Youxi TouLuo,
2016). Other features of appearance such as clothing, hairstyle and color scheme is also
something that has been mentioned before, and which could have differ from one culture to
the next, which I thought was important to look at as well. The following points are a list of
what aspects were analyzed for the games’ playable characters during the analysis, and this
was a personal definition of what certain graphical designs meant:

e TFacial features
- Eyes
- Nose
- Mouth
- Ears
¢ Body proportions
¢ Clothing
e Colors
- Skin
- Eyes
- Cloth
- Hair
e Hairstyles

The precise analysis that have been done includes the analysis of characters from the 10 games
from the Chinese game toplist, and characters from the top 10 western games as ranked on the



Western Top list. To see which elements eree repeated the most, I used my list of elements and
went through it in order from the first character to the last.

Firstly, I defined and analyzed the character’s facial features. Eyes: What shape do they have?
How big are they? How far apart or close together they are? Where are they in relation to other
parts of the face? Nose: How big is it? What shape does it have? Where is it in relation to other
parts of the face? Mouth: How big is it? How full are the lips? Where is it in relation to other
parts of the face? What shape does it hasve Ears: How big is it compared to other parts of the
face?

Then, I analyzed body proportions of all the characters. How long are the limbs? How thin or
thick are the limbs? How big are the hands and feet? How big is the bust? How narrow or wide
are the waist and hips? How broad are the shoulders? How big is the head relative to the rest
of the body? How long and thick / thin is the neck?

After the analysis of body proportions was done, I moved on to the clothing, and then I looked
at the forms and details of the clothes. How tight or loose are the clothes? Is there a collar or
does the skin of the bust and neckline shows, what does it looks like? Is it short-sleeved or
long-sleeved? Is there any detail on their hands, such as gloves, rings or bracelets? Is there any
embellishment at the waist? How is the bottom part of the clothing, is it loose or tight, is it a
skirt or pants or something else? What length does the bottom have? Do any characters have
socks, if so, how long or short are they? What do the shoes like like, what type of shoes are
they, what kind of details d they have? What are some reoccuring details on the clothes? Do
any characters wear jewelry, if so, what material is it?

The second to last, I have been looking at the colours of the characters. I looked at the skin
colour, hair colour and eye colour, those the characters have. I also looked at the colours found
on clothing. What colors are available? What colors are used for detail and jewelry? How many
colours are usually worn? Last, I will look at the hairstyles that characters have. Do they have
short or long hair? Do they have bangs or not? Is it straight or curly? Do they have their hair
done or do they have their hair up, how do they do their hairdos?

The process continued until all aspects have been analyzed and defined in all the characters.
After the analysis was done, a summary of the elements, which are common among the
characters were compiled to obtain a picture of how the model would look. Sketches of the
models were made according to the summary. The data of the characteristics, which was
gathered from the analysis were used for modeling and those characteristics that have been
used were the characteristics that were repeated several times, or that most the haracters had.
For example, if 6 out of 10 characters have black hair the model would also has black hair. But
if there were some pictures without some identifiable properties, only those images with where
characters' properties were identified were used, and from those images, common elements
were selected among those characters that had those properties. Properties were combined
piece by piece, this meant that I analyzed all the above items and subgroups individually, then
I puted all characteristics together to a model.

Firstly, by knowing which genres were popular among Western and Chinese groups and then
analyzing the top 10 of those games from two different games lists, the study could be more
specific about what the people of Western and Chinese backgrounds prefer respectively. In
this case the word “prefer” meant what people choose before the other alternative and in this
case, it’s primarily the appearance of the playable characters in question. It was important to
note that the game genre that were selected have been equal from both the Western and the
Chinese games lists, because it would be difficult to analyze two different genres at the same
time and especially to compare them with each other.

This image analysis helped to reveal graphical differences and similarities between the games
and it supported building models based on said analysis. It would also help to get closer to the
answers for my primary research questions.



Possible problems that could occur with the image analysis might be that the number of games
are not enough to illustrate which games are popular, and if the websites that have been chosen
are sufficiently reliable for the study. This could cause misleading results, or prove that the
examination is not comprehensive enough. It could also be difficult to know if the graphic
points previously listed to be examined are extensive enough that the models, which are to be
modeled later, are consistent enough with either Chinese or Western graphical designs.
Another potential problem with the image analysis was that it could be difficult to draw clear
conclusions from the various games. It might be difficult if the playable characters are too
different from each other, making it hard to find similarities between them. It could also be
that there are three characters, for example, with long hair, three with short hair, three of
which who are bald and one that has an afro in the games, which could have made it difficult
to determine which of those hair styles should be used during modelling. A solution that could
solve the aforementioned problems could have been to adjust the number of games, if
necessary, in order to have a broader selection of games and perhaps to select websites that
could be trusted.

3.2.2 Modeling

Two models have been modeled during the project: one was modeled based on the games from
the Chinese top list and the other was modeled on the basis of Western game top list. The
different standards were concluded during image analysis. As mentioned during the image
analysis description above, modeling was based on the data collected during the said analysis,
and models were mixtures of different elements from different games.

The modeling were done in Maya 2016, a 3D modeling program developed by company
Autodesk. Inc. (Autodesk, 2017). The style, polygon amount and textures have been
determined when the image analysis was completed.

The models were used in the surveys as well as the interviews, and they were supposed to
highlight the differences between Chinese and Western characters. It should be easier for the
participants to complete the survey and interviews, and understand more what the project was
about, and by comparing the different model, my research revealed what graphical design the
participants prefer. The limitation of the two models made it easier for participants to answer
the questionnaires / interviews and aid in collecting relevant data.

Because the artifacts were done in 3D, problems could have arise, such as the 3D models could
not be sufficient enough to convey the graphical differences between Chinese and Western
game characters. Perhaps a lack of understanding of the software could have result in an
inability to produce models of high enough standard compared to the playable characters
portrayed in the top listed games could have pose a problem. The result of the model might
simply not represent what it was thought to be, which could affect interviews and survey
results. As a complement to the modeling problem could have been, for example, to have the
pictures from the games, that are inspirations for the models, in the survey, and the
participants of the surveys and interviews to understand what artifacts were trying to convey.

3.2.3 Interview

After the models have been completed, an interview with game developers took place. Game
developers are experts in their fields, and they usually have years of experience behind them.
Thus, they have a greater understanding of the gaming market and how it works, than players
in general. Game developers are known to spend much time on their work, they often work
overtime (Push cx, 2009; Baidu, 2017d; Brett & Kate McKay, 2010) and this also means that
they spend a lot of time on their professionalism. Players usually have gaming as a hobby, and
thus lack insight in the gaming markets. Because the study will take place during a limited
time, interviews with a few game developers could give a greater breadth to the results
compared to interviewing a few players. Developers could also provide a more proffesional
insight and opinion about the graphical preferences. The game developers who participated in



the interviews were from Zhangjiang Network Technology. Co. It is a game company in which
I completed a three months long internship in. The company was founded in 2014 and is
developing mobile games (Cyzone, 2017). The interview was held in China and with the
Chinese game developers because it was uncertain whether there was access to other game
developers from Western countries, and therefore they had not been included in this report.
Interviews were semi-structured, meaning that before the interview some guidelines were
prepared, and thus made it easier to follow well structured questions however it was also
flexible for follow-up questions (Ostbye. H & Knapskog. K & Helland. K & Larsen. LO, 2003:
p.103). Questions that were in the interview were the same as for surveys, but unlike the
questionnaire, there were questions open for discussion. The questions that have been
included were determined after the models have been completed and majority of questions
were about the models.

For the design of the questionnaire, I took advice from Hagevi and Viscovis' book Enkditer: att

formulera fragor och svar (2016), which were that in surveys, it was necessary to have short
sentences, it needed to be factual, there should be no leading questions or negative assertion
in the issues and it was also important that the inquiry should be easy to read. In the survey
that I have created, I have chosen to have a front page with survey title, my name and what the
questionnaire was for. Before the questions, there were also some information regarding the
questionnaire, for example, that it was optional to participate in the survey and how long the
inquiry took, finally, there was also my contact information so that attendees could get in touch
with me. The questions were divided into three parts; control questions, specific questions
about the characters and preference questions, specific questions about the characters. I have
chosen to post the above pictures of the characters in the questionnaire.

The questions that were asked during the interview included questions about how characters
were percieved. There were questions like "Geographically speaking, where do you think this
character comes from?", "What elements of the character's design makes you think that?" And
"Which one of the characters do you prefer? ". It have also been some in-depth questions for
this interview on their opinion about why they think they have different preferences for game
characters and why they think that, whether it was dependent on cultural background or
otherwise. There have also been some control questions for which ethnic background the
participants have, that was, which culture they define themselves or where they come from.
The questions should contribute to a qualitative data collection of preferences of characters
and perceptions of the characters. Data collection were used along with results of surveys to
see similarities of the answers and been compiled until one or more respondents take the
survey. Deepening questions gave the investigation a greater understanding of what kind of
opinions did the Chinese local game developers have about why do they have different
preferences. The interviews would been recorded to ensure that the data gathered could be
referred to later.

The semi-structured interview followed a certain theme, and there have also been some
informal conversations in which follow-up questions could be asked. It was not as formal as a
structured interview, but still not as informal as an unstructured interview, in that way it was
a combination of both informal and formal (Ostbye. H & Knapskog. K & Helland. K & Larsen.
LO, 2003: ss.102-103). The question then was whether it was enough with such interview or
if it needs to be more formal, or if it could be even more informal. It was difficult to determine
how long the interview will take, which meant that it was not possible to put an exact time
limit and it could have been difficult to get participants. Especially since the employees to be
interviewed could not be absent from work indefinitely. A test interview needed to be
conducted to determine approximately how long it took, so that it was possible to place a time
margin. A solution could have been some sort of compensation for those times used to
interview or to divide the interview several times, so that it was held in a shorter time, but in
several days.
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3.2.4 Survey

Questions for survey and interview were designed after the models have been completed and
then the questionnaires ere published on two international forums for game developers. The
forums were Indienova (2016) and GameDev.net (1999). Indienova is an independent gaming
platform for game developers in China and the other community GameDev.net refers to itself
as "... the longest running platform for game developers and technology enthusiasts to learn,
share, and connect with the games industry ... "(GameDev.net, 2017). Both forums have a large
number of users, so there were many game developers who could answer the survey. The
survey focused on game developers, because in that way the selection was limited
considerably. The limitation was to suit the working hours I had to condue the research, and
at the same time the professionalism that game developers possessed had hopefully yield good
and reliable data. As previously mentioned, the game developers have a greater understanding
of gaming markets than players who play as a hobby, and therefore they have a better overview
of market demands.

The survey collected quantitative data from game developers with different ethnic
backgrounds and got an overview of what they preferred between the two models. The
questions of the survey were the same as for the interview, but without the deepening
questions, because it was difficult to compile a qualitive response from a quantitative survey.
The survey contributed to a quantitative data collection for different preferences that people
have, and this gave an overview about how many people preferred a certain character. Their
answers were added together and the similarities were studied. Responses have been able to
answer the research question.

One limitation was that, it was difficult to have only online surveys, because it was difficult to
know how participants have responded and how much energy they actually spent on the
survey (Ostbye, H & Knapskog, K & Helland, K & Larsen, L, O, 2003: p.133). Therefore, this
were compensated for by the interviews. The disadvantage with the limitation of participants
could have been that the answers won’t be sufficiently versatile, but at the same time, if the
data collected from all the people’s answers was too varied, it might be difficult to define the
data. It was also difficult to know what questions should be included in the questionnaire so
that it providede as much relevant data as possible. For the survey, it will only be closed
questions, because the possible answers for the questions were limited and which meant it was
more likely to capture all relevant answers. However, the questions became too precise and
could have accidentally miss important and relevant response options. It could potentially also
control the participant's response through biased articulation (Ostbye. H & Knapskog. K &
Helland. K & Larsen. L.O, 2003: p.143). To avoid the shortcomings of the questions in the
survey there were a test questionnaire to be tested before the questionnaires were sent out.
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4 Implementation

Two characters were modelled during stay in China for this study, with the aim to find out the
game developer’s preferences regarding the modelled characters. The characters were
modelled according to an image analysis, that was done before the characters’ creation. The
image analysis examines game characters from two different game toplists, one from China
and one from the West. The analysis shown that the design and characteristics of game
characters varies.

4.1 The choice of games

Before the image analysis, two game toplists were looked up, the lists were from CGWR (2010)
and IGN (1996), and those are Chinese and Western. I started with locating the top 100 games
from the lists and see what genre was more popular. The purpose of this was to see what genre
was most played by the players, which meant that this genre was more likely to represent game
characters that players prefer more. In CGWR, it was the role-playing game genre which
occured most frequently and according to IGN, the role-playing and action-adventure game
genres were more popular. It needed a similar genre to be able to compare the game
characters, otherwise the character design could be too different. Therefore I have chosen to
look at role-playing games. After the genre became definite, two game toplists were looked up
again but this time with role-playing games in focus and it was only the top 10 games that I
looked up. All games that I have looked up have been recorded down in the form of a table,
where the game title, genre, publishing year and publisher were listed (See Appendix A & B).

Due to the limitation of online search engines in China, I have had to exclude a number of
games, because it was not possible to find pictures of the characters and so I have only taken
20 games in total with the role-playing game genre in focus but without any sort of ranking.
Something that was unexpected was that it has been difficult to translate the Chinese game
titles to English, because the Chinese game titles are not designed for the English language,
and thus it became either strange in translation or that several games even share similar titles.
The final 20 games, that were looked up can be find in the Appendix (See Appendix B).

4.2 Image analysis

4.2.1 Limitation

The world of gaming is very large and game characters in the different games can differ very
much from each other. The survey was not too large so that characters were able to compare
with each other, I chose to limit the selections for game characters. The characters that were
analyzed have been females and they were also human. By human I mean they did not have
any special deformation on the body, and it was, for example, and they did not have extended
ears or any other skin colours or dimensions than what a human body normally displays in
reality.

Due to gender differences in the world of gaming, many game characters are produced
differently in the different games. According to an article entitled Gender Differences in Video
Game Character’s Role, Appearances, and Attire as Portrayed in Video Game Magazines
(2007), “Males were more likely to be heroes and main characters, use more weapons, have
more abilities, and were more muscular and powerful. Females were more often supplemental
characters, more attractive, sexy, and innocent, and also wore more revealing clothing.”
(Miller & Summers, 2007). As mentioned earlier, for a very long time the female game
characters have had sexist looks in many different games and therefore I concluded it would
be interesting to analyze if the female game characters have sexist appearances from both
Chinese and Western game lists. If there were several female characters in games, a female
character was picked out randomly and this was done by throwing the dice. If the characters
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could be costumized in the game where the characters were from, the characters had their
default look. The characters that were selected were playable characters in games. They did
not have to be the main characters because all games do not always have a main character,
and playable characters are often recognized as the main character. By this I mean that they
could have an equally detailed appearance as that of a main character. What could be difficult
for such limitation was that there is a higher ratio of males to female playable characters in
most games generally, and there is not always a female character that you can play: this could
then increase the difficulty of finding female characters in games.

4.2.2 Study part. 1 — Games from CGWR

1 tE BR B

e el =\l
./ The Legend of the 7 7 8 %
Arche Age “ Condor Heroes ZERO W/ & Tera
Figure 1: The game characters of the Chinese gamelist

Before the study there were 10 female characters that were chosen from the most popular
games from the Chinese game toplist CGWR (See figure 1). As previously mentioned the
characters were selected from various role-playing games, both from China and from the West.
The requirement that existed for the characters is that they must be human and by this meant
that they may not have deformed body parts nor unnatural skin tones for humans (for
example, such as extended ears or green skin). The pictures were taken from various sites, and
most of them are from the games’ official websites, but there were also some that were taken
from other websites.

The 10 games that the female characters came from:

- JX Online 3 (Kingsoft Season Game Studio, 2009)

- Guild Wars 2 (NCSOFT, 2012)

- Moonlight Blade (Tencent Games, 2004)

- Diablo 3 (Blizzard Entertainment, 2012)

- Blade & Souls (NCSOFT & Tencent Games & Innova & Garena, 2012)

- Arche Age (XL Games, 2013)

- The Legend of the Condor Heroes ZERO (Perfect World Network Technology Co, 2014)
- Tera (Bluehole studio, 2014)

- Asta (NHN Hangame, 2016)
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- Revelation (NetEase, 2014)

8 of 10 characters put up their hair (See picture 1, 2, 3, 4, 5, 6, 7 & 9 in figure 1) and 6 out of 10
had bangs (See picture 3, 5, 7, 8 9 & 10 in figure 1) and 5 of 8 that put up their hair had a bun
set up (See picture 2, 4, 5, 6 & 7 in figure 1), which meant that they had put up their hair into
a bun. 6 of 10 characters had black or dark hair colour (See picture 1, 2, 3, 4, 7 & 9 in figure 1),
6 out of 10 characters had blue eyes (See picture 2, 4, 5, 6, 8 & 10 in figure 1), and all had light
skin tones. All characters had a more Western look than an Asian look because they often have
an elongated face with a narrow chin, straight nose, small but full lips and big eyes, a look that
Asians do not have naturally (See picture 1, 2, 4, 5, 6, 7, 8 & 9 in figure 1). The edge of the eyes
often pointed up. 6 of 10 characters had quite low and narrow eyebrows (See picture 1, 2, 4, 5,
6 & 7 in figure 1), and also visible eyelashes. Pink or red lips were also something that was
common among the characters. The characters did not have excessively large breasts in
pictures, but rather had natural chest proportions. All characters had relatively normal body
proportions that people have in real life, except that they had small waists, smaller shoulders
and long legs. In general, all the characters were very small. The clothes that the characters
had were often with an open area at the chest, 5 out of 10 had v-neck (See picture. 1, 2, 3, 4 &
8 in figure 1), and also 6 of 10 had an open area at the legs (See picture 1, 2, 3, 4, 5 & 7 in figure
1), so that the whole leg was shown. 6 of 10 characters had short-sleeved clothes (See picture
1, 3, 4, 7, 8 & 9 in figure 1). 7 of 10 characters had a waist belt at the waist and also, they had
decorations that hang down from that (See picture 1, 3, 4, 6, 7, 9 & 10 in figure 1). The
characters had always some sort of necklace or embellishment at the neckline, and 6 out of 10
had decorations on the head. The decorations were often made of metal material (See picture
1, 3, 4, 7, 9 & 10 in figure 1). Gloves were something that 6 of 10 character had, both
comprehensive and half comprehensive, which meant the fingers shows (See picture 1, 2, 3, 5,
6 & 8 in figure 1). All characters had tight clothes and often tight above and loose at the bottom
with fluttering fabric. There were often patterns that looked like flowers on characters’
clothing and also like jewelry. The patterns tended to be on the edge of the clothes. Covered
heel shoes was something that occured in 5 out of 10 pictures where you could see the
characters ' feet (See picture 2, 4, 5, 6 & 9 in figure 1), and the shoes usually went up to the
thighs, at least on the pictues which characters shown their legs. The colour black was the
colour that occured most commonly in the characters, and the next most common colours
were blue, green, gold and silver. The colours were used both for clothes and jewelry. All
characters had a maximum of 4 colours of clothes and jewelry.
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4.2.3 Study part.2 — Games from IGN
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Figure 2: The game characters of the Western

Before the study there were 10 female characters who were chosen from the most popular
games from the Westen game toplist IGN (See figure 2). Just like part 1, the game characters
were selected from the various role-playing games that were on the gamelist and here they
should also be human. The pictures for this study were usually taken from websites that were
not official for the games because it has been difficult to find pictures on the official sites.

The 10 games that the female characters came from:

- Shin Megami Tensei: Persona 3 (ATLUS, 2006)

- Mass Effect (Microsoft Game Studio, 2007)

- Demon’s souls (ATLUS, 2009)

- Shadow Hearts Covenant (Midway Games, 2011)

- EverQuest (Sony Online Entertaiment, 1999)

- Phantasy Star Online (Sega, 2000)

- Jade Empire (Microsoft Game Studios, 2005)

- Valkyria Chronicles (Sega, 2008)

- Fable 2 (Microsoft, 2008)

- The Elder Scrolls V: Skyrim (Bethesda Softworks, 2011)

3 of 10 characters had brown hair (See picture 1, 6 & 8 in figure 2), in spite of the low number
of it. It was still the majority of hair colours of characters, and 6 out of 10 had short hair (See
picture 2, 5, 6, 7, 9 & 10 in figure 2). 6 of 10 characters had various bangs, the hair was often
straight and bent outwards from the head (See picture 1, 2, 4, 7, 8 & 9 in figure 2). 9 out of 10
had light skin tones (See picture 1, 2, 3, 4, 5, 6, 7, 8 & 9 in figure 2), and 4 out of 10 characters
had green or light-coloured eye colour (See picture 2, 4, 5 & 9 in figure 2) and it was the
majority. In none of the pictures was it possible to see the characters’ eye colour. (See picture
3 & 4 in figure 2). When it came to clothing, clothes covered up the whole body, and tight-
fitting clothes with collars up to the neck and long sleeves appeared most frequently on 8 out
of 10 characters (See picture 1, 2, 4, 5, 6, 7, 8 & 10 in figure 2). 3 out of 10 wore short skirts
(see picture 4, 7, 8 in Figure 2 &), which was the majority of the other options. 6 out of 10 had
gloves (See picture 3, 4, 6, 7, 8, 9 in figure 2 &) and decorations at the waist (See picture 3, 4,
5, 7, 8 & 10 in figure 2). Flat shoes that covered the whole feet were the most common shoes
among 5 of 10 pictures where the characters shown their feet, and the shoes were often long
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boots that went up to the knee (See picture 3, 6, 8, 9 & 10 in figure 2). When it came to facial
features, it was large eyes, small straight noses, full lips, low eyebrows and clear jawbones that
were common among female characters from the Western toplist. In those games, characters’
faces are often wider than those of characters from the Chinese games list. The noses had often
pointed shape at the nasal tip and the characters also often had skin-coloured lips rather than
pink or red. The Western characters’ eyebrows were smaller than the characters from the
Chinese game list. The characters did not have visible eyelasches from what I could see. The
colour that was most common among the characters was black, and the less common colours
were blue and brown. 7 of 10 characters had no more than 3 primary colours on the clothes
and decorations, but there could be some small objects in the pictures where other colours
were used sparingly (see picture 1, 2, 3, 5, 7, 8 & 10 in sigure 2). The body proportions were
usually realistic (true to the human form) but with somewhat narrower shoulders. Clothing
design was often simple, and a common feature of such simple clothing design was the use of
simple, but bold, lines of different direction and colour.

A complete image analysis can be found in the Appendix (See Appendix C)

4.2.4 Summary of self-created character characteristics

The character that were created for this thesis project based on the Chinese game list had the
following characteristics:

- The character had black hair with bangs on the sides and had her hair pinned up into
a bun.

- The character had an elongated face, narrow chin, straight nose, small but full lips and
big eyes. The nose had a pointed shape on top and the edge of the eyes pointed up. The
eyebrows were narrow and low in relation to the forehead, the character had also
visible eyelashes. The character had light skin tone, blue eyes and pink or red lips.

- The character had relatively normal body proportions with a narrow waist, narrow
shoulders and long legs. The bust was of natural size, which was not too big or too
small.

- It was an open V-ring at the chest of the topmost clothing and it were also open at the
side of the leg. This piece of clothing was also short-sleeved. There was a waist belt at
the waist with a decoration on it and also bands that hang down from the decoration.
The character had a decoration at the neck and on the head, ornamentation was of
metal. Gloves were also something that the character had. Thay covered up the upper
arm, and the fingers showed. The character had solid heel shoes that went up to the
thighs. The clothing was tight at the top and looser at the bottom. At the bottom, a
loose, flowing piece of a garment hanged from the end of the skirt or bottom half of the
dress. Patterns for clothing and decoration looked like general flowers, and these
patterns on the clothing were at the edges of garments.

- Colours that were used on the character's clothes were black, blue, green, gold and
silver. The black colour appeared all over most of the clothing, and then came the other
colours in equal amounts. The character could have a maximum of 4 colours of clothes
and jewelries.

The character that were created based on the Western game list had the following
characteristics:

- The character ha brown short hair with short side bangs, the hair was straight and
bended outward from the head.

- When it came to facial features, it had big eyes, small straight nose, full lips, low
eyebrows and clear jawbone. The face was wider compared to the character from the
Chinese game list. The nose had a pointy shape and the lips were skin coloured. The
eyebrows were narrower compared to the character from the Chinese game list and
there were not any visible eyelashes on the character. The character also had light skin
tone and green eyes.
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- The body proportions were realistic, but with fairly narrow shoulders and a bit
straighter waist compared to the other character.

- The clothing covered most of the body and tight-fitting, with a collar up to the neck
and long sleeves and there was a short straight skirt that ended at the middle of the
thighs. The character had gloves that blended seamlessly together with the sleeves, and
there was also a belt at the waist. Flat shoes that covered over the feet were also
something the character had, and there were long boots that went up to the knee.

- The colours that were used were black, blue and brown. The black colour was in the
majority of the character's clothing, blue and brown were used on the details. Clothing
designs were simple, it consisted of different lines as decorations.

4.3 Work process

4.3.1 Planning
A planning for the modelling was done after the image analysis was completed. The intent was

for each of the characters to take 6—8 days to complete and different parts of the characters
were assigned with a specific number of days, that the parts needed to be ready with:

- Character 1

e Body modelling: 1 day

e Head + hair modelling: 1 day
Clothing modelling: 1 day

e UV-mapping: 2 days

e Texturing: 3 day (non-priority)
- Character 2

¢ Body modelling: 1 day

e Head + hair modelling: 1 day
Clothing modelling: 1 day

e Uv-mapp: 1 day

e Texture: 2 days (non-priority)
- Adjustments: 1 day

The schedule was set up according to my experiences of about how long time task will take to
complete. Character 2 received a lesser number of days because it had a simpler design. The
times were calculated with margins for unexpected events; for example, certain parts of the
characters might take more time than expected to do or if my work was not fully approved by
my thesis examiner. There was only day-planning done for the modelling, since 3D-modelling
is one of the more advanced work processes, which requires planning.
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4.3.2 Concept

Figure 3: Figure 4:
The character The character
concept  of concept  of
the Chinese the Western
gamelist ) A gamelist

The concepts for characters, which were modelled later, was according to the summaries of
the image analysis that was made earlier (See figure 3 & 4). These summaries can be found
under "4.2.3. Study part. 1-Games from CGWR "and 4.2.4. "Study part. 2-Games from IGN".
The concepts were made in Photoshop CC 2014 (2014). The first step of concepting was to
sketch the basis for the character’s anatomy, and anatomical proportions were taken from the
image analysis, and after the basis were done then I tried to sketch on the details. To make
sure of the visual connection between the sketches and characters from the game lists I have
chosen to keep pictures of the game characters as reference images while I worked on the
sketches. In addition to the background colour, the other colours present in the two concepts
had no meanings at all, and the background colour was there to simulate the skin tone of the
characters. The poses had no meaning either. The concepts servded as sketches of how the
characters would look. It was a basis for 3D-modelling, therefore, there could be some
differences and changes between the concepts and 3D models.
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4.3.3 Modelling

Before modelling began I was looking up different references for
modelling of the body and the face, and what I looked at were
pictures from Polycount (1998) and also some references from
Pinterest (2010). These references have been useful for me to
know how I should model bases of the characters. These
references that I've looked at are reference images for edge flow,
topology and also pictures of different parts of the body, such as
eyes, nose, mouth and basis of a body. These pictures were for me
to be able to model the models and then the characters could get
a proper basic geometry. “Edge flow” refers to the lines found on
the 3D characters (See Figure 5), and they make up the topology
and are important to define the characters ' traits and also for

future animation work. Topology is the design of a model for

how the different points and lines are placed to create the front

surfaces of models. Because it was a study about the characters, I have chosen to not create
too high resolution models, which means that the models did not have many small details. I
tried to create an edge flow within my models that was needed to create a topology good for
use within games later, but I did not follow it entirely, because the characters I have created
will not be used for any games at all, and then it was not necessary to create a perfect "egde
flow". The software that I have chosen to work with was Maya 2016 (2016). It was the character

Figure : Example of edge flow

2 N

that was based on the Chinese game list that I started with.

Figure 6: The head of the first character

Because it was the character from the Chinese game list that would be modelled first, I have
chosen to model the fundamentals of head and body as described in this character's
appearance. For the face, the character has the following description:

"... oblong face, narrow chin, straight nose, small but full lips and big eyes. The nose
had a pointed shape and the edge of the eyes pointed upwards. The eyebrows were
narrow and were low in relation to the forehead, the character also had visible
eyelashes ... "(See 4.2.5 Summary of self-created character characteristic)
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Already in the modelling of the eye, I have
chosen to follow the description, and I have
chosen to make the edge of the eyes pointing
upward and also make sure that the eyes
should be quite large in size in comparison to
other parts of the face (See picture 1 in figure
6). The nose had the proporties which had
been described in the summary. It was
pointed at top, and the nose was straight (See
picture 2, 3 & 4 in figure 6). The lips were
smaller in size in comparison with other
parts of the face, but they still had a thickness
to surpass it as described in the summary
(See picture 4 & 5 in figure 6). The
character's form of the head also had the
property that was mentioned in the summary. That is it was
very elongated, and the chin was very narrow (See picture 4,
5 & 71in figure 6). The forehead was also modelled so that the
eyebrows were painted nearer the eyes (See picture 4 in
figure 6). According to the summary, the character had
visible eyelashes, and I have chosen to do the eyelashes by
adding curved polygons in front of the eyelids, in this way,
the character got more visible eyelashes than if it was only
painted. I made many adjustments to the face so that it
would follow the description contained in the summary of
image analysis. As it was hard to get a natural face shape, I
looked a lot on a reference frame in which a female character
has roughly the look that I was working towards, and it has
helped a lot (See Figure 7).

When it comes to hair, I have chosen to createitin @
the image of the sketch, which was a hair do that
was put up in a bun and also had bangs at the side
of the face (See picture 7 in figure 6). It has been
difficult to create the head because it was very
difficult to find good reference images, and there
was not an accurate picture of how the character's
face would look, so some of the design was made
up by me.

Properties of the character’s body include, that it
should have a realistic proportion with a slimmer
waist, narrower shoulders, long legs and normal-
sized breasts (See 4.2.5 Summary of self-created
characters ' characteristics). These properties I
had found on the reference image (See Figure 8)
and I had used this reference image very much to be able to model the body of the character.
The character was modelled after how the reference image looks and what was described in
the summary (See figure 9).

Figure 9: The body of the first character
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Figure 10: The clothdesgin of the first character

The next process of the modelling was to create all the jewellery and the clothes (See figure 10)
that the character would have. According to the summary of the character, the jewellery should
be made in hard material, and therefore, I chose to model jewelry in a bit more angular form.
I have also tried to make the decoration in a floral pattern as it was described in the summary
(See picture 1 in figure 10). The clothing was also made according to the summary of the
character's appearance. It was a large V-ring at the chest and there was also a large opening of
the thigh as described in the summary, and also it has short sleeves (See picture 3 & 5 in figure
10) but the design on the back I designed by myself, because it was something that did not
appear on the game characters that were analyzed. Waist belt at the waist with a decoration
on and also bands that hang down from the belt were also something that was mentioned in
the summary, and also something that I have chosen to follow (See picture 6 in figure 10).
Gloves were also something that the character had. They were covered up to the arm and
fingers were shown up but this was something that needed to be painted on in texturing and
not to be modelled (See picture 6 in figure 10). The clothes were made according to the concept
sketches (See figure 3) and were based on the summary. The only part that was changed from
the concepts was that the character had a pair of boots instead of ankle boots that went up to
the thighs. Something that was strange with the modelling was that when I spun around the
model, black flashing parts occurred on the whole model: This was nothing that affected
modelling but became frustrating and time-consuming and it solved itself by first exporting
out the character as an obj file and later importing it into Maya 2016 again.

For the character based on the Western game list, I chose to reuse the body and head from the
last character (See figure 11). Thus, I managed the workload and much time was saved by doing
this. What I chose to do was to adjust the body and head as described in the summary of the
character.
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"When it came to facial features, it had big eyes, small
straight nose, full lips, low brows and clear jawbone, the
face were wider compared to characters from the
Chinese game list. The nose had a pointy shape of the
nasal tip ... " (See 4.2.5 Summary of self-created
characters ' characteristics)

The nose had become even narrower, the mouth has became
larger and even the eyes have became larger. Even cheekbones
were altered to have a clearer and wider form. The shoulders
and the waist were a bit larger and straighter than the former
character. I chose to keep the pose the same between these two
characters to avoid any differences in expression from the pose,
and it was the same for facial expressions. I wanted to keep it
neutral, because if the characters appear too different, they
could be perceived differently, and then participants of the il
survey and interviews might choose from characters according  Figure 11: The body and
to how they are perceived. After the adjustments of the body  hair of the second character
and the head I continued modelling the character's hair. The

hair was done according to the sketch. This character needed the multiple layers of hair,
because she had short hair and bangs, and I thought it would look less flat if I added more
layers of planes.

The next step was to create clothes for the
character (See Figure 12). This character had
a simpler design than the last character,
which accelerated the work process. The
clothes followed exactly how it was depicted
in the sketch, which was a simple tight long-
sleeved top, a waist belt, a short skirt and a
pair of flat boots that go up to the knee. I have
chosen to paint the top instead of to model it
because it sat so tight to the character's body.
I have also chosen to paint on the gloves that
the character would have, as they would sit
tight together with top. The skirt ended at the
thighs, which was described in the summary.
There were some body differences of the two ~ Figure 12: The clothdesign of the second
characters, which was that the first character

had a more elongated body with a very small waist while the other character had a more
curvaceous figure. These characteristics that the characters had could be attached to it, as
mentioned in the Background, which was that the Chinese ideals of beauty were of more of a
small body, and in the Western world was there a more curvaceous ideal.

For both models, I've used a lot of different layers, which meant I could layer-lock (disable the
editing function of a layer’s geometry) on the parts that I would not work with on a different
occasion, and then I wouldn't be able to accidentally cause a problem, because then I wouldn't
be able to edit the locked parts. It was important to look after incorrect polygons or extra
polygonplanes that hide somewhere on the character. With incorrect polygons, I mean
polygons that have more than four corners. Another thing that was also important was to
continuously delete the history of the scene in Maya 2016, to avoid the risk that the memory
abundance which could have caused the file to be corrupt. The minor problems were the
constant adjustments of the characters, because it always shown new bugs that looked weird
when I looked at the models and it made it difficult to put in the work.
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4.3.4 UV-mappning & texturing

w |
|

Figure 13: The UV: s Figure 14: Example of UV-grid

When the characters were completed, the next step was UV-mapping. An UV-mapp is a flat
image of the 3D model and that will be used to paint on textures (See figure 13). When UV-
mapping, it was important to consider texel-density, which means resolutions of textures on
characters, and it was important to note that the places which had more details on themselves
should have greater surface area on a UV- map. Another thing that was important to keep in
mind was that UV-mappings must be well stretched, otherwise the textures would be stretched
later. One can check the texture by using a test called uv-grid of characters while doing UV-
mapping (See figure 14). Because the characters had one side that was duplicated and
mirrored, I could save time by UV-mapping only one side at a time, and the results would go
to the other side too. One difficulty that I have encountered on this was that my laptop had
trouble handling the large number of tris, and it made the process of UV-mapping slow,
because every time I clicked on a point, it took several seconds for the computer to respond.

23



Figure 16: Texturing of the second character

Texturing was done in Photoshop CC 2014 (2014) (See Figure 15 & 16). For both characters, I
began texturing by blocking in the basic colour on all characters, to see where the colours
would go. Colour choices came from the summaries of the games, which concluded that the
character of the Chinese game toplist often had black clothes and then blue, green, gold and
silver colours. The choice of skin colour, eye colour and hair colour comes from the same
summaries described above. The Western game toplist, however, had black as the most
common colour and then came the blue and brown which were the second most common
colours. I have chosen to use the most common colours on the larger surfaces of clothes and
used the second most common colours on the small details. The choices of what colours to use
for the details, I have chosen to take with personal provisions, since all characters received
different colours for details in the game lists. For the first character was it limited to four colour
choices and I have chosen to pick out colours that I thought fit to the large, black surface area.
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On the faces, I marked different part, such as eyes and cheekbones, to start from and from
there continued work on the rest of the faces. Then I added the details on the clothes, for the
first character there were many patterns of flowers painted on the clothes and the patterns
were usually at the edges of clothing. For the Western character, however, which had a
simplified design on the details and there was only a few strokes as decoration. There was not
much focus on adding lights and shadows on the characters, because at the time it was not a
priority during the texturing, because there was not much time to refine textures or to create
more textures. It was only the diffuse textures that were made for characters. What was
important was to obtain artifacts that were based on surveys so that work could continue.

4.3.5 Result
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Figure 17: Settings in Sketchfab

When the texturing was done, the characters were uploaded to a website called Sketchfab
(2012), because I thought it was a good place to put up the models and there could I get good
lights and shadows in the 3D-scenes that characters were in. Sketchfab is a website where
people can upload their own 3D models in 3D-scenes, which mimics the look that you can get
from implamenting graphics in a game engine. There were many different settings for the
light, background and more, that were available in Sketchfab (See figure 17), I have chosen to
have the various settings as similar as possible between the two characters to avoid strong
differences of the presentations betweens them.
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4.4 Survey

Figure 19: Pictures of the second character

Thoese two characters, which were finished during the project were used for the survey (See
figure 18 & 19) to collect data about the game developer’s preferences about game characters.
This data was compiled to see if one of the characters was more preferred to a certain group
of game developers. The choice of which type of survey would be used has been reported under
”3.2.4 Survey”. The pictures of the character, that I have in the survey were taken in Sketchfab,
because Sketchfab had more settings which had the potential to make scenes look better than
in Maya 2016. There were 6 pictures of each character and the pictures were taken from the
front, side, backside and even some close ups. The pictures show how the characters looked
like as a whole, but also in detail, because the participants should be able to take a closer look
at the characters and to be able to answer the questions accurately.

4.4.1 Pilot study

After the design of the survey was done, a pilot study was made with the survey, to see
approximately how long a time the survey took and if the questions were functionable. The
pilot study was made by testing the survey on a person, who had never seen or read through
the questions before, to see if it was possible to carry out the survey. It was faster to respond
to the survey than expected, and the questions were functional, but something that needed to
be adjusted was the information about the survey’s content, which I had placed on the last
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page of the survey. It actually needed to be placed before the questions because it was better
to allow the participants to read through all the information before the start of the survey.
There was only a pilot study made for the survey but not for the interviews, since there weren’t
any people who were available to do the pilot study for the interview. The interviews needed
to be held in Chinese, and there were only English and Swedish people who were available.
Those advanced questions (“Why do you think you have different preferences for the game
character? What do you think it depends on? It is because of the cultural backgrounds or any
other reasons?”), were only asked of the employees at Zhang Jiang Network Technology. Co.
during the interviews, and they proved to be too ambiguous to the participants. During the
interviews, I recived questions like “Do you mean graphically?” and “What do you mean?”.
These responses could be caused in part because it was not clear about what I meant in the
questions, but also because the linguistic part did not work out so well. The ambiguity in the
interviews were compensated for with the additional oral explanations of what I meant. I did
not do any pilot study for those models I made either because the time was too short and also
because I did not have the resources to test this information.
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5 Analysis

5.1 Implementation of survey

The survey described above was used in this study to find with one or more responses to what
preferences game developers have on game characters. The survey was divided into two parts,
one was an internet survey and the other was an interview. Onlinesurveys were released on
GameDev.net (1999) and Indiaova (2013), the first one is a Western game forum and the other
is a Chinese game forum, in order to collect responses from game developers. It was thought
that surveys would be online for 14 days, so I could start to write the report as soon as possible.
At Indiaova, I received help from their employees to get responses from game developers. On
GameDev.net, however, it was harder to get responses from game developers. After 14 days, I
still did not get many responses from GameDev.net, and therefore I chose to post the survey
on Facebook (2004) in order to get more answers. Facebook groups I chose to publish were
the Swedish gaming industry and Indie Game Deuvelopers, this was because I only know these
two groups that have many members. After I'd uploaded the surveys to these pages, I chose to
wait four more days to collect the answers.

The interview was made directly in Zhang Jiang Network Technology Co (2014). They did not
allow me to interview their employees during work hours, so I chose to do it during their
breaks. This created a more stressful situation for me and that may have an impact on the
interview. The impact could be that I became too stressed out and then I miss some questions
to ask or the participants became stressed out and they may not think though the questions
accurate enough. During the interviews, I informed the participants what the survey was about
and how long it would take. The majority were willing to join, but they often hesitated before
agreeing to the interview. No one want to be recorded. Hence I had to write down all the
answers that the participants submitted. All of the participants responded quickly to the
questions without much thought, this may be because they did not have long breaks. The
interviews were held orally. Six employees were interviewed in total.

5.1.1 Loss

The total Western responses were 131, but since the surveys were published by Survey Monkey
(1999), there was a limit on how many responses users could see, and there was a maximum
of 100 that could be viewed. Should I want to see more of responses, I'd need to have a paid
membership, which I wasn’t aware of until after the survey had been conducted. This
limitation meant there was a loss of 31 responses from the Western forums and Facebook.
Many surveys that the forums and Facebook got back contained incomplete answers, and I
have chosen to not include these surveys in this report. By incomplete answers, I mean when
participants chose to leave the answer fields blank. The surveys that were included in the
survey were those who received answers to all questions asked. There were 42 out of 100
incomplete questionnaires from GameDev.net and Facebook. There were 21 out of 33
questionnaires that did not have complete answers from the Chinese forum, Indiaova. The
number of responses to be analyzed from the West were 58, and from China, 12.

The majority of Chinese participants chose not to answer the questionnaires to completion,
while about 60% of Western participants responded to all questions. I am uncertain about why
the questions went unanswered, but this may have been because the questions were not
sufficiently clear in the Chinese survey. Or, it may have been because it was completely
voluntary for respondents to answer or not to answer the questions, which meant that
participants did not want to answer questions that took a longer time to answer.
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5.2 Results presentations

In this chapter, I have reported the results of the collected response, and I have chosen to
divide the results after the survey had been collected, which means that there were answers
from China and answers from the West. The answers shown below in the tables will be
summaries that I have done, so they are not individual responses from different respondents.
The exact answers submitted by participants are contained in "Appendix D", "Appendix E"
and "Appendix F".

5.2.1 Results of Chinese survey and interviews — Indienova & Zhangjiang
Network Technology. Co.

Q1. How old are you?

10

9

Age 20 - 25 Age 26 - 31 Age 32 +

B Number of participants of a certain age

Chart 1: Number of participants of a certain age

Q2. What gender do you define youself with?
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14

12

10

Male Female

® Number of participants of a certain gender

Chart 2: Number of participants of a certain gender

Q3. Where are you born? Which country?

Number of participants from a certain country

= China

Chart 3: Number of participants of a certain country

Q4. Which culture do you define youself with? (Please answer with a country which you feel
that you belong to).
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Chart 4: Number of participants of different cultural background

Q5. Geographically speaking, where do you think this character (character 1) comes from? —
What elements of the character’s design makes you think that?

China/ acient China. The clothing, because the bottom part of the skirt looked like a
gipao and the face had extreme Chinese influences. The proportions on the face, the
hair and the decorations looked Chinese. (6/18 participants)

North Korea. The character did not look like that she comes from China, but it had
some Chinese elements in the design, so the character probably comes from acient
North Korea or South Korea. The face-small face and small lips looked also North
Korean. She looked Asian but not completely, it seems that creators have not
understood Chinese culture. (2/18 participants)

Asian. Because of the jewelries and the gipao looked alike clothing. Character facial
features, color, hair color, hair, hair ornaments, clothing style. (3/18 participants)

Japan. Because of the face (small lips, eyebrows, cheongsam, hair style, hair color)
and headdress. First impression. (2/18 participants)

Oriental, lotus and hair bundle. (1/18 participants)

China + West. The face looked more Western. The decorations and clothing were
more Chinese. (2/18 participants)

Appearance felt Korea and Japan, but the design felt more about China. The mouth
looked Japanese and Korean. Clothing felt Chinese. (1/18 participants)

The Middle East. The feeling, pattern on the clothes, head, clothes design. (1/18
participants)

31



Chart 5: Summary of Chinese participants’ answers for model 1

Q6. Geographically speaking, where do you think this character (character 2) comes from? —
What elements of the character’s design makes you think that?

Japan, because the clothing looked like Japanese uniforms. The feelings and the hair.
(4/18 participants)

Europé. The clothing looked like those clothing which was inside the armor. England
or any Western country. The clothing and facefeature did not look Asian but the body
figure looks Asian. Character’s facial features, color, hair color, hairstyle, hair
ornaments, clothing style and the overall feeling. (5/18 participants)

Close to the modern United States. Boots probably regarded as exotic goods, short black
set of equipment was also more in line with Western style. (2/18 participants)

Southeast Asia (generally feel that Southeast Asian people look ugly). (1/18
participants)

Germany, wear neatly. European face, clear facial features, closed clothing, simple
design. (2/18 participants)

France, clothing. Green eyes. Straight nose. Hair- looks like from French comics. (2/18
participants)

Korea. Feeling. High cheekbones, small eyes and long legs. (1/18 participants)

Chart 6: Summary of Chinese participants’ answers for model 2

Q7. Which one of the characters do you prefer (character 1 or character 2) and why?

1, because the clothing was beautiful and the figure of the body was good. The second
character’s face looks weird and the first one looked slightly better. The pattern-feels
like national costume, historical, special. (9/18 participants)

2. More modern, special, cool. “It is important for a graphic designer to design a design
that one can directly see where the character comes from. It's not good to create
anything that's just from everywhere”. (8/18 participants)

Neither. (1/18 participants)

Chart 7: Summary of Chinese participants’ preferences

Q8. These questions were only asked during interviews: Why do you think you have different
preferences for game characters? What do you think it is due to? Is it because of cultural
backgrounds or something else? (All responses here are direct quotes)

“As a graphic designer, preferences may come from wanting to create something that
you like and are fine in a game. Culture can definitely affect, but it's not all, but it's also
about how the characters are presented.”
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“You like different things and then you choose the design you like most. It does not
depend on culture but more on growth.”

“The look/desgin. Depens on culture.”

“Individual preference. It depends only on what you like.”

“Subjectively. It depends on the culture, the culture shaping people's way of thinking.”

“Experience you have in life is an important part of what preferences you have, it's also
a lot about the growth that you have, but clearly culture can affect.”

Chart 8: Responses from employees of Zhang Jiang Network Technology Co.

I have chosen to merge results from interviews and results from the Chinese forum, and
therefore there were 18 participants in this account. There was also an additional question that
was asked only for participants of interviews. The majority of participants were between the
ages of 20 and 25, and men dominated the survey, but if we only looked at the gender
distribution for the interviews, it was evenly distributed between men and women. Since the
survey was posted in a Chinese forum, it was quite obvious that all participants would be from
China, but there were many different cultures to which they belong. 14 out of 18 believe
associated with Chinese culture, 2 of 18 associated with North American culture and the rest
of the participants associated themselves with European culture or a mixture of Chinese and
the Western cultures.

According to the results, there were no differences in how participants responded between the
different age groups; everyone has chosen to answer short answers to the questions on the
questionnaire; only a few have chosen to answer the questions with more in-depth answers.
There were 50% of women who chose not to respond completely to questionnaires and 50%
that answered in full. However, there were more than half of the male participants who chose
to submit incomplete answers to the questionnaires.

As the results have shown, 8 out of 18 participants thought that model 1 comes from China, 6
out of 18 generally consider that the character comes from Asia, 3 out of 18 believe that the
character was from Japan, and a minority who thought the model resembles a North Korea.
Some responses stated that the character was oriental. The most common features that
participants were considering were the clothes and ornaments which were the features that
participants thought were crucial to where the character comes from; there were also hair
styles, patterns on the clothes, and even facial features that participants observed when they
tried to determine where the character came from. In addition to appearance, participants of
interviews also considered how the characters "felt", feeling was something that participants
thought was important to determine the character’s geographical origin.

For model 2, on the other hand, there were more participants (12 out of 18) who considered
that the character comes from the West; there were both more common answers such as
"European" and "Western", and answers that indicate exact countries. The countries most
affected were Germany, France and England, in that order. There were two participants who
considered that the character was from Japan and one participant thought that the character
was from Southeast Asia. As with model 1, it was common for participants to look at the clothes
and ornaments to determine where the character came from.

9 out of 18 preferred model 1 and 8 of 18 preferred model 2, and one participant chose to
answer "neither". Most people though model 1 looked better than model 2 because of clothes
and facial features while model 2 got comments like "Ugly", "Looks strange" or "Looks
normal". An example of how participants have chosen to answer is: "I like number 1, because
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number 2 is too normal". Another example is that participants chose model 1 before model 2
because it looks less awful; "To be honest, those two characters' faces look awful ... Overall I
will say the second character, because of the hair color, clothing and the boots ". A participant
considered it important for graphic designers to design a character that players could instantly
determine where the character comes from and two other participants chose characters
according to their own preferences of the appearance of characters.

An additional question in the interview was "Why do you think you have different preferences
for game characters? What do you think it's due to? Is it because of cultural backgrounds or
something else? ". The response I received back often refers to the fact that culture was
influencing what participants have for preferences, but also the growth, interests, what they
think and how game characters are presented can affect.

5.2.2 Results of Western survey — GameDev.net and Facebook
Q1. How old are you?

25

20

15
. I ] =

Age 20 - 25 Age 26 - 31 Age 32-37 Age 38 - 43 Age 44 - 49 Age 50 +

vl

B Number of participants of a certain age

Chart 9: Number of participants of a certain age

Q2. What gender do you define youself with?
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Chart 10: Number of participants of a certain gender

Q3. Where are you born? Which country?

Number of participants from a certain country

\'

= Sweden ®USA = Nethelands = Turkey = Singapore = China ®Finland = Iraq

Chart 11: Number of participants of a certain country

Q4. Which culture do you define youself with? (Please answe with a country, which you feel
that you belong to).
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B Number of participants of different cultural background

Chart 12: Number of participants of different cultural background

Q5. Geographically speaking, where do you think this character (character 1) comes from? —
What elements of the character’s design makes you think that?

Western Europé. Cheeckbones, eye shape, nose. The model definitely felt Western; it
felt like they took a Western character and slapped something asian-ish on it. (4/58
participants)

Asian. Skin tone, eye shape hair color reminded Asian. “I immediately notice the
(nearly missing) eyelid crease that is missing over the center eye, flared on the end.
Also the jade necklace and headpiece, and the flower style, along with the lighter skin.
Breasts are too large for most Asian cultures, so probably mixed. There are several
disturbing elements, the iris is too large, nose is wrongly shaped, etc.” (22/58
participants)

East Asia. Primally headdress and dress pattern. Mainly because of the design of her
clothes and accessories. Although looking closer her eyes were plain blue which would
indicate having parentage from a Western country. (77/58 participants)

Russia. The design of the dress, jewelry and the fact she was wearing stockings. She
looked like a deadly assassin character or sexy spy. (1/58 participants)

China, because of her black hair, jewelry and clothes. Also the pale skin and makeup.
The dress reminds of "traditional" Chinese dresses as they were often depicted in
media, also the facial features looked Chinese as well as the hair and the hairstyle. The
style of the dress and the lotus motif. (16/58 participants)

USA, it looked like a stereotypical "sexy dragon lady". A Western fetish of east asian
women. (1/58 participants)

Japan. Mainly the clothes and hair pin, as well as an Asian look in her face. 1/58
participants)
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Indonesia, clothes mostly. (1/58 participants)

South Korea, Asian MMO-style. Sexualized. (1/58 participants)

Persia, big jewels and the leaf pattern on her dress (1/58 participants)

Do not know. “It's hard to tell because there are no obvious traits in the actual face.
The character looks sort of european and japanese at the same time. The clothing
makes me think of Japan or China. The necklace feels european, like medieval-to-14th
century but with a science fiction vibe and the headdress I see no connection to
geography in, more just fantasy-like”. (2/58 participants)

Turkey. (1/58 participants)

Chart 13: Summary of westerner participants’ answers for model 1

Q6. Geographically speaking, where do you think this character (character 2) comes from? —
What elements of the character’s design makes you think that?

Eastern europe, cheekbones, jawline, eye and mouth shape. Possibly easten Europe.
Mainly because of eye and hair colour, but also body type. Her clothing was too mixed
to be taken into consideration. Looked spy-ish. (7/58 participants)

Europé. "looks” European, the clothes and hair style. Her clothes looked futuristic, but
the shoes gave off a scandinavic vibe. The brown hair, pale skin and green eyes fits in
aswell. Originated in northwestern Europe. (5/58 participants)

From a disturbing place. The eyes and lips were wrong for a human. (3/58
participants)

Russian. The skin, physical attribtes, hair, dress, the narrow and fair facial structure.
As well as a Euro-Asian style. (7/58 participants)

Holland. She looke like she was wearing clogs and the short haircut with the cleanly
designed dress adds to the dutch feel. (1/58 participants)

Asia. Because of the eyes. And the hair. (8/58 participants)

UK. Over all feeling. (3/58 participants)

China. The facial features. (2/58 participants)

Western. Felt plain and boring (from the style, to the body type, to the hair, to the
clothing), like if someone were to model the world around them instead of their
dreams. (4/58 participants)

France. European features. Style of dress. A classic black short dress. (2/58
participants)

Ireland. Pale skin, green eyes, ugly shoes. (2/58 participants)

Japan. Clothes. Especially the long stockings. Her overall aesthetic felt anime. (5/58
participants)

Poland. Dresscode. (1/58 participants)
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Anywhere outside Africa or south and central America. Style and features felt generic,
though facial features looked vaguely Asian. (1/58 participants)

Germany, hair colour, hair cut. Skin tone, square face. The minimalistic style of the
dress. (3/58 participants)

Not sure. (4/58 participants)

Chart 14: Summary of westerner participants’ answers for model 2

Q7. Which one of the characters do you prefer (character 1 or character 2) and why?

1, much more visually interesting. Number 2 was rather plain. Because it had more
human-like proportions. The details were better on the first model and the character
was more memorable and stands out more due to its assymetrical design. Looked least
bad. Prettier face & nicer clothes. (42/58 participants)

Probably the second one, at least it felt more honest. (8/58 participants)

Depens on situation and or plausible alterable apparel. Neither. (8/58 participants)

Chart 15: Summary of westerner participants’ preferences

As with the results from the surveys conducted on the Chinese forum, GameDev.net, I have
chosen to report a generalized version of all the answers. The exact answers can be found in
the appendix.

The majority of participants from GameDev.net and Facebook were between 26 to 31 years
old, in second place participants between 20 to 25 years old, then 32 to 37 years old. 38 years
or older were the minority. Men were the dominant gender in this collection (46 out of 58), 10
out of 58 were women and two participants have chosen to answer "Other" in the question of
gender. There have been game developers from different countries who have responded to the
survey and these countries were; Sweden, the United States, the Netherlands, Turkey,
Singapore, China, Finland and Iraq, Sweden was the country most present in this collection,
this was probably because one of the the Facebook pages I chose to upload my survey to was
a Swedish page. The cultures to which participants associated themselves with were as follows;
Holland, USA, Western, England, Sweden, Japan / Sweden, Chile, Western / Scandinavia /
Sweden and Europe, the culture that most participants belong to was Sweden (44 out of 58).

There were no differences in how participants answered between different age groups, most
people have chosen to respond with short sentences or a few words. But there was a difference
between how Westerners and Chinese answer questions, Westerners answered the questions
with longer sentences, for example, "To me, this looks like a character with Chinese origin. To
me the flower patterns in the gold accents and flower themed jewlery is a very Asian custom.
Also, the dress makes the character look regal, like a princess ", the answer may not appear to
be long but compared to the Chinese respomses, which were often just a few words. As
previously mentioned in “2.2 Culture Differences”, Chinese and Westerners process and act
differently (Trandis, 1994), something that we can observe in the results of this study. The
Chinese place great value in the opinions of their peers and rarely express their own opinion,
in complete opposition to westerners that consider individual opinions of greater importance
than that of their peers and gladly express their thoughts. There was no difference in how men
and women responded to these surveys, but on the other hand, most men chose to answer
questionnaires completely, while half of the women chose not to answer the questions
completely.
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The most common response from participants regarding where model 1 comes from was Asia.
China was the second most common answer. East Asia, East, Japan, Indonesia, South Korea
and Southeast Asia were the various varied responses that belong to Asia as well. There are
also several answers pointing out that the character was from the West; Europe, West, Russia,
Turkey, the United States, Sweden and Persia were answers that occured one or more times.
There was also an appearance here that determines what game developers thought that the
character comes from but there were many participants, who looked more at different
elements on the character than clothes and ornaments, many of them considered skin color,
facial features in detail and small details on the characters’ clothes.

Results for model 2 were very mixed but the majority of responses said that model 2 was from
some Western country and minorities with 14 out of 58 participants thought model 2 was from
some Asian country. 4 out of 58 replied that model 2 felt extraterrestrial, that it did not feel
human and had strange facial features. The country that appeared most in this collection was
Russia (9 out of 58). Just like for model 1, there were many thoughts about clothes, ornaments,
facial features and details.

Most of participants preferred model 1 and the reason was often that the character has a better
design and looks better than model 2. There were many participants who thought about how
characters would work in games and not only thought about their visual appearance. It was
noticeable that several participants choose a certain character before the other just because it
was less ugly.
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6 Conclusion

6.1 Summary

The question that this survey tried to answer was "What are the graphical differences between
Asian and Western playable game characters? And what do people with different backgrounds
prefer?". The purpose of this survey was to find out if there are any graphical differences
between game characters from Chinese toplisted games and game characters from Western
toplisted games, and also to find out if game developers with different ethnic backgrounds
prefer different game characters.

For this survey, an image analysis was made of the games from both Chinese and Western
toplisted games, and then two female models were created according to those lists. The project
was made in partnership with Game Hub Scandinavia (2015) and Zhangjiang Network
Technology. Co (2014). The survey was aimed at game developers both from China and
Western countries, the selection was explained in "3.2.3 Interview". The models that were
modeled during the project are used for both the interview and survey, to find out game
developers’ preferences for female video game characters. The interviews took place in China
and surveys were made via the internet.

A result that the image analysis provided for the survey was that there were graphical
differences between the West and China; there were no huge differences between body
proportions but there were differences between clothing, hair and facial features. The contents
of the results consisted of both expected and unexpected findings. As previously mentioned in
“2.2.2 Ideal”; there are some diffference between ideals in China and the West. The Chinese
focus primarly on details and symbols on appearal whilst Westerners focus on how the
clothing accentuates the body (Li, 2007). Li mentioned also that ideal of the physical
proportions differed between China and the West (2007) but this study has shown that there
was no significant differences between the analysed games. Collection of surveys and
interviews shown that the majority of all participants who participated in the survey preferred
model 1 and most common reason was that model 1 looks better than model 2 and also that
model 1 had a more interesting design. What could be found here was that game developers
may think differently regarding game characters but generally they have quite equal
preferences. But there was quite a big difference between numbers of Chinese and Western
participants that liked model 1. Results from China showed that 9 participants preferred
model 1 and 8 participants preferred model 2. On the other hand, there were 42 participants
who preferred model 1 in Western countries and 8 participants who preferred model 2. This
difference could be due to the number of participants who participated in the survey but also
that there was less preference difference between Chinese game developers than Western
game developers and also that there were many countries that were included in the West. This
has answered the question that there were graphical differences between Chinese and Western
game characters, but there were no significant differences between game developers'
preferences. However, it was difficult to say how reliable this survey is due to size and how the
models looked, as there are many participants thought about character design and the craft of
characters, something that I did not consider of earlier.

6.2 Discussion

6.2.1 Discussion of methods and selections

For the study, two models were made based on game toplists from China and the West. These
two models received different degrees of detail on their designs, and it has created some
reflections during seminars, as other students felt that this could affect results, as may be, as
many of the participants chose characters based on the amount of detail the characters had.
This could be good because the characters were designed according to those details, those were
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common among the game toplists, and thus the extent of detailing could be a difference
between China and the West, but at the same time it could also create misleading responses,
as it was difficult to know exactly what participants prefer and what preferences depends on.

The selection of game characters to be investigated was determined at the beginning of the
survey and that they would be human, female characters. It has been discovered that the
female characters from Chinese and Western game toplists received different clothing designs.
The model based on the Chinese game toplist revealed more skin than the model of the
Western game toplist. The author Zhou mentioned in his article A study on the differences
between Chinese and Western game character design, that characters in Western games often
wore revealing clothing whilst Chinese game characters revealed less bare skin (2013).
Although it does conflict with what this study has determined. Although there were mixed
games from different parts of the world in the gamelists, there were still differences that show
that players from China and West preferred different designs of female characters. Something
of further interest was that there are not many games that have playable female characters and
female characters would rarely wield heavy weapons. This has aroused my interest in why that
might be: However, it is something that may be analyzed in future studies.

Q.1: How old are you?

54

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
USA

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian — skin tone, eye shape hair color

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Vampire( you really need better graphic)— eye shape

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

#1 Vampires are kid stuff

Chart 16: Example of unprofessional responses

Another selection that was made was there would be game developers responding to
interviews and surveys, this was intended to gather more information from a smaller number
of participants. The problem that arose was that it was difficult to know who responded to
surveys, as there were no guarantees that the participants were really game developers, nor
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was there any control question about this either. The webpages I chose to post the surveys on
were pages that were aimed at game developers, but because people who were not game
developers also may access the pages, it was hard to know if it was only game developers who
participated in the surveys. The reason why specifically game developers were the primary
participants for this analysis was to gather as credible and in-depth data with limited time and
resources. But because I cannot determine which of the participants were actual game
developers and which were not (see chart 16). For example, as we can see in question 6, one of
the participants when answering the survey regarding the geographical origin of model 2 the
participant responded with “Vampire”, which is deviates from the question at hand. This could
be interpreted as a belief that the participant thinks that the character is from a fictional or
supernatural location. The participants brief answer gave little to no room for further analysis
and was not the kind of response I had expected from a game developer as the point of this
survey was to gather in-depth data, as previously mentioned. In hindsight, I should have
perhaps added a control question regarding the participants occupation, and assume that they
did answer truthfully. I could have also conducted a qualitative research rather than
quantitative, because then I could have at least verified if the participants were in fact game
developers or not.

6.2.2 Discussion of problems

It was difficult to get opportunities for interviews because employees at Zhang Jiang Network
Technology Co. did not really want to be involved in any interviews during their working
hours, and they were far too busy to participate in a 5-7-minutes long interview. By the third
attempt I held the interviews before their working hours and received several interviews.
Interviews were made in the office of Zhang Jiang Network Technology Co, we did not have
any time to move to any conference room, so interview was made among other employees, and
this could have affected the results because the participants could have heard their peers’
answers which in turn might have affected their own answers, but they spoke softly in the
office so maybe it went unnoticed. It was difficult to get in-depth answers, because everyone
answered very short and simple. This may have affected the results, because the point of the
in-depth question was to find out more about how the participants reasoned and to gain
further insight of why and how preferences may crop up, but it was difficult due to the
participants brief and haphazarad answers. A problem I could have surely avoided had I
prepared further follow-up questions and grant the participants more time to consider their
answers before having to respond. Nor were there any people who wanted an interview to be
recorded. This could be because they were shy but everything they said was written down while
they responded to the questions.

Q.1: How old are you?

23

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Chart 17: Example of incomplete responses

An issue with the survey was the incomplete answers from participants of the questionnaires,
which has caused a lot of data loss since the survey had fewer submissions to analyze, because
I decided not to include incomplete answers. Often the more in-depth and specific questions
regarding the models were the ones that went unanswered. However, it was not an issue grand
enough to threaten the integrity of the results because enough complete answers were
submitted to analyze for this study, although perhaps not enough responses for such a large
research topic. An example of an incomplete answer can be found in chart 17, where the
participant only answered the control questions and left the remaining questions unanswered.
Submissions as such have I therefore chosen not to include in the study since they didn’t
provide enough insight in the subject at hand. Already early on collecting responses from the
participants, I noticed some incomplete answers, but this was something that could not be
helped. To the extent of my knowledge, the settings of Survey Monkey could not to be changed,
and therefore, I could not prevent responses from being submitted incompletly. It may be a
mistake on my part, because of a lack of knowledge regarding Survey Monkey’s service. I could
have perhaps switched to another survey service to ensure that participants answered the
surveys to completion, but that was something I did not consider at the time. It is unclear why
participants chose not to answer all the questions in the questionnaires but I believe that it
was because the study didn’t directly benefit the participants and thus wouldn’t invest the time
and effort to fully partake in it.

6.2.3 Discussion of results

The results I received from the surveys and interviews were relatively similar to each other.
The majority of participants from all surveys and interviews found that model 1 (the one based
on the Chinese game toplist) appears to be from Asia or China, while model 2 (which was based
on the Western game toplist) appears to be from some Western countries. The survey found
that participants from Western countries were more observant. They looked more at details
and thought more about functionality, rather than the visual appearences. Participants of the
interviews, on the other hand, were more emotional, and they often responded that the
character "feels" a certain way. I believe that it has to do with the increased difficulty in
expressing oneself through the internet rather than in person. Model 1 was most popular
within the participants, and they claimed that model 1 was prettier than model 2. What was
interesting was that the modeling does not differ much from those models, and I just adjusted
a bit on different body parts for model 2, so in reality they do not differ very much at all. It was
evenly distributed by those who like model 1 and model 2 during interviews. The answers I
received from the in-depth questions say that it was mostly culture that affects one's
preferences, but even their own interests and their own upbringing could have a lot of
influence on their preferences.

43



6.2.4 Discussion of the study’s benefit for the society

The purpose of the survey was to analyze people's preferences regarding game characters and
to investigate differences between game graphics. The result can be used as a small part of
future studies, as this survey was small scale and made during a relatively short period of time,
so it is hard to say how accurate it is. There are differences between character designs in China
and the West (Zhou, 2013), the results confirmed these differences but the question is whether
these results are big enough to have an influence on character design in the gaming industry.
Design differences are something that game developers should consider but as it appears in
this survey, there are significant differences between game developers' preferences and this
may mean that those differences may disappear in the future, as they are relatively similar
now. Because there aren’t very significant graphical differences at this time it may mean that
the method of blending in the localization of games will become obsolete, because a complete
haulover might not be a requirement to sell copies in other countries. However, other methods
such as basic- and complex localization may still be in use, among other things because of
lingual barriers. It is uncertain how much benefit this survey will have for society and the
gaming industry, but it is definitely good for thought. But I believe that if this study had been
sufficiently large it could have been of great use for many game developers in the future,
because we could have received more credible data which the game development could work
upon, for example costumer preferences and character design.

6.3 Future work

Had the project been a bit longer, I would have liked to spend more time on the models so that
they could achieve the quality of 3D modeling they needed for participants to ignore the
"ugliness". I would’ve also liked to do more textures on the characters to be able to create
higher quality and better-looking models.

If there had been more time, I would’ve liked to research further character designs before
creating the concepts and characters, as many participants pointed out the characters look
strange. It is difficult to determine if I need to improve my characters’ design or if it was the
image analysis that caused the "ugliness".

A larger scale of investigation could’ve been done if there was more time. This could have lead
to more reliable responses, as there would’ve been more participants and the survey could
have gained more insight into what different audiences think.

There are many things that could have been done differently if I had the opportunity to redo
this study, however in further studies I did like to spend more time researching female
character design as well as why game companies often choose to use male characters. The
design of female characters is something I have come across frequently during the study and
many interesting questions have cropped up along the way such as why female characters
rarely wield heavy weaponry. It would also be interesting to study why game developers choose
male main characters before female ones since the gender-specific demographic has started to
even out between men and women. Hence the excuse that games targets the male
demographic is no longer applicable, which the author Chen mentions in his article What's the
cultural differences between the West and the East? The consumption of popular “cute”
games in the Taiwanese market (2013).
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5% (Own translation)

Genghis Khan

Westward Journey 2 KigFH

ihF 2
Westward Journey 2 KigFH
ihF 2
War rage

Legend of Immortals

Ghost World 82 tHE (Own
translation)

Ancient Heroes £t 2$55(%
(Own translation)

MapleStory 2

The Creation Journey 6/tH 7

i (Own translation)

Passion Leads Army

Game
Super Mario Bros 3
The Legend of Zelda: A Link
to the Past

Doom

Role-playing, MMO

Role-playing, MMO
Role-playing
Action

Role-playing, MMO

Role-playing
Role-playing

Role-playing

Action
Role-playing, MMO

Role-playing, action,
MMO

Role-playing, MMO

Role-playing, MMO

Role-playing

First person shooter

IGN- top 100 games

Genre

Action- adventure,
platformer

Action- adventure

First person shooter

VI

2009

2010
2011
2013

2011

2007

Unkown

Unkown

2016
2011

2010

2010

2015

2011

2012

Year

1988

1991

1993

IYOYO Software
technology, 1td

Ferry Network
CDC Games
NetEase

Kylin Game

Kylin Game

NetEase

NetEase

NetEase
Shanda Games

Perfect World

Shanda Games

NEXON, Tencent

NetEase

Taren Network

Publisher

Nintendo

Nintendo

GT Interactive
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Super Mario Bros

Portal 2
Half-Life 2

Super Metroid

The Legend of Zelda: Ocarina

of Time

Halo 2

Tetris
Super Mario 64

Sid Meier’s Pirates!

Chrono Trigger
Super Mario World

Minecraft

Grand Theft Auto 5

Portal

Baldur’s Gate II

Deus Ex

Street Fight 2
Super Mario Galaxy

Halo: Combat Evolved

Star Wars: TIE Fighter

Sid Meier’s Civilization IV

Metal Gear Solid 3: Snake

Eater

Action-adventure,
platformer

Puzzel platformer
First person shooter
Action-adventure

Action-adventure

First person shooter

Tile-matching puzzel
Action-adventure

Simulation

Role-playing
Action-adventure

Sandbox video game,
survival

Open world, action-
adventure

Puzzel platformer

Role-playing

Action, role-playing,
first person shooter

Fighting
Platformer

First person shooter

Space flight simulator

Turn-based strategy

Action-adventure

VII

1985

2011
2004
1994
1998

2004

1984
1996
1987

1995
1990

2011

2013
2007

2000

2000

1991
2007

2001

1994

2005

2004

Nintendo

Valve Corporation
Valve corporation
Nintendo

Nintendo

Microsoft Game
Studios

List
Nintendo

MicroProse, Ultra
Games

Square, Square Enix
Nintendo

Mojang, Microsoft
Studios, Sony
Computer
Entertainment

Rockstar Games

Valve Corporation

Black Isle Studios,
Interplay
Entertainment

Eidos Interactive

Capcom
Nintendo

Microsoft Game
Studios

LucasArts, Disney
Interactive

2K Games, Aspyr

Konami Corporation



Half-Life

Castlevania: Symphony of
the night

Final Fantasy VI
Red Dead Redemption
The Legend of Zelda

Star Wars: Knight of the old
republic
Rock Band
Battlefield 1942
Shadow of the Colossus
World of Warcraft

BioShock

Silent Hills 2

Mass Effect

Journey

Dark Souls

Metal Gear Solid

Counter-Strike 1.6

Resident Evil 4

Banjo-Kazooie

Diablo 2

Metroid Prime

Uncharted 2: Among Thieves

First person shooter
Action- adventure,
role-playing
Role-playing
Action-adventure
Action-adventure

Role-playing
Rhythm
First person shooter
Action-adventure
Role-playing, MMO
First person shooter
Survival horror
Role-playing, third
person shooter
Adventure, art game

Role-playing

Action-adventure

First person shooter

Survival horror

Platformer

Role-playing, action

First person shooter

Third person shooter

VIII

1998

1997

1994

2010
1986

2003

2007

2002

2005

2004

2007

2001

2007

2012

2011

1998

2000

2005

1998

2000

2002

2009

Sierra Studios, Valve
Corporation

Konami

Square
Rockstar Games
Nintendo

LucasArts

MTV Games,
Electronic Arts

Electronic Arts,
Aspyr Media

Sony Computer
Entertainment

Blizzard
Entertainment

2K Games, Feral
Interactive

Konami

Microsoft Game
Studios

Sony Computer
Entertainment

Namco Bandai
Games

Konami

Sierra Studios, Valve
Corporation

Capcom

Nintendo, Microsoft
Game Studios

Blizzard
Entertainment

Nintendo

Sony Computer
Entertainment



The Last of Us

Call of Duty 4: Modern
Warface

Dota2
Mass Effect
Pokémon Yellow

Ms.Pac-Man

Thief II: The Metal Age

Star Wars Jedi Knight I1:
Jedi Outcast

StarCraft

MechWarrior 2: 31st Century

Combat
Team Fortress 2

Persona 4: Golden

Donkey Kong

Grim Fandango

Monkey Island 2: LeChuck’s

Revenge

Super Smash Bros: Melee

The Elder Scrolls V: Skyrimq

Burnout 3: Takedown

GoldenEye 007

Final Fantasy Tactics

Suikoden 2

Gran Turismo 3: A-Spec

Mega Man 2

Survival horror,
action-adventure

First person shooter

MOBA
Role-playing, action
Role-pleying

Maze

Stealth

First person shooter

Real-time trategy

Venbhicle simulator

First person shooter

Role-playing, social
simulation

Platformer

Graphic adventure

Graphic adventure

Fighting
Action, role-playing
Racing

First person shooter,
stealth

Role-playing

Role-playing

Racing

Action, platformer

IX

2013

2007

2013

2010

1998
1981

2000

2002

1998

1995

2007

2011

1981

1998/2015

1991

2001
2011
2004

1997

1997

1998

2001

1988

Sony Computer
Entertainment

Activision

Valve Corporation
Electrronic Arts
Nintendo

Bally/Midway
Manufacturing

Eidos Interactive

LucasArts & Aspyr

Blizzard
Entertainment

Activision

Valve Corporation

ATLUS, Square,
Ubisoft

Nintendo

LucasArts/Double
Fine Productions

LucasArts

Nintendo
Bethesda Softworks
Electronic Arts
Nintendo
Square, Sony
Computer
Entertainment
Konami

Sony Computer
Entertaiment

Capcom



Tom: Clancy’s Rainbow Six 3:

Raven Shield
Spelunky
Warcraft II: Tides of
Darkness
League of Legends
EarthBound

Devil May Cry 3: Dante’s
Awekning

Zork I: The Great
Underground Empire

Fallout 3
Tony Hawk’s Pro Skater 2

Final Fantasy VII

The Secret of Monkey Island
Resident Evil 2

Fallout 2

Contra
X-COM: UFO Defense
Mike Tyson’s Punsch-Out!!

SimCity 2000

Grand Theft Auto: Vice City

The Oregon Trail

System Shock 2

Batman: Arkham Asylum

Tactical shooter
Action-adventure,
platformer

Real-time strategy

MOBA
Role-playing

Action-adventure

Text adventure

Action, role-playing
Sport

Role-playing

Graphic adventure
Survival horror

Role-playing

Run and gun
Strategy
Sport, fighting

Simulation, city-
building game

Action- adventure,
third person shooter

Simulation

First person shooter,
action, role-playing,
survival horror

Action-adventure

2003

2008

1995

2009

1994

2005

1977

2008

2000

1997

1990
1998
1998

1987
1994
1987
1994

2002

1971

1999

2009

Ubisoft
Entertainment

Mossmouth

Blizzard
Entertainment

Riot Games
Nintendo

Capcom

Personal Software,
Infocom, Activision

Bethesda Softworks
Activision
Square, Sony
Computer

Entertainment,
Eidos Interactive

Lucasfilm Game
Capcom

Interplay
Entertainment

Konami
MicroProse
Nintendo

Maxis, Electronics
Arts

Rockstar Games

Broderbund, The
Learning Company
Gameloft

Electronic Arts,
Night Dive Studios

Eidos Interactive,
Warner Bros



Super Mario World 2: Yoshi’s
Island

Ico

Donkey Kong 94
Super Mario Galaxy 2

The Legend of Zelda: The
Wind Waker

Galaga
Perfect Dark

Advance Wars

The Walking Dead: Season
One

Platformer

Action-adventure

Platformer, puzzel
Platformer

Action-adventure

Fixed shooter

First person shooter,
stealth

Strategy

Graphic adventure

XI

1995

2001

1994

2010

2002

1981

2000

2001

2012

Interactive
Entertainment

Nintendo
Sony Computer
Entertainment

Nintendo

Nintendo

Nintendo

Midway

Nintendo

Nintendo

Telltale Games



Appendix B - Top 10 games of CGWR and IGN

CGWR- top 10 3D RPG games

Game

JX Online Version 3 (The
Legend of the Swordman Online
I1I)

Guild Wars 2

Moonlight Blade(X;EBA A 77)
Diablo 3

Blade & Soul
Arche Age
The Legend of the Condor
Heroes ZERO
Tera

Asta

Revelation

Genre

Role-playing

Role-playing,
MMO

Role-playing

Role-playing,
action

Role-playing,
MMO
Role-playing
Role-playing

Role-playing,
MMO

Role-playing,
MMO

Role-playing,
MMO

Year

2009

2012

2004

2012

2012

2013

2014

2014

2014

2014

IGN- top 10 3D RPG games

Games
Shin Megami Tensei: Persona 3
Mass Effect

Demon’s soul

Shadow Hearts: Covenant

EverQuest

Phantasy star online

Genre
Role-playing
Role-playing,
third person

shooter

Role-playing,
action

Role-playing

Role-playing,
MMO

Role-playing,
MMO

XII

Year
2006

2007

2009

2011

1999

2000

Publischer

Kingsoft Season
Game Studio

NCSOFT

Tencent Games

Blizzard
Entertainment

NCSOFT, Tencent
Games, Innova,
Garena

XL Games

Perfect World
Network Technology
Co.

Bluehole Studio

NetEase

NetEase

Publischer
ATLUS

Microsoft Games
Studios

ATLUS

Midway Games

Sony Online
Entertainment

Sega



Jade Empire

Valkyria Chronicles

Fable II
The Elder Scrolls V: Skyrim

Role-playing

Role-playing,
third person
shooter, tactic
Role-playing

Role-playing

XIII

2005

2008

2008

2011

Microsoft Game
Studios

Sega

Microsoft

Bethesda Softworks



Appendix C - Image analysis

JX Online 3

Karaktiren har mycket
tydligt drag pa ansiktet, hon -
har markerande 6gon som ar
relativt stora till ansiktet,
raka nidsa, relativt hoga
panna och laga o6gonbryn
som é&r typiskt for gamla
Kina. Ogonbrynen kallas for
yuyumei ( F E£ B ) och
symbolisera hogklass och
andlig (360doc, 2016), det
forekommer #dven ofta i
kinesiska drama med tema
av gamla Kina. Hon har
mycket ljus hy for att vara en
karaktar som forestiller en
kines, detta kan bero pa att
ljus hudton lange har varit en
symbol for skonhet (Home of
History, 2016), hon dven rosa :

kinder och roda lippar som fir henne att ser kvinnlig ut.

Karaktiren har en kroppsproportion som ar relativt realistiskt men

hon har stora byst som inte matchade hennes smala kropp.

Kladerna hjilper till att framhiva karaktdrens kurvor genom att ha

oppningar pa brostkorgen och laret. Karaktarens klader bestar av W
béde tajta och 16sa tyg som binds ihop med ett tyg som ligger vid

midjan, det ser ut som att tyget gar hela viagen runt bakom ryggen 2

och fram mot nacken och blir sedan som en krage. Forutom att det }ﬂ E =]

ar oppet pa brostet, laret och dven over axlarna sa ar klader 6verlag
ganska tiackande. P4 kladerna finns det manga monster som inte
riktigt gar att definierar om vilken etnicitet det tillhor. Hela plagget
bestar av olika nyanser av lila och i kinesisk historia symbolisera
lila hogklass, lycka och rikedom (Li, 2007). Det finns ménga silvriga
och metalliska dekorationer som overlappar varandra pa kladerna,
det bildas till ndgot som ser ut som blomma och dven vid armarna
finns det ocksa blommor liknande dekorationer. Vid halsen ser det
ut som ett stort silver krage som sitter runt och pa huvudet ar det
nagot som ser som en krona med en stor halvméne liknande
metallbit pa. Vid vissa stillen finns det smd blda stenar som
paminns mycket om jade som utsmyckningar. Pa karaktidrens
finger har hon en metall nagel som ar typiskt for kvinnor under
tiden langre tillbaka, det ar en skydd for att kvinnorna inte ska réka
skada sina naglar (Baidu, 2017). Det ar svart att siaga hur de silvriga dekorationerna satts fast
pa kladerna, eftersom det ser ut som de bara hianger dir. Karaktarens harfarg ar svart, vilket
ar vanligt bland asiater och hennes frisyr ar lite som en long bob, en frisyr dar man har medel
langt har.

XE Bl tF BR b

Karaktiren framstér som sjilvsdker pa grund av hennes klader och rorelser, samtidigt sager
hennes klader och smycke om att hon har en hogklass bakgrund. Illustrationen ar relativt
realistisk, den har mycket detaljer och proportioner stimmer relativt in till hur méanniskor ser
ut men samtidigt ar den stiliserad pa grund av att hon sakna de detaljerna som manniskor kan

X1V



ha, till exempel poler och rynkor. Bakgrunden bestdr av en mélning av grona trad och en
himmel av lila och rosa. Bilden forsoker se ut en malning som ar malad med riktig pensel,
eftersom det ar mycket tydliga penseldrag som finns pa bildens kanter.

Guild Wars I1

Som pa forra bilden har denna karaktar ocksa klader som ar oppet
pa brostet och laret. Kladerna ser ut som klanning frdn medeltid,
med urringad och smala kjol. Korsetten, handskar och stovlar ar
diremot svart att siatta ord pa vilken tid de kommer ifran. Det ser ut
som att handskarna och stovlarna ar gjorda i svartlader, och
korsetten ser ut som ar gjord av nagot hardare tyg med lite
metalliska spets p&, vilket som matcha hennes halsband,
eftersom den ser ocksa ut att vara gjorda av metall, och pa
korsetten finns det dven snorningar som ar vanligt bland
korsetter. Stovlarna stracker anda upp till laren och uppe pa
dar ser ut som att hon har balte liknande plagg pa sig. Hon
ser generellt visterlindsk ut pad grund djupa =
ansiktsstrukturer och att henne 6gonfarg ser ut som bla, hon
har aven roda lappar som far henne att se kvinnlig ut.
Hennes har sager ocksa att hon visterlandsk, eftersom hon
har brunt har och att henne frisyren ser ut som rlnglet vilket ‘
innebar att man har mycket lockar pa haret och det ar en frlsyr som

forekommer mest hos visterlanningar. Hudfargen ar naturlig pa

karaktiaren, inte Overdrivet ljus

eller mork eller i ndgon annan farg

och den passar i den bilden av att

hon ar en  visterlinning.

Karaktaren har en realistisk
proportion pa kroppen men
hennes 6verkropp kan kiannas lite
kort jamfort med benen. Hennes
presentation i bilden kinns kallt, for
hon utgor inget ansiktsuttryck men
detta kan bero pa att hon ar pa en

default tillstand.
Moonlight Blade

Enligt det som star i bilden ska karaktiren
forestilla en tiggare som ta pengar fran de rika
och hjalper de fattiga och svaga. Karaktiren ser
ut att vara i sitt tonar, eftersom hon har inga
smink péa sig, vilket far henne att ser ung ut.
Karaktirens kroppsrorelser visar att hon ar
sjalvsaker, det ser ut som att hon inte ar radd for
nigot. Hennes proportion pa kroppen Kkinns realistiskt, alla
kroppsdelar dr pd de stdllen som vi manniskor brukar har, dven
hennes klader ser realistiskt ut pa grund av all detalj. Kladerna bestar
av olika lager av tyg, det ser ut som att hon har pa sig ett vitt linne och
svart jeans under den grona koftan och som binds ihop med den bruna laderbailte. Pa balten
ar det en silvrig metallbit som sitter fast med ett snore, det ar svart att ser vad det forestiller.
P& karaktdrens armar finns det metallplatar som snora fast med snoren for att kunna hélla
kvar sig pa plats, de platarna ser ut som nagot skydd for underarmen och armbégar.
Karaktiren bar en glansig halsduk som matcha de metallplatarna som hon har pa armarna.
P& hennes huvud finns ndgot som ser ut som parlor och som har en knut som ser ut som en




kinesisk knut. Bakom ryggen bar karaktiren en
vinflaska som ar i formen av en flaskkurbits, vilket
ar en gurkvaxt och formen for den forekommer
ofta i den kinesiska historian och adven i den
kinesiska hantverk kan man ser mycket verk av
den formen. Vinflaskan ser ut att vara gjorda i tra
och metall, flaskan knuts ihop med ett snore av
parlor for att karaktaren ska kunna bara med den.
P& karaktiarens hogra sida bar hon pa en liten
brun sack, det kan vara en planbok fran forr i
tiden. Karaktdren ser mycket Ostasiatisk ut, detta
kan bero pa den relativt ljusa hudfirgen och
hennes svart har- och 6gonfiarg, hennes frisyr ar
aven typiskt for en Ostasiatisk tonéring, eftersom
hon har en kort snett lugg med tva sma tofsar pa

sig.
Diablo 3

Karaktaren har mycket starkt uttryck i sin kroppsrorelse och dven hennes ansikte ge mycket
uttryck. Det ser ut som att karaktiren forsoker forstalla en asiat och det syns genom den brun-
svarta héret och smala 6gon men dven pa kladerna och vapen som hon har pa sig. Kladerna
ser ut som en traditionella klader for kinesiska mén, det bestar av tyg som korsar varandra pa
brostkorgen och ett midjebidlte som haller ihop hela _ plagget, aven
ldnga drmar och kjolar som ar vanliga for den gamla Kina. De roda och
guldiga farger ar ocksa vanligt f6r den gamla Kina, som det namndes tidigare
sa betyder den roda fargen lycka och den guldiga farger brukar  betyda
rikedom. Forutom stovlarna som kanns mycket som pirat klader och
knastrumpor som inte kinns passande for resten av kladerna sa har
karaktiaren fortfarande manga kinesiska element pa sig, sasom jade med
roda tradar och huvudbonad med guld, det ar de smycke som anvands
mycket genom tiden. Det dr lite svart att ser vad den metallbiten som
karaktaren har pa midjan ar for nagot, det ser mer ut som en utsmyckning
an en rustning, och pa den hanger det en stor rod tofs som ar mycket kinesisk och det adr nagra
skriftrullar liknande sak som hinger vid midjan men det ar svart att ser vad de forsoker
forestilla. Pa hennes armar finns det rustning liknande skydd, de bestér av olika lager och ar
spetsig pa bada sidorna men de ser mer ut att de ar gjorda i hardare tyg dn metall, pa grund
av hur de reflekterar ljuset. P4 kldderna finns det manga guldiga monster som ser ut att vara
drakar och pa karaktirens panna finns ett rott monster som ar en typisk sminkning under den
gamla tiden i Kina. Nedkanten av klinningen som karaktédren har pa sig ser sondrig ut och det
ger en kinsla av att hon har varit med om strid eller négot liknande. Vapen till vanster ser ut
som en tai-chi svird, ett traditionellt kinesiskt svard, den verkar vara tackt i is, eftersom det
ar blatt och vitt, och det ser ut som angar som kommer fran svardet. Den andra vapen ser ut
som en stav av tra och metall men det ar svart att sdga exakt vad det ar, staven har lila farg
over sig och den ser magisk ut pa grund av det. Karaktaren i
bilden har en realistisk proportion pa kroppen och har en naturlig
hudton men fargen ar kanske lite for ljus for en karaktar som
forestaller en asiat.

Blade & Souls




Karaktirens klader ser ut att vara en omgjord kinesisk klinning som
kallas for qipao, som ar tajt till 6verdel och ar 6ppet pa sidorna av laren.
Karaktiren har en asymmetrisk design pa kldderna, pa ena armen har
hon négot som ser ut som rustning som bestar av silvriga metallplatar,
under de finns det en puffig 4&rm som ser ut att ha palsliknande nedkant
pa sig och under drmen finns det en langarmad trGja och en svart
handske som visar fingrarna. Pa den andra sidan ser det ut som en
vanlig svart ldngarmad troja med lite monster vid kanten. Pa
klanningen finns det monster som ser ut att vara blommor och blad, det
finns ocksa tva oppningar pa klanningen som visar fram karaktarens
midja. Vid 6ppningen pa laren hinger det en lite 1ada som ar valdigt
svart att ser vad det forestiller pa bilden men den ser ut att vara gjord i
trd av nagot slag. Karaktiren har ett par hogknasstrumpor som &r i
matchande farg och detalj med kldnningen, hennes skor ser ut att vara
ett par sandaler som ir gjord av lider. Det som hinger pa hennes
brostkorg ser ut som en ddelsten, vilket forekommer ofta i den kinesiska
hantverk. Karaktiren ser mycket visterlandsk ut pa grund av det
blonda haret, de blda 6gon och den ljusa hudtonen. Hennes frisyr ser ut
som en crown braid, vilket ar en haruppsattning med en stor flita over
huvudet. Presentationen av karaktaren kanns kallt pa grund av hennes
ansiktsuttryck och dven hur hon poserar. Hennes proportion ser inte
lika realistisk ut som de ovanstaende
karaktarerna, eftersom hennes
overkropp kidnns lite storre &an
underkropp och att hennes ben ser

valdigt smala ut.

Arche Age

Karaktéiren bar pa en guldig glansig rustning som ticks over
nastan hela kroppen, hon visar endast hud vid huvudet och en
liten bit av laret. Rustningen ar indelad i flera stycken, en storre bit
vid brostkorgen och mindre bitar som ticks over armar och ben.
Rustningen vid brostkorgen formas efter brostet och pa rustningen
finns det en dekoration av ett blatt ansikte med vingar liknande
foremal som sticker ut vid karaktdrens huvud. Rustningen vid
armarna ar gjorda av flera lager av metall och snére som binds ihop
dem, metallplaten pa karaktiarens hogra sida ar storre an den
véanstra, detta kan beror pa att hon ar hégerhiant och dairmed kan hon
inte anvidnda skold for att skydda den sidan, eftersom da skulle hon
hélla i svard pa den hogra handen och skold pa den vanstra. Pa laren
ar det flera delar av metallrustningen som ser ut som att vara sydd
pa det svarta tyget som finns under de, pa rustningen finns manga
sma detaljer som ar svart att ser pd bilden. Det ser ut som att
karaktaren har en vit skjorta och en brun vast pa 6verdelen under de
rustningarna, och dven tva blda bilten som héinger 6ver midjan.
Karaktédren har ett par valdig ldga 6gonbryn och det far hennes panna
att se stor ut. Pa grund av den ljusa hy, ansiktsdrag och det blonda
bakslickat har ser karaktiren visterlandsk ut, dven hennes
kroppsproportion ser vasterldndsk ut, for att hon ser mycket 1angt ut
jamfort med andra karaktirer. Karaktiren framstar som en trevlig
manniska genom sitt ansiktsuttryck med en liten leende.

The Legend of the Condor Heroes ZERO

XVII



Enligt bilden &r karaktiren en dansare som
anvinder  metallsolfjader = som  vapen.
Karaktirens klader ser ut som dansdrikt for
magdans och dven hennes rorelser far henne att
se ut som en dansare. Underdelen bestar av ett
metallbalte som ar fyrkantiga och stela, och
flera tyg av fargen lila och rosa, som knuts runt
béltet, tygen ser ut som sammet pd grund av
hur ljuset reflekterar. Overdelen bestar av en
bysthallare som ser ut att vara gjorda av metall
och under den hinger det tyg och flera tofsar.
Vid halsen har hon en scarf liknande halsband
med fjddrar som dekoration och tva tygbitar
som hinger ifran den, vilket gar hela vigen runt
armar och bak till ryggen. P4 armarna har hon
armar som ar puffiga dnda ner till armbéagar
och sen blir 4rmarna tajta och ser ut som av
svartlader. Kladerna har ett genomgaende tema
av lilla och svartsilvriga metaller, pa metaller ar
det graverade detaljer som ser ut som
blomblad. P& karaktirens huvud finns det en
huvudbonad som ser ut som en krona med en
fjader som sticker ut ifran den. Aven hennes har foljer det firgschemat som kladerna har, hon
har ett svart utsatt har med lila lugg vid sidorna. Karaktiren har d&ven den monster, som
namndes tidigare, pa pannan men av en annan design och firg. Karaktaren har stora svarta
ogonen jamfort med andra delar pa ansiktet och hon har dven en ldng ndsa som ar vildig
tydligt markerat, det ar d&ven hennes lappar. Karaktiarens haka ser mycket spetsig ut, och det
far henne att se onaturligt ut. Hudtonen ar mycket ljus pa karaktiaren och pa grund av att hon
har ett tydligt ansiktsdrag s& ser hennes utseende mindre asiatisk. Det ar svart att ser
kroppsproportion pa karaktiaren men i helheten ser det realistiskt utifrdn det som visas pa
bilden, forutom att hon har en vildig smal midja. Karaktiaren ser ut att vara sjalvsédker i sin
kropp pé grund av klader som hon har pa sig och dven hur hon ror pa sig.
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Tera

Karaktaren har en realistisk kroppsproportion, inga
kroppsdelar som ar storre eller mindre dn de borde.
Karaktiren kidnns som en sjilvsiker ménniska, hon star
brett och har ett 6ppet kroppssprak. Hon ar den forst
karaktar hittills som har ett par synliga byxor, de sitter ihop
tillsammans med 6verdelen. Kldderna ser ut att vara gjorda
av en latex liknande material, eftersom det glanser mycket,
dekorationer som finns pa klader ser ut som bade pdmalade
och faktiska stenar. Kragen sitter ocksa ihop med resten av
klader och bildar en V-ringad oppning vid brostkorgen.
Armarna ar tajta upp till och nertill blir de bredda och losa,
de ser ut att vara gjorda av samma sorts tyg som kragen, lite
mattare an latex. Karaktaren har ett par handskar som tiacks
endast handleden och fingrar men inte handflattar, de kan
vara gjorda av lader enligt hur de ser ut, genom handskarna
kan man ser att hon vildig spetsiga naglar. Hon har mindre
utsmyckningar dn de andra karaktdrer, hon har bara ett
halsband som ser ut att vara guld med en rosa sten i mitten.
Karaktidren kanner stilrent och henne bob frisyr hjilper till
henne att se skarp ut. Hennes bruna har ger en lyst bland
hennes klader och henne hudfarg ger en storre kontrast mot
de morka kladerna. Karaktaren har valdigt glansiga hud, det
ar nastan lika glansig som hennes klader. Det ser ut som att
karaktaren har mycket smink pa sina ogon, for det vildig
morka ut och dven hennes lappar ser mark ut. Staven som
karaktaren haller i ser ut att vara gjorda i silvriga metaller och stenar, den ser lite kort ut for
att vara ett spjut sa den kanske ar en trollstav eller nagot liknande.

Asta

Karaktiren har en asymmetrisk design pa klader, vid halsen ser
det ut som krage frén en qipao och dven ett halsband av kulor, sen
blir det en bandlost kldnning. Kldnningen bestar av réda och grona
tyg i lager och ett gult band som markerar midjan. P4 kldnningen
finns det ett marke som ser ut som ett tai-chi marke men av gult
och svart. Tyget som klanning ar gjord av ser ut att vara nagot
bomullstyg eller liknande, eftersom tyget inte reflekterar ljuset sa
mycket. P4 karaktirens vanstra arm har hon en gul rustning
liknande plagg pa sig, det ser ut som att det ar roda snore runt hela
armen. P4 hogra armen héller karaktdren i en réd solfjader med
guldiga detaljer och svartkant, pd samma arm har hon dven roda
och guldiga snéren som gar runt armen. Det &r svart att se vad for
skor som karaktiaren har men det ser ut som en stovlett med svarta
och guldiga detaljer pa sig. Bakom karaktirens rygg har hon ett
svard som &ar i samma farg som hennes skor, sviardet har ett snore
som hinger runt karaktiren. Karaktaren har mycket tjockt brunt
hér som ar uppsatt till en ponytail och det far henne att se ung ut,
eftersom hoga ponytail frisyrer ar ofta kopplad till unga tjejer. Pa
karaktiarens ponytail har hon en huvudbonad som far hennes star
annu mer uppat men helheten ser hennes har vildigt stelt ut.
Karaktarens stallning ser avslappnad ut och kroppsproportion ser relativt realistiskt ut.
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Revelation

Karaktaren ser mycket
ung ut, inte bara for att
hon har ett barnsligt
ansikte utan  ocksa
hennes kldder ar for
gulligt for en vuxen och
henne bob frisyr kinns
ocksa vildigt barnsligt.
De blda 6gon och har
och den rosa klanning
bildar starka kontraster
som far henne att sticka
ut frin  mangden.
Karaktarens har ser
mycket glansig ut och
det ser dven mycket stel
ut for att vara har.
Kladerna som
karaktiren har ser ut
som en bland av
vasterlandsk  klanning
och  japanska eller
kinesiska plagg.
Klanningen har rosa
som grundfiargen och
det finns ménga vita och
silvriga detaljer och spets pa den, 6verdelen ser lite ut
som en korsett pa grund av snorningen som finns pa
framsidan. Vid midjan ar det ett tunna liknande
foremal med en massa sma ingraverade detaljer p3,
den sitter ihop med ett snore som gér runt midjan.
Klanningen &r helt 6ppen vid axlarna och vid kragen ar
det en stor metalliska dekoration med tre stycken pilar
som hénger ner, den som ser ut som fran forntiden pa
grund av monster pa den och designen. Fran
Ooppningen av kragen kommer det ut en stor luva med
vita kurviga detaljer pa. P4 grund av den lang drmar
paminns det mycket om kladerna fran Japan och Kina,
vid handleden finns det vita tygblommor och ldnga band som hianger ner med en kula och en
metall dekoration, vilket som matcha halsbandet. Det finns &ven méanga detaljer av pilar pa
hennes drmar och det dr dven detaljer som aterkommer pa andra stille av klader. Under
klanningen har karaktiren ett par shorts pa sig.

10 spelkaraktarer fran IGN:

Shin Megami Tensei Persona 3



Karaktiren har en stil med simpla linjer och forenklat ansiktsdrag utan négra detaljerade
skuggor, vilket ar typiskt for japanska animerade serier. Karaktaren har en proportion som ar
mer cartoony av sig, hon har ett relativt stort huvud i jamforelse med kroppen och dven en
vildig liten mun och nisa jamfort med 6gonen. Kldderna ar ocksa i en mycket enkel stil, den
ser ut som en skoluniform med en vit skjorta under, dven

. . . onHigh School
en svart troja och en rod rosett pa. Det ar svart att definiera ngereiedn
vilken sort tyg det ar, eftersom illustration inte ar tecknad i y»rerese

e . o e - . 1kens toher

en tillracklig realistisk stil for att kunna ser detaljer pa rogouws,
kladerna och hur de reflektera ljuset. Under tréjan har
karaktaren ett svart balte med grda runda detaljer pa sig.
Det ser ut som ett par roda horlurar som hianger ner fran
karaktarens axlar och de verkar vara i kopplad till en MP3
liknande tub, horlurarna flyter pa luften och det ser ut som
att karaktdren ar i rorelse. P4 karaktiarens vanstra arm ar
det ett rott tyg som gar runt armen och det ar vanligt hos
japanska skolor dir eleverna blir tilldelade med olika
uppdrag och ddrmed har de banden som siger vad for roll
de har. Det finns ett mérke pa karaktirens vinstra brost
som bestar av rott, svart och vitt, det kan vara market for ‘ ;
skolan som hon tillhor. Karaktaren har en lang lugg och L B
uppsatt har som dels passar i hennes alder och att det ar /
typiskt for den japanska stilen. Det ar vildigt matta farger
pa bilden, det finns ingen glans pa de alls, det bestar endast av grundfarger och skuggor. Det
syns tydligt om vilka farger ar det som ar i fokus i bilden, det bruna pa héret och 6gonen, det
svarta pa uniformen och det réda som finns pa rosetten, horlurar och bandet.

musicion god,

Mass Effect

Karaktaren ger ett starkt intryck genom
hennes korta roda har och starka uttryck pa
ansiktet, hon har vildigt markerande 6gon
och den grona ogonfirgen lyser fram och
skapa kontrast med hennes hér. Haret ser inte
fixat ut, det bara ligger lite Overallt.
Karaktiren har mycket tydligt ansiktsdrag,
djupa 6gon med svarta eyeliner, markerande
nasa och fylliga lappar, det syns att hon ska
forestdlla en visterlinning genom de §
egenskaperna och #ven hennes ljusa hy.
Karaktiren har oOverlag mycket realistisk
presentation, tydliga harstra, friknar péa
ansiktet och hur ljuset faller pa karaktiren,
det kianns vildigt naturligt med de detaljerna.
Karaktiren bar en rustning som ser ut att vara
gjorda av tjocka svarta metaller, de ligger i
lager pa varandra och langst under ser det ut som en troja av nagon slags tjockare tyg. Pa
axlarna och armarna finns det metallskydd men det ar svart att ser hur de sitter kvar pa
kroppen. Pa brostkorgen finns dven en till metallrustning, rustningen formas efter brostet och
péa den finns dven detaljer som pa satt och viss markera ut brostets form. Rustningen fortsitter
upp till halsen och bildar en krage och kragen fortsatter stracka sig bak till nacken, vilket blir
en skydd for nacken. Pa brostet star det "N7” och man skulle kunna tro att det 4r en grupp som
karaktdren tillhor. Det finns manga skrapor pa rustningen och det ger en kinsla av att
karaktaren har varit i strid samt en realistisk kdnsla. Bakom karaktaren finns det ett gevar som
ar i samma material och fiarg som rustningen, det ar dock svart att sdga vilken modell den ar
i.
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Demon’s Soul

Karaktaren ser ut som en soldat frén en aldre tid, efter som hon har
ett langsvird och en bla skold med en gul drake p4, och att det ser
ut som hon ir redo for en strid pd grund av hennes stillning.
Skolden ser slitet ut pa grund av den urtvittad farg som finns pa.
Det ar svart att se karaktirens ansikte men det gér att se att hon har
en markerande nisa och ett kraftigt kikben. Karaktarens hudfarg
kianns vildigt gratt men 6verlag ar farger pa karaktiren valdigt
dampad, de sticker inte ut pa nigot satt. Karaktarens klader bestar
av olika lager, till 6verdel har hon en luvtrgja liknande plagg som
ser ut att vara en rustning men kanns mer som att den ar gjord av
tyg och inte metall. Pa axlarna finns det tyg som hanger ihop med
en metallknapp som finns pa framsidan av brostkorgen, det finns
aven metallplatar vid karaktarens vad. Det ser ut att karaktaren har
en langarmad tr6ja under overdelen och pa armarna har hon
handskar som gar upp till halva

av underarmen. Karaktaren har ett par byxor
som ser ut att vara gjorda i skin och som halls
upp med ett bilte runt midjan, frin baltet
héanger det nédgra tygbitar ner, det ar svart att
sdga ifall de ar rustningar eller om de ar bara
dekorationer. Karaktiren har en realistisk
kroppsproportion men adnda kinns inte
illustration realistisk, for att det finns brister 5§
pa detaljer, vilket gor det svart att avgora vilka
material det finns pa klidderna. Runt
karaktiren finns det roda ljus som kanske ar
till for att visa att hon ar redo eller att hon ha
négon sort magisk kraft.

Shadow Heats Covenant

Proportionen for karaktiren ser lite onaturlig ut, eftersom det ser
ut som att henne huvud ar stor i jamforelser till hennes axlar men
detta kan dven beror pa vinkel som hon stéar i eller henne puffiga
roda ponytail som far hennes huvud att se storre ut och hennes
midja kianns ocksd mycket smal. Karaktarens klader bestar av ett
lila linne och en orange tajt kjol med svarta spets som detaljer.
Linnet gar upp till halsen och ner till magen som sedan bildar en
V kant i slutet, vid halsen finns det en guldpldt som ser ut som
ett halsband och vid nedkanten finns det dnnu fler guldiga
detaljer med svart som bakgrund. P4 den vinstra armen finns
det en lang handske med spets pa toppen och som ser ut att vara
gjord i latex. Pa bdda handleden har karaktiren armbanden som
matchar de detaljerna som finns vid linnets nedkant. Kladerna
kanns generellt valdigt glansiga och fargglada, det ar valdigt litet
skillnad pa hur de reflektera ljuset och dven héaret kdnns mycket
glansig. Karaktdren kianns inte realistiskt pad grund av hur
materialen presenteras i bilden och adven att hon kanns ovanligt
blek for att vara en mainniska. Karaktiren har ett tydligt
markerat ansiktsdrag med ldnga nisa, djupa 6gon, fylliga lappar

och smala hakan, de far henne att se vasterlandsk ut. Posen som karaktiren har kanns mycket
sjalvsikert, efter hon har ena handen pa sin midja och visar upp sig sjilv.
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EverQuest

Karaktaren har en konstig kroppsproportion, hennes armar
och midja kidnns mycket smala dn vad de borde vara och
armarna kinns lite kort ocksd. Karaktiren har en lang
olivgron kldnning pa sig med drmar som ar sma upptill och
bredd nedtill, klainningen har en krage som stricker sig
bakat och vid kragen finns det méinga bruna och graa
detaljer som gar dnda ner till baltet som sitter vid midjan. Pa
armarna finns aven liknande detaljer, detaljerna ser ut som
fran nagon folkdrakt. Karaktirens bakslickat har kanns
valdigt stel och det ar onaturligt vit, det kdnns som det ar i
mycket lagre detaljniva dn ansiktet, det skapar en stark linje
vid héarfastet. Hudtonen som karaktaren har kanns relativt
naturlig i jamforelse for andra delar av karaktiren.
Karaktaren har en mycket smal och rak nasa, hon har aven
vialdig markerande 6gon och fylliga lappar. Grafisk
utformningen av karaktiren kinns vildigt stiliserad, det
finns inte mycket detaljer. I helheten kidnns karaktiren
mycket stel men detta kan bero pa hur spelutvecklare har
valt att gora karaktaren.

Phantasy Star Online

Klader som karaktiren har ser ut att vara gjorda i
metaller och tyg. Det ser ut som en klanning under alla
metallerna och metalldelarna ser ut att vara en
rustning pa nagot sitt, metalldelarna ar i sma bitar och
det ser ut som karaktiren kan rora sig enkel i de. Pa
karaktiarens hogra arm har hon ocksa de metallbitarna
men det tidcker 6ver hela armen och pa den andra
armen har hon bara en langarmad tréja som ser ut att
vara hopsydd med klanningen. Karaktiren har en hatt
i matchande stil som rustningen och den ar 6verdrivet
hog och formen liknar den brittiska soldat hatten. Gula
randerna som forekommer Over hela plagget ger en
framtid kinsla. De enda delarna som visar fram huden
ar vid axlarna och ansiktet. Karaktaren haller i nagot
som ser ut som en pistol pa sin hogra hand men det ar
svart att ser hela formen pa den. Fargschemat som
karaktiren har ar valdigt genomgaende, det bestar av
vit, gul, svart och bl4, farger dteranvindas pé alla delar
av klader. Karaktiren har en speciell design pa
kladerna jamfort med andra karaktirer som det har
namnts hittills och det ar inte jatterealistisk med hur
materialen ar presenterade men proportionen pa karaktiren
ar som det ska. Karaktdren har ett kianslolost ansiktsuttryck
med tomma 6gonblick, hon har dven en spetsig haka som ser
lite onaturligt ut for en manniska. Posen som karaktdren har
ser ut som att hon utfor en attack.
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Jade Empire

Karaktaren ser ut att vara en kinesisk kvinna med
svart uppsatt har och svart o6gonfiarg, hon har
aven en relativt bredd nisa och tjocka liappar,
hudfargen ser ocksd naturligt ut for en asiat.
Karaktiren ser lite stiliserad ut pa vissa stillen
sasom hur tygen ar presenterade och hur detaljer
pa ansiktet dr gjorda men annars har hon en
realistisk  kroppsproportion, hon ar inte
overdrivet smal som vissa karaktarer kan vara
men hennes armar kdnns mycket smal i
jamforelser med kroppen. Héret ser mycket stelt
ut pa grund av att det inte flyger som de tygen som
karaktaren har péa sig. Kladerna som karaktaren
har pé sig ser ut som en omgjord gammal kinesisk
drakt med en klanning under och en vist over,

samt ett midjeband dar allt
i tyg hélls ihop. Klidnningen
ar Oppet pa laren och den
har monster som ser ut som
molnen. Den roda plagg
erhéller mycket veck och det
ser lite mycket ut for att vara
klader, sarskilt nar Kklader
under inte har samma mangd
av detaljer. Karaktaren har ett par band pa den vanstra armen och ett par handskar pa sig som
visar fram fingrar. Vapen som karaktiaren héller i ser ut som de traditionella vapen som finns
i kinesiska historia.

Valkyria Chronicles

Karaktiren har en stiliserad stil, det ar enkla linjer och matta
farger, fargerna kinns utsuddad och bilden ser ut som
linjeteckning. Det ser ut som att karaktiren ar en soldat, eftersom
hon bar pad ett gevar och att ha rustning pa sina Overarmar,
armbagar och kna. Kladerna bestar av en langarmad klanning med
en krage som liknar krage pa en skjorta, det finns dven en liten
slips dar. Grundfargen for hela plagget ar bla och pa det ar det rott,
brunt och vitt som ar fiarger for detaljer. P& armarna har
karaktiaren metallplatar som skyddar hennes armar och hon har
ett par handskar med péls som ser varma ut. Pa midjan finns det
bélte som tva stora metallbitar hanger pa men det ar svart att siga
vad de forestiller. Karaktaren har ett par knidstrumpor som gar
upp till laren och pa de finns det ocksd metallplatar som skydd,
sedan kommer det ett par bruna stovlar som matchar hennes
handskar. Pa karaktarens huvud finns det en huvudbonad som ser
ut att vara gjord av tyg och den gar hela vigen bak till bakhuvudet
och dar blir det en knut. Karaktaren har dubbla ponytails och
lénga lugg med matchande farg som 6gonen, haret ar indelade i
bitar och det ser ut som att de ar i smé klumpar. Ansiktet erhaller
inte nigot skugga och det ser platt ut. Denna karaktars stil liknar
den forsta karaktiaren i denna lista. Karaktiren har en relativt
realistisk kroppsproportlon och hennes sitt att halla i geviret ser -
ut som att hon ar redo fér vad som kommer att hinda, eftersom hon héller pa drar sakringen
péa geviret.
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Fable 2

Klader som denna karaktir har ser ut som en brittisk militar kappa med forkortade armar,
hon har dven en korsett, en halvlang kjol och ett par handskar pa sig. Kappan ar kort pa
framsida och lang pa baksida, den har ljusgul som grundfarg och har morkgron pa kanterna
och detaljerna, dven korsetten delar samma farger. Kjolen som karaktiren har ar i tva nyanser
av brun, det 4r morkare brun i mitten och ljusare brun pa sidorna, den har inte mycket detaljer
pa sig. Stovlarna och handskarna ser ut som att de ar i samma fargschema och dven i samma
stil, det ar svart med gula rander. Handskarna ser vildigt stora ut i jaimforelse med armarna.
Karaktiren bar pa ett svird som ser ut ett brittiskt svard frin 1800-talet. Karaktaren har en
vasterlandsk utseende pa grund av det djupa
ansiktsdrag, de blda 6gonen och det blonda héret. &-’

Lapparna kanns vialdigt tunnar pa karaktaren och

hennes hals kianns dven valdigt tjock. Haret ser slitet ‘-_.—
och smutsig ut, det ser ut som att haret ar i klumpar.

P& héaret har karaktiaren en rosa huvudbonad som kan vara ett harband. Karaktaren har en
morkare hudton dn de andra karaktdrer som har namnt hittills och hon har en proportion som
ar lite ur balans, det ar svart att ser vart 6verkroppen slut och vart underkroppen bérjar, hon
ser allmént kort ut. Karaktdren har ett tomt blick som blicka uppat.

The Elder Scrolls V: Skyrim

Karaktaren har vildigt mork hy och tydligt ansiktsdrag, hon har en
kroppsproportion som ser realistisk ut, forutom brostpartier kianns lite |
stor. Karaktirens klader bestar av en t-shirt och ett par byxor. T-shirten
stracker sig anda ner till laren och vid midjan finns ett snére som
dekoratlon det ser ut som att t-shirten ar gjorda av bomull liknande tyg

s v & 3 och byxor ser ut att vara gjorda av ett tjockare
tyg. Skorna ser ut som att man bara lindrar
runt tyg pa fotterna men bilden ar valdigt
mork sd det ar svart att se hur kladerna ser ut
egentligen. Det finns inga firger som sticker
ut fran varandra och det far allting att smalta
ihop. Det finns inte heller ménga detaljer pa
karaktaren.




Appendix D - Presentation — responses from China

1.
Q.1: How old are you?
27
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, because the bottom part of the skirt looks like a qipao

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Japan, because the clothing looks like Japanese uniforms

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1
2,
Q.1: How old are you?
27
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Asian

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

3.
Q.1: How old are you?
18
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Taiwan

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Taiwan

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

4.
Q.1: How old are you?
20
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Q.1: How old are you?

20

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, because the clothing and the face have extreme Chinese influences

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

England or any Western country. The clothing and facefeature don’t look like Asian but the
body figure looks Asian.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, because the clothing is beautiful and the figure of the body is good.
6.

Q.1: How old are you?
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25

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China, with a little Japanese and Western influences, but mainly China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

North Korea. As a Chinese, I think the character is definitive not from China, but it has some
Chinese elements in the design. So I think the character looks like from acient North Korea
or South Korea.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Europé. The clothing looks like those clothing which is inside the armor.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Ilike number 1, because number 2 is too normal.
7.
Q.1: How old are you?
32
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asien. Because of the jewelries and the gipao look alike clothing.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Japan. The skirt and socks.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, because the second character’s face looks weird.
8.
Q.1: How old are you?
18
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

9.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Japan



Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

10.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Chinese culture

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

11.

Q.1: How old are you?

Q.2: What gender do you define youself with?
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Q.3: Where are you born? Which country?

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. Lotus. The dress looks like gipao.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Western. Green eyes. Modern clothing.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, the clothing is pretty.
12.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

European

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Japan. Because of the face and headdress. I don’t know much about the Japanese culture,
but the first reaction I got was Japan anyway.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Close to the modern United States. Boots probably regarded as exotic goods, short black set
of equipment is also more in line with Western style.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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To be honest, those two characters’ faces look awful...Overall I will say the seconde
character, because of the hair color, clothing and the boots
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13.
Q.1: How old are you?
27
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian. Character facial features, color, hair color, hair, hair ornaments, clothing style.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

West. Character facial features, color, hair color, hair, hair ornaments, clothing style. The

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2. More modern.
14.
Q.1: How old are you?
37
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

15.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

16.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?

Man
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Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

17.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

18.



Q.1: How old are you?

21

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

19.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Japan (small lips, eyebrows, cheongsam, hair style, hair color)

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Southeast Asia (generally feel that Southeast Asian people look ugly)

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1 (because 2 is ugly compared to 1)
20.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

21.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

North American
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Oriental, lotus and hair bundle

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Germany, wear neatly

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, the face looks slightly better.
22,
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Ancient China. Hair, clothes on the decoration. But the headdress is too simple, the wearing
too revealing.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Modern Western. Hair color and pupil color. Clothing style is not a geographical feature.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Neither
23.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
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Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Europe

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

24.
Q.1: How old are you?
42
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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25.
Q.1: How old are you?
32
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

From Asia, the skirt

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

West, clothing.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2
26.
Q.1: How old are you?
24
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

27.
Q.1: How old are you?
32
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

28.
Q.1: How old are you?
28
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China and West

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, face.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

France, clothing.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2, special
29.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

30.

Q.1: How old are you?
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21

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, jade ornaments, hair, improved qipao, pattern

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Germany, European face, closed clothing

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2, because the image of a very evildoer ... ...
31.
Q.1: How old are you?
20
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

32.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

33.
Q.1: How old are you?
29
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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Appendix E - Presentation — responses from West

1.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Finland

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Finland

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Central Europé

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2,
Q.1: How old are you?
16
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Germany

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Japan

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

3.
Q.1: How old are you?
28
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Netherlands

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Netherlands

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

western europe, cheeckbones, eye shape, nose

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

eastern europe, cheekbones, jawline, eye and mouth shape

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

prefer for what? a game? depends on game and setting. beauty standards? 1. Model quality?
1, hair and eyes look more realistic and in tone with what you'd expect.

4.
Q.1: How old are you?
19
Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
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Germany

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Germany

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

5.
Q.1: How old are you?
54
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
USA

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian — skin tone, eye shape hair color

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Vampire( you really need better graphic)— eye shape

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

#1 Vampires are kid stuff

6.
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Q.1: How old are you?

24

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
USA

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

East Asia, primally headdress and dress pattern

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Europé. Nothing stand out in particular, she just "looks” European, perhaps the clothes and
hair style

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, much more visually interesting. Number 2 is rather plain.
7.

Q.1: How old are you?

40

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

USA

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian or mixed breed from Asian stock. I immediately notice the (nearly missing) eyelid
crease that is missing over the center eye, flared on the end. Also the jade necklace and
headpiece, and the flower style, along with the lighter skin. Breasts are too large for most
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Asian cultures, so probably mixed. There are several disturbing elements, the iris is too
large, nose is wrongly shaped, etc.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

From a disturbing place, probably an alien failing to pass as a human. The eyes are wrong
for a human, they are too high on the face, the lower eyelid is completely missing, the upper
eyelid has no fold. The lips have several problems, there is cupid's bow on the upper lip,
lower lip has the wrong scale width, the vermilion doesn't match either lip's actual width,
and the location is wrong on the face. If I'm forced to guess I'd go based on the extremely
pale skin color, placing them as northern European or northern Russian. The nose and
cheeks are too narrow for northern native american / Canadian, and the pallor is too
extreme for other cultures.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1, because it has more human-like proportions. Character 2 is too disturbin
8.

Q.1: How old are you?

36

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

USA

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

0.

Q.1: How old are you?



27

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Finland

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Finland

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

10.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Turkey

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

dont belong any. affected by eurasia-western

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

far eastern, skin, physical attribtes, hair, dress

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

russian , skin, physical attribtes, hair, dress
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. steriotyped with culture/ 2 based on western perspective
11.

Q.1: How old are you?

48

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

Singapore

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

England

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Russia. The design of the dress, jewelry and the fact she's wearing stockings. She looks like
an deadly assassin character to me or sexy spy.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Holland. She looks like she is wearing clogs and the short haircut with the cleanly designed
dress adds to the dutch feel.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1, it is more interesting to look at, the dress is a great design and it feels like this
character has more of a story to tell and her face looks more expressive than Character 2.

12.
Q.1: How old are you?
29
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Denmark

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)
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Denmark

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

13.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, because of her black hair, jewelry and clothes. Also perhaps the pale skin and
makeup. The blue eyes is a thinker though.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Europe. her clothes look futuristic, but the shoes gives off a scandinavic vibe. The brown
hair, pale skin and green eyes fits in aswell.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. She looks more interesting. Don't like the eyes of Char 2.
14.
Q.1: How old are you?

23
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Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

15.
Q.1: How old are you?
32
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

16.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Western

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian, because of the eyes and floral pattern

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Asian, primarily again because of the eyes.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

The first character, but that's mostly based on the quality of the model. Aesthetically
speaking the second one is probably better, as it's more casual and approachable in
appearance.

17.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)
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Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

18.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

19.
Q.1: How old are you?

37
Q.2: What gender do you define youself with?
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Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Turkey, clothes

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

UK, over all feeling

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, the details

20.
Q.1: How old are you?
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China - the jade necklace/hair pin, as well as the black hair.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

The eyes are very Asian even though they're green. Because of the short and typical
schoolgirl outfit If say Japan.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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Character 1 has an interesting design in choice of colors but she's a bit too sexualized for me,
and since women from the east often are, I prefer the 2nd.

21.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China/Eastern asia. Mainly because of the design of her clothes and accessories. Although
looking closer her eyes are plain blue which would indicate having parentage from a western
country.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Possibly easten Europe. Mainly because of eye and hair colour, but also body type. Her
clothing is to bland to be taken into consideration.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1. She had a more interesting design and seems to have a setting she fits into.
Character 2 feels unfinished and bland.

22,
Q.1: How old are you?
21
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)
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Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia, dress and headpiece

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

East Europé, strict face, black dress

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, has of more a unique look
23.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Other
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Asia - due to the clothing and symbols

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia - the narrow and fair facial structure. As well as a Euro-Asian style

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1 - The character is more memorable and stands out more due to its assymetrical
design

24.

Q.1: How old are you?

23
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Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

USA, it looks like a stereotypical "sexy dragon lady". A western fetish of east asian women.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

What bugs me is the gloves. They make her look like a game character and not someone real.
Otherwise she has pretty popular clothes that can be seen both in the western world and in
East Asia (Japan, China, Korea.) Turtlenecks are in fashion, same with short skirts.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I'like them both but I have to say the 2nd since the 1st just looks like a sexualized stereotype.
25.

Q.1: How old are you?

26

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Hair and clothes looks asian. Rest looks western.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Hair asian. Rest looks russian/baltic.
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. More details makes the character more interesting.
26.

Q.1: How old are you?

28

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden/Iran

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

27.
Q.1: How old are you?
21
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

To me, this looks like a character with Chinese origin. To me the flower patterns in the gold
accents and flower themed jewlery is a very Asian custom. also the dress makes the character
look regal, like a princess.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

to me, this character looks to be originated in northwestern Europe. Mostly due to the hair
and eyes. The dress I am not completely sure though. It's not a piece of clothing I would
specifically place in a specific geographic region.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I enjoy the mysticism of the First character, and the regal clothing. makes for an interesting
story behind the character.

28.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China - The dress reminds me of "traditional" Chinese dresses as they are often depicted in
media, also the facial features look chinese as well as the hair and the hairstyle.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

China - Since the clothes were very non-descriptive I focused more on only the facial
features, and I think they look Chinese. The lighter brown hair first made me think she was
Japanese (since it's my understanding that it's more common to color your hair a lighter
brown in Japan).

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1 - I think she looks more natural, despite the heavier make up.

209.
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Q.1: How old are you?

26

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia. Lotus pattern and jade-ish necklace

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Europé. Gothic inspired dress and boots, pale skin

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

30.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

East Asian born from European parents- caucasian look

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

31.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden/japan

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

It definitely feels western; it feels like they took a western character and slapped something
asian-ish on it. I can't tell what culture's being reflected here, from the clothes to the body
type. I have in general a pretty bad view of a lot of western design, where they seem to only
care about realism; not if the character's appealing.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

It definitely feels western, even more so than the previous one. Feels plain and boring (from
the style, to the body type, to the hair, to the clothing), like if someone were to model the
world around them instead of their dreams.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Probably the second one, at least it feels more honest.
32.

Q.1: How old are you?

22

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

LXIV



Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia- Clothing and facial attibutes

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia- Facial attributes

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

None
33.
Q.1: How old are you?
28
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asian. Face structure + Clothing

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

European. Face and clothing

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. More appealing face to me, less angular and more round

34.
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Q.1: How old are you?

28

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. The style of the dress and the lotus motif.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

France. European features. Style of dress.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1, because its design is better executed.
35.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

36.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Other
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

I believe that the character comes from Asia . The lotuses on the clothing makes me think of
Asia. The hairstyle also makes me think of Asia.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

I believe that this character is from eastern Europe. The combination of hairstyle and
clothing makes me think of eastern Europe.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1,because I personally like the clothing more.
37.

Q.1: How old are you?

23

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia. Because of The pattern on The dress and The jewelry

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Don't know

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. Because of The design and because The character feels more designed and does not look
as rough as The other.

38.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia/russia. Pale skin, long nose and neck, blue eyes, thin.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Ireland. Pale skin, green eyes, ugly shoes

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I do not prefer any of them

39-

Q.1: How old are you?
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24

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

40.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

41.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

42.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

None
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

43.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Chile

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Too ambiguous

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Too ambiguous

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, looked more interesting
44.
Q.1: How old are you?
27
Q.2: What gender do you define youself with?

Woman
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Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Asia due to choice of clothing, jade necklace etc.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Not sure. Model have very plain characteristics

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Depends on the genre and character purpose
45.
Q.1: How old are you?
33
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, clothes

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Japan, clothes. Especially the long stockings

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, nicer clothing

46.
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Q.1: How old are you?

38

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

47.
Q.1: How old are you?
28
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia. The eyes and to some degree the attire.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Asia. The hair, mostly.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Char 1. It feels more defined and thought through.
48.

Q.1: How old are you?

23

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

49.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

First thought is China, but certainly Asia at least. The hair detail, the cut in the clothing and
the floral pattern gives that impression to me.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Japan, her overall aesthetic feels anime

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

First one, felt like a more memorable design
50.
Q.1: How old are you?
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

51.
Q.1: How old are you?

35
Q.2: What gender do you define youself with?
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Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, mostly because of the jade jewels and flower theme.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia. Trope-wise because of the short dark hair and the single colored clothes.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1 probably, but it brings more preconceptions with it. Character 2 might be a
better playable character if the player should assume it as it is more anonymous.

52.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

USA

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Europé. Theatrical performancer

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Poland, dresscode

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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Depens on situation and or plausible alterable apparel
53.

Q.1: How old are you?

33

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

Finland

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Japan, I think. Mainly the clothes and hair pin, as well as an Asian look in her face.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

She feels more western, except for the eyes.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

The first one. She looks more put together, has more details. She looks like she has a story.
54.

Q.1: How old are you?

24

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Asia. The jade necklace and tiara, but also the design of her dress gives it away.
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Europe. Looks spy-ish.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Probably character 1, since she looks like she'd be in a Dead or Alive kind of fighting game.
Not a strong preference though, they're both pretty similar.

55-
Q.1: How old are you?
36
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

56.
Q.1: How old are you?
24
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?

Sweden
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia, possibly China. Reasons being the clothes, ornaments, hairstyle, and to a degree the
facial features.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Unsure, maybe japan due to clothes and eyes. Strikes me as somewhat futuristic which i find
makes the character more sifficult to place.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I prefer the overall look of character 2 due to it being more simplistic, but prefer the facial
features of character 1.

57-
Q.1: How old are you?
34
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Indonesia, clothes mostly.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

France. A classic black short dress

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, aestheticly more well executed and polished. 2 doesn't provide me enough clues to create
a story.

58.
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Q.1: How old are you?

29

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

59.
Q.1: How old are you?
31
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, cloths, hair, small mouth

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

60.
Q.1: How old are you?
31
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

61.
Q.1: How old are you?
33
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia (south Asia or China). Primarily facial features and hair color, but clothing and
hairstyle underline it

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Anywhere outside Africa or south and central America. Style and features feel generic,
though facial features look vaguely Asian

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1, because it looks more natural.
62.
Q.1: How old are you?
34
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

63.
Q.1: How old are you?
38

Q.2: What gender do you define youself with?
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Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia, facial features and dress

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia, light skin and some kind school dress

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1 looks better from a art point of view
64.
Q.1: How old are you?
30
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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65.
Q.1: How old are you?
36
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Baghdad, Iraq

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. Hair and clothing

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Europe. The dress and it's color.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Char 2. 70s spy vibes.
66.
Q.1: How old are you?
28
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

67.
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

68.
Q.1: How old are you?
22
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?

Sweden
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia. Clothing (and jewelry), hair, body proportions

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Asia. Hair, short skirt, high socks

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1. The other is too plain and uninteresting looking
69.

Q.1: How old are you?

35

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

70.

Q.1: How old are you?
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19

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

71.
Q.1: How old are you?
40
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia, the ornaments and the Jade-type and colored jewlery

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Asia, maybe Japan. School type cut with a dark twist.
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2 be more mobile (active)
72.
Q.1: How old are you?
37
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia, hair, posture... but the facial proportions are way of so it mainly looks

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Space? Russia? Not sure, got even weirder proportions.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. Look least bad.
73.
Q.1: How old are you?
26
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Western/Sweden/Scandinavia
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Somewhere in Asia. Because the way her hair is set up, the ornamentation and pattern of
her dress, and the thigh cut. All of it traditionally eastern asian.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Well, because I view this image in relation to the obviously asia inspired artwork before, I
automatically associate this with western culture. But it could be from anywhere in the
world where women dress in western fashion. She is wearing something I could see someone
on the streets of Stockholm wear, so that's what makes me think of that. But it's also close
to Korean or Japanese fashion.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Depends on what context. Both outfits are appealing.
74.

Q.1: How old are you?

23

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

75-

Q.1: How old are you?
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26

Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Portugal

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

76.
Q.1: How old are you?
40
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, dress shape and patterns

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Japan, stockings and skirt length
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Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, more character
77
Q.1: How old are you?
30
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

It's hard to tell because there are no obvious traits in the actual face. The character looks
sort of european and japanese at the same time. The clothing makes me think of Japan or
China. The necklace feels european, like medieval-to-14th century but with a science fiction
vibe and the headdress I see no connection to geography in, more just fantasy-like.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Again setting aside the face, as I can't see any obvious characteristics. I sense something
german in this character. I think it's the haircut (reminds me of the movie run, lola run) and
the overall sharp lines. the dress looks kind of like it belongs in a science fiction move. The
shoes look like clogs which I connect to western and northern europe.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I don't particularly prefer one over the other. But the top one feels sort of... re-hashed. It
might be that I'm more inclined to like less ornamental things if there's to much going on,
orif I don't like the general impression. I don't see how the dress and the jewelry fit together
in the top one but am at the same time confused about the leather bealt and clogs in
combination with this black clean-cut skirt with glowing blue. I also think I see these
characters in a game setting and the game world I imagine for character 2 is just... cooler.

78.

Q.1: How old are you?

43
Q.2: What gender do you define youself with?
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Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

European

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China; clothes, accessories and face

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Eastern Europe; face and dress style

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1; the other character just looks strange
79-
Q.1: How old are you?
35
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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8o.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

81.
Q.1: How old are you?
25
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

82.
Q.1: How old are you?
46
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

England

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Sweden - Blue eyes.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

China - Green eyes.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Neither really. Too angular and prefer for what?
83.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?

Sweden
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

84.
Q.1: How old are you?
27
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. I think so becuse I have seen women wear them in China.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia. Again I have seen people wear that sort of clothing in that part of the world.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

I prefere character 1 as I dont like the hair on character 2.
85.

Q.1: How old are you?
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26

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. The cut of the dress on the front along the leg reminds me a little of a typical "chinese"
dress (I dont know if thats actually chinese dresses but). Also the pattern on the stomache
and on the hairpiece looks like a water lily, which is also something i associate with China.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

England. She could fit right in with the Gorillaz band I think. The boots and the socks seem
British to me, for some reason. Western fashion is also all about black on black clothes.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, but for a slightly stupid reason. I think the eyes on character 2 are slightly unsettling.
86.

Q.1: How old are you?

34

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

XCVI



Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

87.
Q.1: How old are you?
40
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

88.
Q.1: How old are you?
40
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?

Sweden
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Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

South east Asia. Dress and head piece

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Other planet. Face is not very human.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. Quality of face is better.
89.
Q.1: How old are you?
21
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

She has an Asian origin. The flowers, reminding me of lotuses, along with the rich colours
of yellow and green says Asian to me. Also her porcelain like skin, red lips, the hair piece,
and black straight hair gives me this feeling.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Some European country. This character comes of as rather ordinary to me, which can say a
lot since I'm of European origin. She's pale but with clothes and hair that seems fairly
modern in style, if yet the character is rather modest. This tells me Europe, and possibly
Scandinavia.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?
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Character 1. She appeals to me with her colours and shapes. She's classy and have the
mystery of a foreign culture. I want to learn more about her whilst it feels like I've seen and
heard of character 2's story more times than I bother to remember.

90.
Q.1: How old are you?
29
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Judging by the cloth I want to say Asia(China) but looking at the character she could come
from any European county

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia/Estonia perhaps by judging of the face. The clothes does not say much. Look like
something from Sci-fi movie.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1 because it looks like you put more time on that character.
ol.

Q.1: How old are you?

33

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Finland

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

England
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Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

92.
Q.1: How old are you?
32
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Asia. Dress and accessories

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Russia. Hair

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. The eyes of nr 2 is really freaky
93.
Q.1: How old are you?
33
Q.2: What gender do you define youself with?
Man



Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

South Korea, Asian MMo-style. Sexualized

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

America, toned down

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1 More happening, More interesting sillouette
94.
Q.1: How old are you?
29
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. Face

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Asia somewhere

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. Nr 2 is ugly

95.
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Q.1: How old are you?

33

Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China, the clothes

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

London, clothes

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

2: looks more as a playable character, more action
6.

Q.1: How old are you?

34

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Persia, big jewels and the leaf pattern on her dress

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Japan, dress reminds of japanese school uniforms

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

too different to compare, 1 looks like official figure and 2 looks like undercover
97.

Q.1: How old are you?

26

Q.2: What gender do you define youself with?

Man

Q.3: Where are you born? Which country?

Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

I think it looks like a caucasian dressed up like an east asian. Face shape is more caucasian
than asian, especially the eyes.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Caucasian, green eyes makes me think of ireland.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, prettier face & nicer clothes
98.
Q.1: How old are you?
42
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Germany

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)
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Germany

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

99.
Q.1: How old are you?
31
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

eastern or central europe. Skin tone, eye color, facial shape. Although the cheeks/cheek
bones look more asian.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Germany. Skin tone, square face

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1. Despite the small mouth and large rounded cheeks, it looks more natural
100.
Q.1: How old are you?

27
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Q.2: What gender do you define youself with?
Woman

Q.3: Where are you born? Which country?
Sweden

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

Sweden

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

East Asia. The skirt, the cut of it, the flower on the dress, her hair.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Germany, hair colour, hair cut. The minimalistic style of the dress.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

1, it is more interesting, more details.

Ccv



Appendix F - Presentation — Interviews

1.
Q.1: How old are you?
24
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Nordkorea. Ansiktet- small ansiktet och sma lappar. Hon ser asiatisk ut men inte helt héllet,
det se rut so matt skapare inte har forstatt kinesisk kultur.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Clear face features. Simple design, strong lines

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 2. It is important for a graphic designer to design a design that one can directly
see where the character comes from. It's not good to create anything that's just from
everywhere.

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

As a graphic designer, preferences may come from wanting to create something that you
like and are fine in a game. Culture can definitely affect, but it's not all, but it's also about
how the characters are presented.

2.
Q.1: How old are you?
24
Q.2: What gender do you define youself with?

Man
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Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China. Jewelry. Face Proportion

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

France. Green eyes. Straight nose. Hair- looks like from France manga.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 2

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

You like different things and then you choose the design you like most. It does not depend
on culture but more on growth.

3.
Q.1: How old are you?
23
Q.2: What gender do you define youself with?
Woman
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China + West. The decorations.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?
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Japan. The feeling. Har + clothing - anime

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 2, cool. I am drawn more to western design, because it is more exotic for me.

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

The look/desgin. Depens on culture.
4.
Q.1: How old are you?
30
Q.2: What gender do you define youself with?
Man
Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

China + West. The face looks more Western. The decorations and clothing are mre Chinese.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Japan — ”looks like”

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1.

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

Individual preference. It depends only on what you like.
5.
Q.1: How old are you?

33
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Q.2: What gender do you define youself with?
Man

Q.3: Where are you born? Which country?
China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

Appearance feels Korea and Japan, but the design feels more about China. The mouth
knows Japan and Korea. Clothing feels Chinese.

Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

West. The face, hair and the overall feeling.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

Subjectively. It depends on the culture, the culture shaping people's way of thinking.
6.

Q.1: How old are you?

28

Q.2: What gender do you define youself with?

Woman

Q.3: Where are you born? Which country?

China

Q.4: Which culture do you define youself with? (Please answer with a country,
which you feel that you belong to)

China

Q.5: Geographically speaking, where do you think this character (character 1)
comes from? — What elements of the character’s desgin makes you think that?

The Middle East. Feeling, pattern on the clothes, head, clothes design
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Q.6: Geographically speaking, where do you think this character (character 2)
comes from? — What elements of the character’s desgin makes you think that?

Korea. Feeling. High cheekbones, small eyes and long legs.

Q.7: Which one of the characters do you prefer (character 1 or character 2) and
why?

Character 1, pattern-feels like national costume, historical, special

Q.8: Why do you think you have different preferences for game characters?
What do you think it is due to? Is it because of cultural backgrounds or
something else?

Experience you have in life is an important part of what preferences you have, it's also a lot
about the growth that you have, but clearly culture can affect.
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