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Application of Japanese and American Cultural Elementsin
Korean Game Character Design
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ABSTRACT: It aims to research the application of Japanese and American cultural elements in Korean game character
design. It analyzes the impact of Japanese and American culture in Korean game character design through the examples,
also analyzes how they apply and improve those cultural elements. Korean designer forms their design language by com-

bining and improving Japanese and American cultural elements creatively.
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Fig.1 Character design of "MU Online"

K2 (i RBIAH ) pfMasot
Fig.2 Character design of "Diablo"
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K3 i [ AL Tl XK "DNF"
Fig.3 Korean video game "DNF"

Ka (F2)mmaeasar
Fig.4 Character design of "The King of Fighter"
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K5 &RUTHME
Fig.5 Character design by Kim Tae-hyung
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Fig.6 Character design from video game "Ragnarok Online 2"
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