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Fig. 0: Image of Character customization in Dragon Age Inquisition





Daniel Burns

P148930

Creative Computer Games Design

Dissertation (M6X01791)

Word Count (Excluding Bibliography): 6051

Jessica LaCombe



Contents Page


1. Contents Page

2. Context, Introduction, Aims

4. Chapter 1: Agency

6. Team Fortress 2

8. Final Fantasy 2

9. World of Warcraft

11. Chapter 2: Visual Appeal, Fortnite

13. The Legend of Zelda: Twilight Princess

15. Crash Bandicoot

17. Chapter 3: Relatability, Black Desert Online

19. Monster Hunter World

21. Devil May Cry 3

23. Conclusion 

24. Methodology, Timeline

25. Bibliography

27. Image List

Context - This report will aim to discover the ways of which character customization and set characters affect the immersion within video games through three major elements and a series of  relevant case studies. A conclusion will be made at the end of the report regarding the differences between the ways set characters and customized characters affect the player’s immersion all together. All of the research and resources utilised through the report will be Harvard referenced within the text and sorted into a bibliography at the end.

Introduction - Video gaming is certainly the most interactive form of technological entertainment standing above reading and movies and there’s a plethora of different reasons as to why we love to play and interact with these virtual worlds so much. One of those major reasons that keeps us ‘immersed’ in these games would of course be the all important ‘main character’, books films and games all feature the star role, the character that we keep our eyes on and follow through the narrative as they make decisions, feel emotions and develop over time. As gaming allows the player to take the role of the ‘hero’ the playable characters become an extremely important and experimental figure regardless of the type of game, especially due to the fact that we can decide what the character does with our input. There’s thousands of characters that we get the privilege of stepping into the shoes of through the games industry, but not all characters are pre-made for use to play as, the mechanic of ‘character customization’ opens up a new world of immersion. This mechanic allows the player to make their own main character and take them on the game’s journey from top to bottom. With these two hugely different approaches to the lead role of games, it would be interesting to understand just how they differ when it comes to the methods used and psychology behind keeping the player ‘immersed’, so this report will analyse the two in depth to find exactly that out.

	For a quick and effective introduction, ‘character customization’ is a feature that speaks for itself, the player utilises a series of options to create their own character commonly used at the start of the game or after a short tutorial section. The mechanic is most often used within RPG and MMORPG types of games since there's often strong online capabilities that allow players to show off their creations and play together as them. Customization options refer to elements such as aesthetics; face, hair, body structure, clothing/armour, tattoos, voices and more. But it’s not just how the character looks, this mechanic is also often applied to agency affecting elements such as abilities, statistics, equipment, class and even personality traits. The reason for this mechanic being introduced is to give the player the satisfaction of having their own personally unique experiences in the games, with more control over their characters, it gives them a better sense of identity within the game world.

Aims - The main body for this report will be split into three aims that will be analysed in depth in order to reach an overall conclusion to the report:

1. Agency - (Impact on the game world and the narrative)
2. Visual Appeal - (How the character appears and the emotions they provoke)
3. Character Relatability - (The connections that bring the player and character together)
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Chapters

Chapter 1: Agency - What is Agency in terms of game design? Agency is basically put, the player’s degree of control within a game world in order to manipulate it and the story alongside their efforts. For instance a linear game with less freedom of options or one way to progress will give the player little control therefore low agency, whereas a game that gives the player plenty of options that can result in various outcomes whether they be good or bad or even just a puzzle with multiple solutions will be considered games with a lot of agency.
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Fig. 1: Image of the Hierarchy of human needs pyramid diagram 

Looking at Maslow Abraham’s theory: ‘Hierarchy of human needs’, there’s plenty of factors that tie in to the ‘needs’ of a player when they get immersed into the game of their choice. We as human beings will feel generally discouraged or un-satisfied if none of our needs are fulfilled, this pyramid embodiment of this theory suggests that we have a sort of priority when it comes to our needs, without the previous layer of needs, we cannot achieve the next etc. In most cases people will be able to reach the fourth layer of the hierarchy, but not quite reach the fifth due to certain complicated qualities that essentially ‘complete’ oneself as a human being, most of us will float around layers 2 through 4 over our lifetime. In contrast with games, the players will have some rather different, but applicable needs to this theory. In single player games, not all of these needs can be fulfilled meanwhile in multiplayer games, more of them can be due to elements such as being better than someone else at the game, creating an avatar that stands out from the rest and becoming more socially involved with the game community online, it gives the player more motivation to hit these needs. “Many game activities are about achievement and mastery, which places them at level four”, (Schell J, The Art of Game Design, 2015, p.149), this analysis is indeed true, even if a game may not really feature much social interaction between players, a simple single player task or challenge can take the place of a higher layer, in which creates a very different formula depending on the types of activities that await the player. 
	In relation to the concept of created characters, players will need to make a character that fits their preferences, they will need to work on that character’s skills and then they will look into boosting their confidence and self-esteem’ through challenging the online scene leading to a sense of game mastery.
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Fig. 2: Image of Team fortress 2’s character classes 

Set character example ‘Team Fortress 2’ (2007) - Team Fortress 2, developed by Valve is an online multiplayer FPS game where players must pick one of the 9 unique character classes throw themselves into various battles as a member of the red team or blue team. According to the latest figures from Ars Technica, “Team Fortress 2 has a user base of more than 50 million players” (Batchelor. J), in which stands as one of the top selling games on steam to this day despite the fact that the game is already 11 years old now.

	When looking at how the player’s agency is affected regarding set character choices, this game is a strong starting point due to it’s highly positive feedback and durability over the years. All of the nine different playable character classes don’t just look different from each other but they all hold a unique set of skills and weapons that differ the way the player interacts and utilises on a whole in order to achieve results in battle. All of the character classes will essentially look the way the play, when a player picks any of the available classes, the way they will need to play the game will be different but not unexpected. For instance the class known as the ‘Scout’ is a guy with a particularly smaller build than the majority of the cast, equipped with a baseball bat and a scattergun pistol. He was designed this way for a particular purpose to the player, due to his small build, he can more easily navigate the map with his high movement speed and can more likely dodge incoming enemy fire. The way the player controls this character differs greatly from other characters, they will more likely try to move around a lot more and close in on the enemy giving little time to react to their fast movement options. Meanwhile the character class known as the ‘Heavy’ is a very large guy who relies a lot on his trusty enormous minigun, he may be slow but his tanky skillset makes up for being a larger target than most of the other classes. When a player chooses to control the Heavy, they will find themselves trying to storm through most of the chaos with a ‘Medic’ nearby as they sweep the battlegrounds using repeated use of his minigun utility. Just by selecting a different class, the player will have a completely different sense of agency over the gameplay whether it be the way they project the ‘character’ or the approach they go with for the best result possible.
 “Each class has an important role, and the strength of the team on a whole depends on each player properly fulfilling their role”, (Weir. G, 2009). As Weir suggests, the way in which we play the game highly depends on the character choices made before entering a game. Due to the highly varied ways the character play and the ways they can support each other with those skill sets, the player will have a completely different method of securing the victory. Each character class on offer has a unique way for the player to get immersed into the game because of these ‘roles’ that they fulfill.
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Fig. 3: Image of the battle screen in ‘Final Fantasy 2’ 

Customization example ‘Final Fantasy 2’ (1988)  - Final Fantasy is a single player game franchise of the RPG genre, filled with unique storylines that involve the player taking the role of a set hero or their own characters as they go on a journey through the vast fantasy world. 

As an early example of a game that gives the player a larger degree of agency over the game experience would be Final Fantasy 2, the player starts out by naming the four party members (Main characters) in which sets the tone for the customization, despite the face that these four heroes will always look the same, the game introduces a core customization mechanic known as the ‘job’ system. This allows players to assign their characters to various jobs in which could be looked at as classes like in TF2, each one will provide different magic, attacks and strategies that will be utilised very often in battle. These jobs can be changed at any point of the game through certain villages or areas, instead of selecting one at the start and sticking too it only to possibly regret it later in tough fights, the player can simply try out many jobs until they feel that their party can handle most tough situations. 
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Fig. 4: Promotional image for the game ‘World of Warcraft’ 

Character Customization example ‘World of Warcraft’ (2004) - Moving on to analyse the ways that the player’s agency is affected by their playable characters, we’ll start by looking into the infamous ‘World of warcraft’ otherwise known as ‘WOW’. The game was released on PC by the development team of Blizzard 2004, an MMORPG fantasy game where players will step into the shoes of their own custom character as they take on quests, upgrade their abilities and play with thousands of other players online. The customization allows players to create a main character from 12 different class options, both genders applied to each, various skills and strengths that alter the way the player plays the game to a certain degree. When looking at this system alongside that of the set characters in team fortress 2, various similarities can be drawn forth, despite the fact that the two games feature set characters and character customization, both games include the gameplay affecting term of ‘classes’.
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Fig. 5: Image of Character customization in WOW 

Gilliam states, “It’s a decision that can define the entire two-year expansion cycle. It can be the difference between enjoying your time with World of Warcraft and letting your subscription crumble after only a few months”, (Gilliam. R, 2018).
This means that the decision of what character ‘class’ the player picks can potentially be the make or break for their experience due to a variety of game affecting factors such as; Factions, Races, Fantasy, Abilities and visual appeal. If the player picks a character class that may not appeal to them in gameplay or be unable to join a faction that they really wanted to join, then their immersion will be broken, leading to players giving up on the game. Edge Magazine writer McCoy states “World of warcraft. I haven’t put so many hours into a game in my life: 1,500-ish” (McCoy. D, 2010), the reason for his massive overall playtime with the game could indeed have come from the decision of character class he made at day one. This is evidence as to how important character customization is when considering the control a player can gain from it in the long run. Similar again to Team fortress 2, the WOW classes will have the player adapt to using them in different ways therefore changing the agency the player has over the game and it’s quests, for instance, the warrior class will be strong with various melee weaponry so the player will often rush in and strike enemies close up making the most of their ‘rage’ skills, meanwhile a ‘prest’ player will focus mainly on staying back and healing their team whilst applying status effects and damage over time to their foes etc.
	







Chapter 2: Visual Appeal - Now we will take a deeper look into the ways that visual aspects of characters are affected with character customization and no character customization. A gamer would likely rather play as an appealing character than an ugly, generic or boring character so it is essential that the game designers do a good job at getting the playable characters as appealing as possible to satisfy the target audience as well as fit the characters into the game world optimally.

	Characters do not only have a major impact on the player regarding their personality and behaviour but also their image, this is what we mean by ‘Visual Appeal’. A really distinctive and well-designed character regardless of the form of media will tend to grow some form of attachment to the viewer, unforgettable and attention drawing, hence why they hold such importance to the games industry.
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Fig. 6: Promo image of the game ‘Fortnite’ 


Recent Example ‘Fortnite’ (2018) - Potentially the most popular game across pretty much all platforms since it’s recent launch. Fortnite would be a good example to look at regarding the visual appeal of it’s characters, more specifically about the entertainment factor that the developers like to implement.  For a quick introduction, the game is only playable online with PVP elements in it’s game modes, its a third-person shooter where the players will jump straight into a battle royale with 99 other players per game, and will aim to survive by taking down each other and avoiding the purple zone that shrinks over time.
	Looking at the types of customization and visual elements that can be changed/purchased via the games currency of ‘V-Bucks’ that can be purchased digitally, it becomes clear that the development team really cater to their target audience through the means of entertainment and visual appeal. By allowing the player to play as, mine with and parachute using really unusual and comedic aesthetics, Fortnite’s customization allows the player to keep enjoying the game as they will continuously be drawn towards these amusing skins and items every time something new is added to the digital library. All of these unique dlc items only affect the cosmetics of the game, not the actual gameplay in any way whatsoever, since the game has no real lore or story to bend, this method of customization works out really well.
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Fig. 7: Image of Fortnite character skin and item cosmetics 


According to Skinner M Samantha (2017, p.77), “premium items are a lot of fun and they add some real character to Fortnite”. As Skinner suggests, these cosmetics really are effective in the player’s experience, they also state that “the best part of all the skins being offered are limited time items. That means that players end up looking very different from one another”, (Skinner M. Samantha, 2017, p.78). This is a very good point regarding the way the dev team goes about these cosmetic expansions, since they will often be based around seasons and events, players will only be able to pick them up during these short periods of time, leading to a way more diverse set of players in a visual sense being thrown into their matches. The limited offers make players feel more proud of their character’s looks since they know that not every other player will manage to get the same customization options as themselves.	
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Fig. 8: Promotional art for the game ‘The legend of Zelda Twilight princess’  

Set character example ‘The legend of Zelda: Twilight Princess’ (2006) - The legend of Zelda Twilight princess released by Nintendo for the GameCube and the Nintendo Wii features a great example of how the visual appeal of a character can affect their immersion into the game world with elements of Empathy. This game is an action-adventure game where the player takes the role of the Hylian hero ‘Link’ who encounters a princess from the twilight realm ‘Midna’ who work together to save the land of Hyrule from the wrath of ‘Zant’, ‘Ganondorf’ and their forces. 
The small imp-like female character ‘Midna’ may not really do much to help Link through he gameplay, but she holds a strong backstory and charming characteristics that make it very challenging for the player to ‘dislike’ her in any way. Eiji Aonuma, the director of the Zelda franchise, describes the design of Midna as a “Tsundere” (Aonuma. E), this character archetype will almost always hold some of the following traits; snobbish and bash, becomes gentler and kinder over time, can be perceived as cute when flustered or thrown off balance and often speaks with sarcasm. Her design looks somewhat like that of a common Zelda enemy, alongside her lack of interest in Hyrule early on in the game and the way she messes with Link through their journey, makes her a really impactive and bold character, the player will at times find it hard to tell if she's good or bad. At the start of the game the player may not quite like her as a character, but as they progress, her character begins to reveal a softer side in which grows on the player, this mixture of uncertainty and development in her character makes her a character we can feel empathy towards. 
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Fig. 9: Image of the character ‘Midna’ from The Legend of Zelda: Twilight Princess 

“In addition to the normal problems of making him or her convincing and theoretically sound, there is the increased burden of designing the appearance in a way not only acceptable but appealing” (Thomas. F, 1981, p.418, The Illusion of Life: Disney Animation).
	This idea on character shape theory suggested by Thomas is very important for not just Animated film characters but for Game characters alike. Looking at Midna regarding her visual elements, she looks like she belongs in the world of the zelda games in which makes her acceptable, but various features of her character make her more than just that. For starters, much like her personality may not be appealing right off the bat when playing the game, due to the dark visual colour scheme applied and her ‘imp-like’ features, she can easily be mistaken as an enemy to the player, however, she comes in a rather small and rounded form on a whole in which works strongly alongside the way that her personality becomes more likable through the game story. This character looks like a potential villain yet has striking visual features that can distinguish her from the majority of the actual foes in the game, her large puppy dog-like eyes and expressive face make her more human and more appealing all together.
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Fig. 10: Image of Crash Bandicoot 

Set character example ‘Crash Bandicoot’ (1996 - 2018) - For some insight, crash bandicoot is a single player, 3D Platforming game where the player takes on the role of the wacky bandicoot ‘Crash’ who travels around collecting crystals that lead him to take down the mad scientist ‘Dr Neo Cortex’. 
Crash is often seen as the symbol of development team ‘Naughty dog’ due to his highly appealing design, iconic shape and overwhelming success through his game franchise. What makes Crash and the cast of Crash bandicoot so ionic and appealing? To begin with, Crash has a distinctive and rounded build to his body, again looking at shape theory, Crash really was designed with this game design theory in play. As Nieminen suggests “A successful character should be recognizable from their silhouette alone.” (Nieminen. M, 2017, p.10), this means that a character should stand out in general just by looking at their overall shape, Crash is made up of various shapes of which are generally positioned in an order that somewhat breaks the norm, mostly circular and his head is larger than his body in scale. 
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Fig. 11: Crash silhouette (left)                 Drake silhouette (right) 

Take a look at these two above character silhouettes, Crash can easily be spotted because of his unique shape, the tuft of hair standing straight-up and his bendy form. Meanwhile the character on the right could be seen as just any old guy with some weaponry in hand, without playing the ‘Uncharted’ games, Drake would be much more difficult to identify than Crash. This is what makes shape theory so important to creating an iconic character that stands out and leaves an impression. Crash is also extremely expressive, due to the efforts of the dev team and the cartoony style of the games, Crash will pull a mass of crazy, amusing and bold facial expressions, all of which are glorified human expressions, this keeps him feeling alive, as he expresses how he feels from his best to worst. The last visual element to pay attention to with Crash is the sheer fact that he stands up and walks around in the posture of a human being, the Bandicoot is a mammal that moves around on its fours, but the developers wanted Crash to move like us, this makes him far more relatable enhancing his appeal.









Chapter 3: Relatability - For this last aim, character relatability will be the main focal point, to find out how set characters and customized characters can relate to the player.

	Enjoying the character of which we play as is key to an immersive gaming experience, if the player does not connect with their character or find anything relatable with them, they will more likely dislike the game on a whole. Here’s a discussion regarding character relatability with customised characters and set characters.
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Fig. 12: Promotional art image of the game ‘Black Desert Online’ 

Character customization example ‘Black desert online’ (2014) - Black desert developed by Pearl Abyss is an MMORPG fantasy game where players will utilise one of the best character creation systems to make their own fantasy character that takes a skill set based on the class they select, and adventure out into a massive sandbox-style fantasy world.
	The character customization plays a strong role in the player’s immersion with this game due to the face that the character that the player controls will be customized right off the bat when starting up. There’s one fatal flaw in the character creation system that most recent examples have avoided since, and this issue is the inability to choose both genders on all of the class types, the games players have pretty much all stated that this gender locking customization is a design flaw in itself. Why exactly does this incident of gender locking tie in to the topic of character relatability? The fundamentals of a player being able to play as their own gender is key to making a customization system that can get players relatable with their characters can make or break the immersion within a game all together. 
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Fig. 13: Image of character creation in black desert online 

Looking at a black desert forum where fans or reviewers post their opinions, Dominic024 states that “It seems like a serious, unnecessary restriction on an awesome character customization system.” There’s many others who state similar things about the gender lock decision, this supports the idea that restricting the gender can indeed break one’s immersion as long as they have a preference on class and gender to play. In most cases, players will want this as an option in their character creation segments of games they play, especially online ones like Black Desert Online.
	However, not all believe that this lack of control is a bad thing, and in face support the way of which the developers went about their creation system, for instance “the games lore is pretty specific about the gender lock of certain classes”, (nyyyyy, 2015). This player’s forum post makes a valid point regarding the games fundamental design, if the player could pick a certain class as the opposite gender, then the lore and story of the game would bring forth new issues and inconsistencies. After looking into the features that come with the gender lock, any character classes with both genders will even differentiate their skills and abilities between the two options, this is quite the different approach to most class systems that traditionally allow both genders the same quirks. Some players may like the lock since it supports the game world, however, in this day and age most players just like to have full control on their character creation, so they’d rather ignore the lore to an extent just to enjoy playing the character they want with their friends online or offline. As Salen Suggests, “He is both character and player”, (Salen. K, 2004), the relatability between the player and their character is so close that the player can feel as though they are their main character, this is why gender is a key option to include when giving the player an especially strong degree of control over how they will look in a game where many players will encounter each other as these avatars.
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Fig. 14: Image of a party of hunters (monster hunter world) 

Character customization example ‘Monster Hunter World’ (2018) - Monster hunter world is an RPG/JRPG that allows the player to take the role of their own fully customised ‘Hunter’ as they either aim to take down various large beasts through the solo-campaign or work together with parties of up to 4 players online. This game presents a great sense of relatability between the player and their main character for a good number of reasons, here’s some of the most pronounced ones. The customization itself may not feature an endless amount of possibilities, but the variety in character faces, hairstyles and gear is certainly enough to create a character that suits almost any type of player. The player is able to customize their character to look relatively similar to themselves but translated to fit the prehistoric inspired environment around them. The ability to create a virtual identity and show it off online with hundreds of other players worldwide enhances the degree of immersion with the game experience by itself. “Avatar-based customization has potential to impact player identification by shaping the relationship between the player and the character”, (Turkay. S, 2014). As Turkay suggests, the in-game identity can be changed to create a different and individual bond that ties the player to that character, not one player will be exactly the same since the customization system can make the player’s avatars so varied and personal to the core experience.

In terms of the tasks at hand that the character will need to take on in order to progress through the game, the character will face off against threatening monsters, take their materials, forge new gear and challenge quests in order to make the world a more peaceful place. The goals that the hunters head towards may be a bit heroic and far-fetched than that of the players behind the characters, but there’s a unique connection that can draw the two closer together. The shared mind-set of the player and their avatar stands strong as they decide what to do next and how they should approach the threats ahead, playing online can be translated to how we interact with each other IRL regardless of the context. When looking at the way the player progresses through the game, more similarities can be spotted, for instance, you start out with poor equipment and little resources, but as you progress, you become stronger and gain the resources to take on bigger challenges in progression. Whereas in reality, we do indeed start out with a lack of knowledge, strength and understanding on the environment we are born into, over the life cycle we will adapt and utilise the things we improve on and gain in order to become fully fledged individuals. This connection allows the player to feel for their character as they both grow together through their time with the game.

	Due to the fact that almost all of the armour sets will cover the hunter’s faces, the ‘earned’ customization is key to the players experience, the player will defeat the monsters time and time again until they can make that particular one’s armour or they can mix up the different pieces for unique looks and bonus stats etc. In some games similar to this one, one player can only select their fighting style/weapon type once at the start of the experience, meanwhile in Monster hunter the player has the freedom to switch up their gear at any given time allowing them to appreciate the full experience through one playthrough instead of having to quit and start again to try another way to play essentially. This ‘need’ of customization can be described as “Autonomy: I need freedom to do things my own way”, (Schell. J, 2015, The Art of Game Design, p.149). Autonomy means that the player would rather have more choice and freedom than less, this is why people love this formula of customization so much.
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Fig. 15: Image of Dante from the ‘Devil May Cry’ Franchise 


Set character example ‘Devil May Cry 3’ (2005) - The devil may cry franchise revolves around the action/beat em’ up genre, where the player will play as Dante, as they aim to progress through the game by taking down hordes of demons and vampires through combo strings and various demon slaying weapons. When looking at Dante regarding his visual aesthetics and concept, he appears in a strong male form, strikingly good looks and a rather confident and bold choice of clothing. On the topic of character relatability, how do we as the players relate to this particular set character? The truth is that not exactly every player who will be behind the screen will look quite as attractive as Dante, he only real relatable aspect about him would be that he is too, a human being. This makes us think instinctively that he is not the most relatable character, however, with the ability to make characters with iconic traits and essential personality, it is possible to make a visually un-relatable character become a highly relatable one on whole. 
Since CAPCOM’s devil may cry series has a strong emphasis on intense and powerful combat, it was important that they made sure that the main character works alongside this gameplay element. In terms of Dante’s personality and character, he is an immortal devil hunter who has a rather cocky and badass attitude at almost all points in time whether he’s in top form or if he’s in grave danger. Because of his persona, most of us would perceive him as a villain due to these various villain traits that he holds such as looking down on his foes and laughing in the face of evil, he comes across as a bit of a jackass on first thought, but when we tie in the gameplay and immersion, his character is flipped on its head. As the player takes Dante into battles with furious devils and monstrosities, they will be made to feel good about the massive combos they pull off and the devastating moves landed on these enemies, this essentially allows the player to hit the same wavelength as Dante who will provoke the player too defeat their enemies in style. “These things in and of itself make us as players want to like Dante and see the best in his prickly and abrasive persona” (Prinkle. M, 2017). Thanks to the way the games are directed the player will not witness the jackass side of the character but will instead share all the showboating that the character projects, in overall, set characters can work well with the games mechanics to provide a relatable feeling between the character and the player.




























Conclusion - After breaking down the idea of immersion alongside set and customizable characters, an overall answer to the main question of “How do character creation and preset characters affect immersion in games?” can be drawn forth.

 First of all, set characters can be more clear and memorable than created characters, this ultimately comes down to the fact that developers and designers will want to make these characters fit perfectly into the game world and give them the appropriate capabilities for the game to work revolving around them, they also will often be designed to capture a particular visual appeal and evoke emotions from the player. It isn’t just the main characters that work strongly with this but also the set villains and allies etc. designers can take advantage of the fact that players must play as these characters so they can ensure they give off the best impressions and leave a mark in the players minds. Players will likely end up being attached to these set characters and will play their roles from start to finish, making them strong reasons for immersion to come about, as long as the player can actually get behind them.

Meanwhile, when looking at customized characters, the limitless possibilities and freedom of choice can indeed serve as a highly appealing factor to the player. Being able to make a character look the way we want and equip them with abilities and gear to our liking instantly makes them very relatable. When game developers open up options for the player to change their main character as they progress through a game like ‘Monster Hunter’, the player will end up being immersed in the game just by changing their abilities leading to unique and essentially new experiences with the game.

To conclude, character creation optimises immersion through flexibility and set characters maximise immersion through their core design.










Methodology - This paper will always be looking into various resources in order to elevate opinions, objectives and theories that come from a wide range of areas such as; Books, websites, articles and newspapers. Each and every one of these resources will be as credible as possible as they will be gathered from official book publishers, official websites and articles that don’t get too biased on one opinion etc. Once a piece of research has been quoted in the text, it will then be listed within a bibliography, containing harvard format to keep it all in check.



Timeline - This table will list all of the relevant resources over a time scale from earliest to most recent, keeping everything in proportion to the flow of time will be necessary for a report about released titles.


	Date
	Game Title
	Genre

	1988
	Final Fantasy 2
	RPG

	1996
	Crash Bandicoot
	Platforming, Adventure

	2004
	World of Warcraft
	MMORPG

	2005
	Devil May Cry 3
	Beat Em’ Up

	2006
	The Legend of Zelda: Twilight Princess
	Adventure, Puzzle

	2007
	TF2
	Third Person Shooter

	2014
	Black Desert Online
	MMORPG

	2018
	Monster Hunter World
	RPG, Adventure

	2018
	Fortnite
	Third Person Shooter
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