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An Analysis of Uncanny Valley Effects in Virtual Character
Graphics
-Focusing on the character modeling of Unreal Engine Marketplace-
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Abstract Uncanny Valley is a theory proposed by Japanese robot engineer Masahiro Mori in 1970, and
refers to the point where the likability drops sharply when the appearance of a robot becomes very
similar to a human being without a fully equipped robot. In this study, the theory of existing literature,
related papers, and experimental data were analyzed to examine the Uncanny Valley effect that affects
character design. The purpose of this study is to analyze whether the Uncanny Valley effect is applied
to modeling virtual characters distributed in the Unreal Engine Marketplace. To this end, 15 characters
were selected based on the similarity with humans in the Marketplace of the Unreal Engine, and
similarity with humans and likability were investigated and analyzed. As a result of the experiment, it
was confirmed that the Uncanny Valley effect was similarly applied to virtual character modeling, and
through this, guidelines for the use of characters by indie game developers or individual developers
using Unreal engines were presented. In addition, through result analysis, we tried to examine the
direction to be pursued when designing characters.
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Table 1. Example photos of selected characters

QAT 1 HEE A AR

1 Robotic, Animal

2 Android, Insectoid, Sci-Fi
3 Cartoon, Casual
4 Realistic
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