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Abstract: With the continuous development of computer and internet technology, as well as the
popularity of smartphones and tablets, the gaming industry has seen an explosive growth trend. This
industry has not only grown rapidly in virtual space, but has also gradually had a larger impact on
users in the real world environment over time. However, studies have shown that non-moral elements
such as "violence" and "sex" in online games will have a negative impact on the moral and healthy
growth of young people. Research on youth game development in the Chinese market is very
insufficient because of the limitations of the game rating system in the Chinese market. Animation
adaptation games also exist in the Chinese game market to a certain extent. While Japan is a
concentrated exporter of animation, China has introduced a large number of Japanese animation
products since the early 1980s. This paper intends to apply and refer to the investigation and research
on the rationality and optimal improvement of moral education-related factors in the development
process of Japanese animation. From the purpose of game design, character appearance, picture, sound
and other aspects of exploratory research. To provide reference for the impact of adolescent mental
health, and provide realistic advice for the development and design of such games.
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[Table 1] The Influence of Online Games on Players' Moral Behavior

Negative effect on morality ‘ Positive influence on morality

Researcher

Virtuous influence

Researcher

Virtuous influence

Anderson &
Bushman, (2001)
Anderson et al.,
(2004, 2010)

Exposure to violent video games
increases aggressive thinking,
emotions, and behavior.

An Zhong-sen
(2011)

Because of its strong moral media, the spirit of equality and
freedom, the awareness of competition and cooperation,
and the game community moral contains rich in the moral
construction of young players have a positive impact.

Wuling(2007)

Violent games increase anxiety
hysteria and hostile emotional
responses, which have increased
adolescents' implicit aggression.

She Yuen.
(2009)

Large social games that require teamwork are conducive to
improving players' moral concepts, restraining players'
anti-moral behaviors, enhancing players' sense of
responsibility and strengthening players' moral self-
discipline.

XuYuan(2009)

Online games expand individual
selfishness and confuse immoral ideas
with distorted moral value ideologies.

Xin Mengting
(2011)

Online games help college students relax and stimulate
their creativity and enrich their knowledge.

ChenYueHua &
Cheng Bing
Ying(2016)

Moral cognitive deviation, emotional
distortion, loss of code of conduct.

MinFeng(2010

)

Online games help develop teenagers' creativity, improve
their communication skills, cultivate teamwork spirit and
increase their knowledge.
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[Table 2] The Immoral Effect on the Player

Example

- "Honor of Kings" character model revision case Modification case of the original painting of "Honor of
(The circle indicates the changed position) Kings" (The circle indicates the changed position)
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[Fig. 3] Waveform Comparison of Soothing and Coherent Music and High-frequency Repetitive Music

g}l Alde PRk FHAHANA AotwEl w7
Zeolol7t A E el wzA HYsta PK ol

obvt MEH EHEEL A8

o\
_OL
o
Jfu
o

o
5
8
o
s
@
i
@
(S
(e}
-

o o

lo

2 Mo

lo
o
L)
B
2,
=
N
N
N
N
_;:;
ru
RCH
ully
KS)
r
o
AC)
o
o
lo
2 12
o e
i
rl
rok
40
_gi
r
SE
é
i fo rlf oft X

I AR &F Algre] AFE I g EFho] A3
A37b 2t AP S 2ds 6

HlalE HojEth Aol wE

TPAE e et 8 2§
o9d ads M A9dE oo
53 A=4<l 3d
mRT 2l Al diHl, B oyl A A HetE
FA sk Bl s4atth A E Alojok 12F9] ZAbgh, ]
A oo Aol AE Aol AU GASHA AAZH ol
we gad axd gofs ARt AT Aol obd iel
7d5otol 2 9 d5 fFelH, & Hvls F=2 ghal Hcts)
Mz U %3 E o|Rr) A Soro FO

= = o ) i e

ofuroldel wid Fof dAS S8, Bz AluEed A
AAdH anvh BE s 23E o|FRE S

AR A7t Fa
pom, A WA 7HE
Lol " e o4

do
N
o
f
_‘_EL
_\|‘_‘\v
2
2 ®
SO T
rf oo
o 52
o [o_ﬂi:‘iﬁﬁ
o 2 &
%ulo?giﬁli
M oox M

(
ey

Lo, b 1l
2 b
[0}

o
[
=

-Xo F‘:l —l]I
ol
i

-

W
N

1o i

[0 B do o2
o

%4mmmp
Ao
[t
i
> &
]
o

(0
o o e e rr ot to i ox

L

(03

2

to

lo

+

X

of\

=

U

M

oX vﬁ.

g

o, Mo
(]

G

ok jig ¢

5

o ——

“é‘ rir
o

oo «~

ofo

Mooy 8

Au)

ok
lo
o
4
[o
it

H
rlr o
B

aly
N
o N
o
o
o b r
R
4 X K-

i ok

=

45 A9 =594 TRl

e Abdl B4 2L AYATE So Ade] mey Ao were [E 3)3} 2ol Feldh

[3E 3] AlY =gl digk At
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Element Content Concept map

. Player
In the game, moral awareness and self-reflection should be Y

made by exposing players to moral choices and self- Ml Self-judgment self-
judgements in the process of the game without preaching or | FeiERHE reflection
Purpose of compulsory implantation of the right or wrong behavior.
design
Using psychological priming effects, it effectively evokes Priming Efficient guidance
moral resonance in a way that repeatedly expresses the effect resonance
surroundings prominently.

Differences in the image of game characters focus on the Raasonabla T
appearance, dubbing, hairstyle, makeup, accessories, and body
proportions features

skin colors within the range that is normally acceptable.

Various design senses should be strengthened in costume
Character elements and accessories.
appearance

Character
appearance

Diversified
apparel
design

Dubbing

The physical characteristics of the character should be set
according to the actual health beauty standard, and the ratio
of the character to cover a specific part or sensitive body
part should be standardized, such as adjusting excessively
exaggerated body ratio and treating it as a moe character.

Makeup Hairstyle

It lowers saturation and deletes bloody scenes to alleviate m
=]
areas that can cause excessive negative stimuli to youth COLO rtﬁontrast betwgen g:';
players. attle scenes an 2
non—-combat scenes 8
Game screen
After the end of the PK, if the background is designed with
a simple, clear, elegant and realistic natural environment Bloody scene §
with basic shades, it will have a positive effect on the and _ 0
emotional comfort of youth players and prevent violent color saturation g
factors from continuously affecting them.
It emphasizes the real-time notion of background music by - . g‘
reducing the sudden transition of background music and CO”;‘ 0 L“tytr?f baikgm{”d mg‘ St'c =
increasing the connection of game music. SO0 'Z%é)né;m oSS =
@
Game sound
Switch suddenly =
Set up comfortable music in a peaceful scenario and . and - g
harmonize with screens with many natural elements. High frequency repetition 7
S
5. 48
A7)z} e ol AZ A4F A wop EA Wy, 4 AdgEs oz
AL kel ot A7 1919 898 AAStGon, e AUYE AFH w5
AFol Al UEE AAsta drk AAREY GRS Ry Ay RojuI Fg
MARTHE AL AR s glom, i olEEdA =94 ool HAsan
g & o Ak AY oiymleld A A dntem = oW, =Y WS4 849
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