
Breakthrough and Rebirth
——The Road to Create Characters for Own Competitive Ga

me Learnt from M3GUO Online

Molko Wu
Assistant General Manager and Producer
Electronic Soul Network



• IP is nothing. You are still facing the wall of reality
• Different people have different ways to success
• Never laugh at people who haven’t seen the world 

yet
• Habit is like the first love

Divergent Thinking:
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（1）Start 金鳞岂是池中物



•

A leading Chinese style 
competitive game

Start: What kind of game is M3GUO 
Online?



•

Data shows a good performance



• ↑
• I’ll tell you the story of how I lost money to afford 

three banquet tables

• M3GUO Online war born in what context? 
–Grassroots planners vs. Grassroots people
–Poor equipments vs. continuous updates
–Evolving theoretical framework

Grassroots Vs. Grassroots



•

Prototype is enough? ——



•Hero name 
•Basic personality
•Gameplay
positioning

Positioning

•Skill elements
•Core mechanism

Gameplay
•Core skill design
•Skill usage and 
combo

Skills

•Player experience 
•Hand feeling 
adjustment

•Game 
accumulation

Experience
•Figures and 
Curves

•Growth path
•Game 
accumulation

Growth

Design direction: Hero design 
within one game



（2）Improve 困壁十年图破壁



•
How to make innovation accepted -
creating own hero characters for 
competitive games

First version of Hero 
Design: Dota style vs. local 
culture

Viewing user selection 
from Chibi map

Complex of Three 
Kingdoms and aesthetic of 
straight male

Hero 
selecting 

Game pacing

Faster game highlights 
individualism

Users pursuit individual 
experience

Good direction: easy to start 
and hard to master

A road of game character design growing 
with users

Fun? Playable Multi-
player

Like to 
play

Players’ demands:

Mechanis
m Growth Interactio

n
Emotional 
resonance

Design road:



• Early planning team composition: map drawers +
electronic competition players

• Target players: Idealistic young people who love 
MOBA games and Three Kingdoms

• Standard of “Fun” for Heroes:
–1 Strong - Pseudo demand
–2 Hand feeling
–3 Differentiation – Key demand

First stage: fun?——First love is always 
very simple



• From competitive game to RPG, players are growi
ng and interacting their demands.

• Growth - The different impacts on players of in-ga
me growth in MOBA games and out-of-game grow
th in RPG games

• Interaction – How to extend short interaction withi
n one game into long interaction out of one game

Second stage: after sexual impulse, it’s 
the character.



• (Third stage) emotional appeal 
• What kind of heroes would cause the emotional re

sonance of players – we encountered a dilemma h
ere 

• Example: Zhao Yun’s Avatar

Third stage: holding your hands and tak
ing you away



Zhao Yun’s Avatar: Has been to Korea 
for cosmetic surgery?



草liu

风骚走位一波带走

无敌

性

九尾

我是小木马 格的格的

战斗力强
纯

爷
们

节奏

跑调

大
胸

手
抽

筋

长得帅

野外

特殊伤害

技能

出装

大
神

求
带 直男

第七次了

把妹

国风

关卡

冰雪叹息

董
军

套

大神

杀戮狂魔

求带

有酒吗
强大

卡兵

装备好

I want to marry her

I want to beat him

Emotional appeal  of substitution 

Emotional appeal of pursuit

Emotional appeal  of  challenging

I want to become him

Different emotional appeals



（3）Simplify 桃李春风一杯酒



• ” Fantasy Adventure of little Pei Pei”
–Straight male judges all confused

Myth: impossible to satisfy everyone's e
motional appeal



• Dream Heroes
• Children‘s series 
• Literary characterization - Stereotypes

– Male preference vs. Female preference 
– Straight men preference vs. Gay men preference
– Typical images of the heroes

Simplify:桃李春风一杯酒，江湖夜雨十年灯



（4）Extract 英雄在骨不在皮



• Get rid of MOBA’s competitive gameplay, inherit th
e core hero design

• Bone-
• - Hero stereotype - hero positioning
• - Hero Culture
• - Hero empathy - emotional resonance

Extract: 英雄在骨不在皮



• Who is the designer?
• Who is the user?
• Who is the role?

Who are you?



Inheriting heroes:  The appearance mean
s nothing, while the sprit matters.

Competitive tower 
defense mobile games

M3GUO  characters

Cute style

Differential positioning

策略卡牌手游

M3GUO  characters

Fully restored gameplay

Focus on “having”appeals



Inheriting heroes:  The appearance means 
nothing, while the sprit matters.

Male hero image design

Full restored skills and 
mechanism

Inherited 
Heroes

Evolved 
Heroes

Female hero image design

How to get heroes

Emotional communication of 
heroes



• Comparison of hero images

Extract: 英雄在骨不在皮



• Comparison of hero images

提炼：英雄在骨不在皮Hero character 

Hero appearance 

Hero Story

Culture

Mechanism

Skill preference 

Hero positioning

Empathy

Substitution 

Pursuit 

Challenge



• 1 General IP - for audience
• 2 Accurate IP – for fans

• Users portraits - How can your IP 
impress users?

• User will pay for touching things, 
just like you would pay a high pri
ce for love.

IP is nothing. You are still facing the wal
l of reality.

Breakthrough 
thinking

Borrowing IPs is borrowing a 
look.

Buying IPs is buying a look.

Fake looks can not bring true 
love for you
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