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Analysis of preference of the AOS playing character
based on personality types
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Abstract

The personality of individuals differ form each other and they have different features. So when they
play games, it would be common for them to choose the character that matches their personality. Even
when they play different genre of games, or play different types of games, people plays a same or similar
style of game. When AOS game compares to other genre of games, it has many different
characters(Champion) and the users pick to play the character that fits their personality. However, even the
game market gives most attention to the AOS game but the number of AOS games are lower than the
other genre of games. In this research, will use the Ego-gram to draw the character element of individuals
and with that output we use the AHP to show the result of important analysis about the character element
of individual’s favored game characters. This research can be used as basis for developing new games or
updating new contents, regulating balance between the characters.
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[Fig. 1] Examples of Ego-gram test results
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[Table 2] Respondents Ego-gram test results
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[Table 4] Pair-wise comparison for the AOS favorite character assessment
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[Fig. 4] Preference of character by Ego-gram test results
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