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Analysis of preference of the MMORPG and AOS playing

character based on personality types
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Abstract

The personality of individuals are different 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 for their personality.
Even when they play different genre of games or play different type of games, people plays a same or
similar style of game. When MMORPG and AOS games compares to the other genre of games, it has
many different characters(Champion) and the users pick to play the character that fits their personality.
However, some MMORPG game was not doing well in the game market because, the form of common
MMORPG has no differentiation with each other. Even the game market gives most attention to the AOS
games. But the number of AOS games are lower than the other genre of games. In this research, will use
the ego-gram to drew the character element of individuals and with that output, we will use the AHP to
show you the result of important analysis about the character element of individuals’s favored game
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characters. This research can be used as basis on developing new games or updating new contents, or
regulating balance between characters.
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HoHofl Z1gks & AYE A2 &op e AYEE O[C{1]. 0l MMOG, MMORPGZ TS|
0 X[tk 2000EC] O] 100 WHZF MA ARYAMEAM 7HS =2 A7IE FEi2 AY =0ICh
MMORPG(£= RPO)AH|IY2 A7t AYOA HMESdte o2 7 WEEet HYPS S20[5H0,
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Y22t AOSHEOM O FHEEH Rds M=ot=X0f TidhM AHPOIES S3ll =45t

2 O|EX

2.1 0f 11138 (ego-gram)

O 23R (ego-gram)2 A2 SHH YLUEM A|ARQ TA(Transaction Analysis)E 7|z TS
O{Zl O|20|CH4]. TAE 4l Ao HAIXIQl Freud AIEE HIEQE 0O|=72| 4l EMO|QI Erick

o
Bern=fAO]l Ofsff 19574700 THEE A H2|eH

oz

A 24 ALHOI, O X2 el el
#AE o7 Z4=0M 243tn 1 AN O

Xgs= =22 AT 2EstE 2oL 2|Hye ede X

5|
8ol AP o=t 1 SH0| bt TA= Fil
gots 28 S0 F8EA 28=l0
e, O|=2| H2|StAt J. M. Dusay= O|F HIE22 oF ME[HA =T2M 197230 ego-gram
= YA

AE 37tX| 70|21t 471K 240|222 LRI

[# 1] TAS 74
[Table 1] configuration of the TA

AEZ3 0|2

g70/2 Alztel 7zt 0|2
CHRAIZZOf A0iMQl 718K 7% 0|2
TEEN
DEEE 24

2Mo|12

A0l HUEA
ZeeN

TAOM AFR2 B (Parents), A4Ql(Adult), OF=(Child)Q| 37}X| O EE& 7K1 U1, 0|9
80| ofslf 2120] Y gEIctn =t

S TAE 7|2XMog2 Z20|E 0|20 2/3H 0|5 Z+2t0] ZZ0|= 0|Z2| Super-Ego, Ego,
1dof| s{EE =+ UCk

H D(Parents), A3Ql(Adult), OF=(Child)2 CtA| 2+2to]

_||rn

Zof| weh LAl ==, F2(Parents)=
EXIXO0|D H|EHEQl 25 0| XIOFAIEH(Critical Parent : CP)Q} ZXIFO|T YSEQl Lo XfOpA}
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Ef(Nurturing Parent : NP)Z2 LMLt OFS(Child)2 25HOl XS28IS5H O{2I0|2| KIOFAFEH(Free

Child : FO2t £29| PHZ B0 +35k= O{210[Q] XtOf&El(Adapted Child : ACO)ZE LKLt

[# 2] TAQ] & &M
[Table 2] Structural analysis of the TA

OfH{0| P2l XjOF MEl= T 5HZIO| B F, F YFAE RESE(modeling)dt0]
S| El= Ei=L} XS A ASS=M FEECE PAIOH HEl= dEIFOA Q0|E
byt | EOISHE EIIS, S Half sorfeloiSel @i #E2 81 £ SRy HE 20|
PRIO} HEJS HA5ID 1 LISS0| DolAT{ol Mejoj LAmst £l 20|k PRjo} Atk
Helo] NI Fpx| TS| BHS LSk Ik PXIO} AlEfs SHF, XX, BIH,
SoF, ¥8H Sof HHUNol EXg Lt
Of2 AS| KO dEjl= 4= 1071 ZRE X (HfHa SAHR M1z dYkl= HEot
A=SE FYECE ol2sh A9l Ko Eil= HREQ 22 7522 2|R9| A=52 B
adu | foHH, BEES +T0H0| Dj2f0| #5 ;AN BUAKER AEE = LS F0 ofgt
A0l ARSS FHHOLL MYTILE AXIOF YEl= Atet AEO| AAHOl J|ES NS
Ste 7|62 BICh AXIOL dElf= OfYX, oidH, AN, =2|H, g2|Xel Y2 LIEt
Ct
Of2I0| CXIO} MEf= & 57 HYklz 530Ut Y52 FEEC) 28 £7|9 of2
Ol0|9] F F YSFAtRAe| HAAE ot SAXRC| AFH HHSH A LHEIL( 0] CAtof
g | JEZEE ECE C Tjop M= RolARe BE S5 AHS, E8 Mol AI|ojN
ot ARX=SO| s =A 2 -at deist 40| oSt BrSYAEE FYEL C A}
O JEie &M, AEH, XY, 284, =88, HMA, &S, |8 EZS
LIEFEHCY.
[# 3] TAQ] 7|5&H
[Table 3] Functional analysis of the TA
S | DERE XS BANAS FEFE 05
cp SO° | apdlol MY =L o2 sfolojLt FAS ojnt WS
(Critical Parent) | .. | 2iE SIYH0|1 ZYHCZ HYUStH= A=
T | HINoE A0 Mol JHXE WOLS0[2{SHA| Y= HHEAQI AE
o | amy | 2O OISS KAo| AXE S8 ifsts B
(Nurturing ©°° | OH30| 23t MEESHn JE X|X|Ste A2dt= AT
bareny .| o | ATHE RILAPZ S8 S0 HFEAE SiFlE oIS
T2 | AYUXA SFEHOI0IM Ho| REE MHHEGHK| Rt EiE
axqad | AFEOI 2 mEk 2MX0| T Ao U2t W
A °°° | MES oldH0| =2|XQl AtuE HISt= oS
(Adult) axin | MOIECHE 7|A1HCz2 AS +q5= d7Yot B
T°° | ™ol Mol Y ojQole E7|X| 40 AHO| 2 EfE
axa | A0 WSS AFEL ANALEHA BSOS YA EHSE F= AS
FC o | 44s dsoR ZHE F7|= BXXQl OO|C|0E MIdhes BT
(Free Child) | 5,y | 53H0|2 X7|=F|HO0|0{M gt Heto| ZM7F T UX| §2 AS
TO° | 20| MA| E|X| giop MLt AL #MES0| Qop I Hols= o
x| SHOA 8500 ¥xHOI AE
AC e | MAEFEY AAM MBSt FTHY U= B
(Adapted Child) | . . | NElQ] £A2 21 H|9E 2ED AHAlo| AHS ofdt= B
T °° | X|HIGtet HEHORE AerE AFO| Rlelt HOR Ui AS
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O[ZA Ligl s7Hel HEH(CP, NP, A, FC, AC)E ARUiZ X|=loto] ZMeof s 10 w2t
Jdef=S g 40| B2 0f| 13 (ego-gram)O|H X|=ict 17k 11(A), SB), M(O)2| MTAZ
L0 7S EE0Ch O|FA =250 sX|efet 2t A dedS LiEL= Aol
o, X 42 oA Aol el J80ll Wt OIS0 o= Z227F IO LIELA &

CHS].

CP|NP| A |FC |AC CP|NP| A |[FC[AC CP|NP| A |FC|AC

[28 1] 0|1 2RH(ego-gram)E| AE Zt 2§ Ol Of
[Fig. 1] Examples of the ego-gram test results
= AT0ME Ole 22 CP, NP, A, FC, AC2| 84 RYE X0|E 2E3I0] MMORPGRL AOS
AYFAMZE 242 d=ok= JHEHE 24517 28 A-RAN 508S 22 0 113 (ego-gram)
EE ot 1 Zik= (& 4]9f 2Lt

[& 4] €& SEAC 0|2 1%H(ego-gram) HAE Zit

[Table 4] ego-gram test results of the respondents

s Ch CP NP A FC AC M5 G CP NP A FC AC
1 B A B C C 26 B B B A B
2 B B A A A 27 A A A B B
3 B A A C B 28 C B B C A
4 A A A B A 29 B A B A B
5 C C B B B 30 A B B A B
6 B B A B B 31 B B A B B
7 B A B A A 32 B A A C C
8 A A B A B 33 B A B B A
9 C C C B A 34 C A B B B
10 B A B B A 35 C C B B B
11 B B B B B 36 B B B C B
12 B B B C A 37 B B B B B
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13 A A A B A 38 B A A A B
14 B B B C C 39 A A A B B
15 B B A A B 40 B B C A B
16 A A A B C 41 B A B B B
17 C A A B B 42 B B A A A
18 B A B B A 43 B B B C B
19 A B B B A 44 B A A B B
20 B A A B A 45 A A A A B
21 B B B B B 46 A C B C B
22 B B A A C 47 B B B A A
23 A A A A B 48 A A A B A
24 B A B B B 49 B A B B B
25 B B B B A 50 B B B B C
2.2 AHP £M
AHPE 5T SMIPYME Eh 2AE A58 ORI Mg & 9on] JAZHel M
V92 ol EIZ e 3 012 EPIME 2Mpozi HRINel o EN 018 4 UES X
T WHOICHS). 2 AROAE O DI czogram 20| W2 M FHE RES Totel|
9/sh [ 512 20| MMORPGE} A0S B20IA 212t BSXO= ALgsts JH2E Heg gt

MMORPGO| 29 Bixo|nf BSXO Algsts NYTQl 97, 2742 g2, ¥7iel 92
BT, Welo| SERE TGS, 01F Yol F2 AN HOIXIS Ysls 2712 Leiet
27{20IM CIORIS Yol @712l 227t Lerso AoIM ABEIN 2zl Y2ie M A

8ol= 22t AYH

o

dAo| F20| BIER F VM| HEIR FERCH, 2= SEA 9
A GAl ZH2[et HHE[Q] KO|of 2ldl M=dts FYO| T LFORIER 242} ChE XY
TOE TEOIRIC) Eot Mo FP MSHNCl RPGA Y| JHHEHE E7|A ofFX| T iFE9
RPGAH|ZOM HEStD QU= FHHE0|7[0f HHEIS| SFO| ZAIZICHT].

AOSE H7{, EEZX, GIO|X| 22, ¥22, £7H, MEZHO| 671X|2 FESIUCE. MMORPGRt

AOSEST H|EH FHEH 5495 7t oLt 2420 =20 w2t 27kof Xto|Fo| QUL .
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[# 5] MMORPGH 22 AOSEZ9| 2 AH EH
[Table 5] A kind of preference of the MMORPG and AOS characters

MMORPGO| 7|2l &5
=g g3
971 | HPZl £O0 2ol ML E4 9 7123 NS0l TES W
2712] 93 | WEIoM SOl 52 27i2l0] EO0IA H0XIS gels S~
20712 g2f | TE|N HojA| £ 212l 98 Ar2siol HoxE Ysls Zen

oE | mE|2lo] See Sl BE(SS At SAA
P3| meldol Az X §8S o 722 ABelE SaA
A0sel FH2IEf BF
ST g3
ap | 0 @f2lZaiet I8 eRlEN Mol o128 NE o¥E 2OU, O &)
° 2| ool £748 MOBRH Xls AT HY
oy | 710 GEL SRS g weE AUERN F= AU HOSO X9 348
=T | Aceig B g
qoxaz | T2 298 BELE OI8SIN 9 sil ZEeo] e AUZ 98 o= #EE

XE

X3z chlo] M| B3, S8 22HS0| Sl P28 £= BESO0W, UE £ X0| B2
efolH=2| =0| HoF= AHE HY

Ly 22 FAS Sof Moz At HOjXIS Boil= JHAH MAS SHohe o
o/, &= % TS ot £ HUEALS Ste F7HZ 72

HEE MEZHE 7|240 AH0| L#x|Qh 28to] XEHQ! ot5o| #yo| &= 72| E
HE EXG= ZXN

AHPO| F £Y7t Q0| Y2 YHHILE &3 O|R0X|1 Ul Ol + 245 H|U
L

20| E S287t0f oist &1 10 tE 292 FEE H|ust=H|

[E 6] MMORPGHZ2 AOSHZO| M J|2lH HIIE st AChH|n
[Table 6] Pair-wise comparison for the MMORPG and AOS favorite character assessment

385 #% BT
1 A9t B7} £S5 Fasitt
3 A7} BEL} Q7+ ZQ3}C}
5 A7} BECH 0§ FQeitt
24 2 g4 3ol 52 Y

ol = AT0|A 0 21 (ego-gram)Z k0| [HE MMORPGRH ACS F29| = FHEE RS

o — = o

mfopsty| flot AHPOIMZAE ASTZ= (DY 219 [AF 3]ah ZCHB-12].
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fHY20) mE
MMORBGF|2IE| M5BT

cP NP A FC AC
Z2HE| e - s

E B [ =l

25 2y o e 2B

(713 2] MMORPG MS742iE| Tt 9Ish AHP ONZY AZTE
[Fig. 2] AHP decision-making hierarchy for MMORPG

IR0 M=
MMORPGIH2IE| M=

o x| 2
2z ]

[23 3] ACS MIiEH mots QI8 AHP QAEY AISTE
[Fig. 3] AHP decision-making hierarchy for AOS

rlo
N

2t QJAHEER

=
o oo Oo

AHPO|AM = STHH|mO| n-go| CHt Efdd HJ0| st Efgddel 4
o 2Eds 430 E= A0l 7|7t Eh =21 gad2 53 7I=0 oiet B
7

—

=
CH&Ol 370 Ol8® B% HEO| 7tsotH, H/gehd HIZ0| 0.1EL} H2
o
=
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S Molgh 4630| STLNS A AT [ 49 20| B 009839 ZIE P00, A0S
y20| 39 5 2t

o
S0To| SEAE ZZAIE U HIYTA NS ME 4sYo SIS EA
7

o
Ant [O2 519F 20| B 0.11232| ZNIE AQICE [MI2tA £ Aol MCiH|m vPdat Antoy Cf
7

S gy 270l W9l tol 9= 2o= WolEct

A -

0.1200

0.1000 $ .:. .
0.0800 —@ @

0.0600 *® o

0.0400

0.0200

0.0000 T r r r 1
0 10 20 30 40 50

[12 4] MMORPGE 20| ATy ZZ ZIto| £t
[Fig. 4 MMORPG of consistent dispersion of the verification result

0.2000
0.1800
0.1600 $ <
0.1400 -—‘—‘7 > & *e
* o ¢ »
0.1200 + <
0.1000
0.0800
0.0600 *® o9 *
0.0400
0.0200
0.0000 : T T r y .

(18 5] A0SE2o| gty HT Z2uel 24

[Fig. 5] AOS consistent dispersion of the verification result

2.3 0| 1M (ego-gram) Zt0f| W2 FY2E Mz §d

>

SESEHA 5032 SEHAE At ORte| HIE2 242t HAt 70%, 01Xt 30%0/H 1+ F

15|
N
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AZ20| AlZh2 [2F 6t 2Lt

[28 6] SEA 172 B AYS20| Al

[Fig. 6] Week average game time of respondents
= ATO0A At O 1 R(ego-gram) | B 2t SEAOIL THE RS 7M1 7| HEO
2 H4E JH |AIS0| MEote FEEE

S S% SMECHE 2 948 Y &
=]

2 TIHSIR S0 MMORPGRE AOSO| Zit= 242 [&# 711t [AE 7], [ 8]zt

=l

[ 7] MMORPG2t AOSTZ2| 0f| 21 (ego-gram) FEE Mz JHEH
[Table 7] Preference egogram type of MMORPG and AOS Character

MMORPGE 22| 0f| 11 1% (ego-gram) S HE {5 FHEE

o

T
x19] S Cp NP A FC AC
E47] 0.385 0.384 0344 0319 0.397
27{2/g3 0.253 0.254 0.251 0.237 0.248
BREEE] 0.168 0.155 0.176 0.182 0.143
H 0.113 0.123 0.135 0.160 0.128
EE 0.080 0.084 0.094 0.101 0.085

AOSE22| 0f 173 (ego-gram) FHE MZ HYE

o H

T
x19] S Cp NP A FC AC
E474 0350 0319 0306 0.273 0.326
=25 0.242 0.224 0.234 0213 0.261
NEE 0.160 0.159 0.198 0.143 0.137
EED) 0.119 0.148 0.097 0.201 0.161
=7 0.078 0.088 0.101 0.086 0.069
Nz=H 0.051 0.062 0.064 0.085 0.047
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0.450
0.400
0.350
0.300
mCP
0.250 M NP
0.200 mA
0.150 mFC
W AC
0.100
0.050
0.000
_H A2 |AHZEH B 1z =y
[2& 7] MMORPGH 22| 0f 11 (ego-gram) E|AE ZnE M FE|H
[Fig. 7] MMORPG of preference of character by ego-gram test results
0.400
0.350
0.300
0.250
mcp
0.200
BNP
0.150
mA
0.100
BFC
0.050 mAC
0.000
AN A < B A @
S SRR SO % &
o &F o »
Q¥

(12 8] AOSHEO| O I (ego-gram) SHY FHYE MSE
[Fig. 8] AOS preference of character by ego-gram test results
=49 Z1f, MMORPGS| B2 7, 22| 22|, FH2| 22i, HE, &2 JHEE SN YA
HEH 71 &2 MBS HO|T 9lon Ztzto| S MTER CPo| 47 Yol 2742

22, #72| 2oio| M=o OE A0 Hish M2z B2 Feks DIX|0, NPe| 42 &7,
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=72 20| IS OIRCh A9l 842 #2| F2et Hu{ol dEo| di¥ez B2 s

0

OX|, FCO 442 AH2|E2, HE, &2 A0, ACgH2 B% &7et 272 2ol o

o] a2 OjKls HoE ¥ 4 St

2

AOSO| Z42 MMORPGS} OMEHZIR|Z SEIRZ; 7HA St= 7H2lEe YA FHEHOIYH B8
X, QOjX|ge, 828, £H, MZH =02 Mssis Ao= LEICE E3 212t0| R3g A
2 A FH2IHO| B CP, AC, NPQ| =2 7{2lE M0 FeS O|X|= AR LIERS
0y 22X9| 4 AC7} 7t B2 Fe2 DX CPet A7t 1 ChF &AMZ g2 OjXls AR
2 LIERRCE CI0IX] 229 Z2 A7t 7H &2 Fek2 O|X|0 CPet NPO| =22 Hgts O[X|1
UACE F22f= FCQF AC, NPO| &=MRUCH £7{9| AL A, NP, FCO| &=M2Z FekS O|HLCE O

2 L Jolo] o) W2 Mol XOIH ChohH BTE FoD| ofnIuS
£3 2t 4RI OfF HYES o MSBH=XO| i 242 THCH FolM ojoj7t 9ick
7 25 MMORPGE29| sBRO| HEE F 4 Mot e WA e oloi, 22l
NHan 5 ACO MHQATL YrI HTYEES 4 Bo| MEBith 2742 23 el ZS NP

of dARAIt 7Y ROl Mo, #A2| FEot HEH, &2 % FCo| 40| 7hy ROl M

=ok= A22 UELKCE AOSHES| 4% 67t R HEH & 7t d=dt= FiEE= ¥AH i
SEO|H & HEHO| 7HY B2 IgE DIXls d484E CPo| 220[C) 22X FHEE0

00I-

FS Ok MZAQAL ACO| QA7} 71 BHo| ¥SHS O|X|, HO|X| S2jet £7= A9 Q4

N

L d=22iet MEHE FCO| 2471 7HY B2 s 0N d=k7t =2 A
o

Ar O
Ji

o
=
2tM ZiZtol FHEIHo| 4847t THK|ls SF oto] §ESCHH o B2 /A7F s 7HE

o
HE dEigh = Qlon, 0| HiEge= 2t 7H2lH it D2H Z0|=(0 A/Y L FHEH HaA
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2 ZESHEE 018Y 4 Tt 53, $X) ZAISIT Sl MMORPGH ] A9 Aelnjcte] S
S, B Qe XHEES BHAZ|R| Zof AYAIFOAM Hijst= &
OO, AOSTZ29| 4L 2|1 2E Y ME(League of Legends, LOL) 0|2|0f|l= SES{8IAH F2+
LIEFLH D AX| RSl= AO| HHO|CE M2t 7|E AYe| AHEdS F2A7(7] 28l {12
olo] 70| Muste B Ty YHES Sof M2e THAZ 3
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