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A Study on the Game Characters Preference of Male and Female
Users according to Evolutionary Psychological Preferences
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Abstract

Game users enjoy adventure and story in the virtual world of the game through their characters. In this
process, the user can select and control the in-game situation by himself/herself and experience the
interaction that changes the progress of the game according to the result, and feel self-identification with
the game character. Game characters serve as a bridge between users and games and provide a direct
experience that is different from existing media such as movies and animations. In order to produce
characters that are loved by users, various studies and analyses are needed as well as research on users'
character preferences. he present study conducted a survey of about 309 male/female users by
gender-specific selection of their preferred characters after classifying a number of characters from
collectable mobile RPGs 'BrownDust' and 'EpicSeven’. As a result, we were able to prove that there are
clear differences in character preferences based on the gender of game users, and we analyzed and
considered these results based on evolutionary psychology theory. Through this study, it is meaningful to
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1. M&

lay the foundation for the creation of successful characters that can be preferred to more users by
Keyword : Game, Character, Mobile, Preferred Element, Evolutionary Psychology

A Study on the Game Characters Preference of Male and Female Users according to Evolutionary Psychological Preferences
establishing standards to consider in planning and producing future game characters.
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A Study on the Game Characters Preference of Male and Female Users according to Evolutionary Psychological Preferences
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[Fig. 1] Gender-specific Character Preference Study Model
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[Table 3] Female users' preference for male characters
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[Table 4] Male Users' Preference for Female Characters
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=k IHo s FAS 7580l ULt 0|20 =AM = O|E 7|Et 2455 HIMT M2
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