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Abstract

Objective: To understand the correlation between computer game players’ personality traits and
game type preference in general. Methods: This paper mainly adopts content analysis and selects
8 literatures through a series of search strategies and selection criteria, including 29 different
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types of games. Conclusion: The game types selected in this paper are mainly “action”, “role
playing”, “casual social interaction”, “shooting”, “strategy solving” and “simulation”. The players
who like action are characterized by high neuroticism, high openness and low extraversion.
Role-playing players are characterized by low extraversion, high openness and low neuroticism.
The characteristics of shooting players are low cognitive sense and high neuroticism. The charac-
teristics of simulated players are low neuroticism, high conscientiousness and high conscien-
tiousness. The characteristics of casual players are high extroversion, agreeableness and group
dependence. Strategic puzzle players are characterized by introversion, low neuroticism and high
openness.
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