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Abstract 

This study investigates how a player’s personality type might affect a player’s 

choice of playable character class and, by extension, their playstyle in a MOBA 

game. 6014 participants completed a survey consisting of questions regarding 

most played character and their preferred character to play. Following this their 

personality types were set using the Big-Five personality type model. Results 

show several interesting correlations between a player’s choice of character 

class, player motivation, and personality traits. For instance, players most often 

playing the Support or Warrior hero class tend to score higher on agreeableness. 

Certain differences between male and female players are also noted. 
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Sammanfattning 

Denna studie undersöker hur en spelares personlighetstyp kan påverka ens val 

av spelbar  karaktär och spelstil i ett MOBA-spel. 6014 respondenter genomförde 

en enkät som bestod av frågor angående vilken karaktär de spelade mest samt 

vilken karaktär de också föredrar att spela. Detta följt av att deras 

personlighetstyp bestämdes genom “the Big-Five”-modellen för 

personlighetstyper. Resultaten i denna studie visar flera intressanta samband 

mellan spelares val av karaktär, spelarmotivation och personlighetsdrag. Till 

exempel, spelare som oftast spelar klassen Support eller Warrior tenderar att 

visa tecken på mer uppskattning av samarbete. Det noteras även vissa skillnader 

mellan manliga och kvinnliga spelare. 
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1 Introduction 

1.1 Background 

There is no secret that we all have preconceptions about other people, and about 

their personality and the choices they make. We also like to read people and 

attribute personality traits to them based on their behavior. Some of these 

implicit ideas have been proven to be accurate. For instance, in a study that 

followed participants around, by making audio recordings of their everyday life 

and behavior, “[...] relative to introverts, extraverted participants were captured 

in more conversations and spent less time alone.”; similarly, “Agreeableness was 

negatively related to the use of swear words” (Mehl, Gosling and Pennebaker, 

2006). 

This indicates that certain stereotypes that we have about each other’s 

personalities may well hold true. We, the authors of this study, are curious to see 

whether this extends to the notions we might have about the personalities of 

other players within a game setting. To take another example regarding 

introverts: in a group game, it is easy to think that more introverted people are 

prone to choose a character that can hold their own ground, and are more likely 

to go off on a solo mission. As a matter of fact, this has been indicated in previous 

studies, regarding players in World of Warcraft (Blizzard Entertainment, 2005) 

(Yee, Nelson, and Likarish, 2011).  

However, we believe there are many more presumptions that we, as players, 

carry towards one another. For instance: players who prefer the role of an 

assassin are often seen as the most heartless players. Or healers, could they be 

background characters in real life as well, or just really helpful people? Are 

warriors self-assured and bossy? Or can anybody play any character without 

giving it much thought? These are questions worth looking into, if not only in 

order to elaborate on what makes a player tick, but because within the literature 

there is also evidence that players tend to stray from their “true” identity when 

embarking on a virtual journey, be it in the name of experimentation or 

idealization (Turkle, 1995: Zackariasson, Wåhlin and Wilson, 2010). 
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1.2 Measuring a personality 

There are a number of personality tests out there, such as the Big-Five model, 

and the Myers Briggs Type Indicator (Briggs Myers, 1998). However, “in 

personality psychology, the Big-5 model is the gold standard” (Yee, Nelson, and 

Likarish, 2011). This opinion was mirrored by our professor, who added that this 

should allow our study to be comparable with similar research. The test 

measures five key personality traits: extraversion, agreeableness, 

conscientiousness, neuroticism, and openness.  

We would also like to point out that in this study we refer to personality as the 

many thoughts and behavioral patterns that make up a person’s character, what 

drives their decision making, and something that affects their reaction to any 

given circumstance. In doing this study we do not mean to argue that any 

individual can be systematically or easily compartmentalized into quantifiable 

pieces, nor that a person’s personality is something static. However, what we can 

and will do is categorize people into groups of people whose answers on a test 

regarding a number of personal and behavioral preferences seem to score in a 

similar fashion.  

1.3 Our motivations 

We, the researchers, have had interest in the subject for a long time with several 

perspectives that we have acknowledged as unexplored. For example, in our own 

social setting, made up of players of games (or gamers), we have encountered 

several player stereotypes connected to certain in-game avatars. These can be 

mentioned, as part of a conversation, but rarely discussed in themselves. An 

example of this is the notion that the majority of female players often play as a 

healer type of class, to embody the gender role of a caring mother. Another is the 

anti-social aggressive male who plays as the high damage dealing class, to 

represent their emotional isolation and not wanting to rely on others. These are 

assumptions that are often made without statistical basis. 

As game designers, who also play games, we believe that these assumptions 

can project a wrong or even hurtful image towards players. In other words, 

associating gameplay elements with certain characteristics or personality traits 
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of a person, as per default. One example of this is the misconception regarding 

the most profitable target audience for a game, using arguments that contradict 

reality. For example, viewing males as the vast majority of any target audience, 

when studies indicate that the numbers are quite even (Entertainment Software 

Association, 2015; Internet Advertising Bureau UK, 2014; Anderson, 2015). 

These misconceptions or assumptions can create a cognitive dissonance between 

players themselves and the players they are “expected” to represent. It can also 

affect the relationship between game designers and players, which in turn might 

affect the quality of a game. 

When making a game it is necessary to assume and decide which target 

audience to aim for. However, since games are a relatively new medium that has 

an ever changing and developing target audience, it is also necessary to 

understand what motivates players and, in essence, how players function. 

1.4 Multiplayer Online Battle Arenas 

MOBA (Multiplayer Online Battle Arena) is a game sub-genre within strategy 

video games. The first trace of the MOBA genre is found through the game 

Herzog Zwei (Technosoft, 1989) which was known back then as an action real-

time strategy game. The abbreviation only recently started to become the 

standard categorization after Riot Games decided to categorize its wildly 

successful game League of Legends (Riot Games, 2009) as such.  

Today the MOBA genre is quite established within the game industry and 

there are many different takes on the genre but they all share a few key 

similarities. As with other genres of games there are certain components that all 

MOBA games have in common. These can be summarized as the following: 

1. There are two opposing teams that are facing each other. The most 

common number of players being five versus five, but there are 

instances of three versus three as well. 

2. To win the game you must destroy the main base of the opposing 

team. 

3. The player controls a character (often referred to as “hero”) that has a 

set of attacks and abilities that will develop during the match. In the 
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majority of MOBA games there are many different characters which 

vary a lot, but often share similarities (certain abilities, health points, 

damage output, etc.) that categorizes them into different classes. 

4. During the course of a game there will spawn waves of computer 

controlled units in specific time intervals which will try to hinder the 

players from destroying the bases. These units are usually paired with 

defensive structures that exist for the same reason. 

 

In the Warcraft 3 (Blizzard Entertainment, 2002) mod Defence of the Ancients 

(or DotA), which popularized MOBAs, the game is played with a top down view 

similar to Real Time Strategy (RTS) games. This is not a must however, which is 

shown in MOBA games such as Smite (Hi-Rez Studios, 2014), which works as a 

third person hack-and-slash game, and Monday Night Combat (Uber 

Entertainment, 2010), which is a third person shooter.  

Heroes of the Storm (Blizzard Entertainment, 2015) is one of the newest 

iterations of the MOBA genre that contains the components mentioned above. 

Nonetheless, Heroes of the Storm (Blizzard Entertainment, 2015) has included 

new elements not seen before in the genre, such as the team having one unified 

level (which all team members affect) instead of each character having a level of 

their own (which is the standard), starting out with 4 abilities instead of gaining 

them one by one throughout the match, team objectives and more. With these 

new elements the game has been noted as more “accessible” (Carmichael, 2015; 

Kaiser 2015) than other MOBAs, which has caused the game to open up the 

MOBA genre to a wider audience. We will henceforth use the abbreviation HotS, 

when referring to this game. 

1.5 Heroes 

Games often allow the player to be in control of a character of some sort in order 

to advance the game state. This can be called a player character or a player 

avatar; in certain games, as is the case with HotS, this character is called a hero. 

Each game of HotS will have the player choose one hero, out of many, to function 

as the players in-game avatar and tool to interact with the game world. The game 

will play differently depending on which hero the player chooses. 
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1.6 Hero Classes 

For the person unfamiliar with the hero class system of many digital games we 

will explain some of the key elements of the hero classes relevant for this essay: 

in HotS, there are Warriors, Assassins, Support, and Specialists. 

Warriors are tanks, the character soaking damage to protect their teammates; 

Assassins quickly deal lots of damage to a single target, but often have low 

health; Support are the team healers, and usually fare far better grouped with 

their allies than they do alone; Specialists are wild cards, often good solo artists 

and good at bringing down enemy minions and structures. 

In the simplest form of the hero class system the three main classes Warrior, 

Assassin and Support function together by a sort of complicated rock-paper-

scissors dynamic, while Specialists are a nice complement in any group already 

containing the three other classes. As each team in a HotS game consist of five (5) 

people, there is much room for variation regarding which roles to utilize, as the 

ideal composition changes continuously along with the ever changing metagame 

as well as the changes made to the game. 

There are also two types of every class which depend on how they attack 

other players. These two are known as Ranged or Melee. Ranged heroes attack 

from a distance and melee heroes attack using close up front attacks. While this 

difference gives heroes variation in ways of attacking, a hero class still function 

mostly the same, and for our study we have chosen to not differentiate between 

the two variations.  

1.7 Hero Classes Roles 

Within the aforementioned hero classes there is a another layer of categorization 

which is known as roles. These playstyles define different ways of playing the 

four different hero classes and each hero class has two sets of roles (Tincher, 

2015). However, since these roles are mostly useful for high level players (and 

not the majority of the player base) and carry minimal gameplay difference for 

lower league players, we have chosen not to compare these with each other. 
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1.8 Choosing a hero 

Figure 1. Selecting a hero in Quick Match (with random hero currently selected). 

 

There are 46 heroes in the game, and the hero classes are not entirely evenly 

spread out over the roster. There are currently more Assassins than there any 

other class, with 15 being the total number of heroes available to choose from. 

Close behind is the Warrior class, of which there are 14 heroes. The Support and 

Specialist class both present nine heroes each. 

When choosing a hero in HoTS (Figure 1), one element to take into 

consideration is how the roster changes, and only seven out of the 46 heroes will 

be available each week; if you have not bought (either with in-game gold, or real 

money) a certain hero, your only chance of playing with that hero is to hope that 

it happens to be currently unlocked by the rotating schedule. However, this 

seemingly random set of seven available heroes always consists of a balanced 

distribution of hero classes. 
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Figure 2. Tooltip for further explaining a hero character. 

 

In addition to an amount of starting gold, players are also rewarded with the 

in-game currency when playing the game; completing daily missions (Figure 2) 

(which are random), is one way to earn gold, and playing matches reward you as 

well, although winning gives you more.  

Each character comes with an indicator, next to its portrait, displaying its 

difficulty level (Figure 2). This aids players in choosing a character fitting their 

experience and style of play. Once a character has been picked and a match has 

begun players begin accumulating experience points from eliminating enemies 

and enemy buildings. Leveling up within a match enables players to choose 

between upgrades to existing abilities, or sometimes additional abilities. The 

upgrades can be specific to both the hero character and the hero class it belongs 

to, allowing players to vary the affordances of their hero; this can for instance be 

done by making a certain ability stronger than the default one, sometimes at the 

expense of upgrading another ability. 

1.9 Game Modes 

In HotS there are several different game modes to play in. Each game mode 

functions differently from each other and some are locked when you first begin 

to play (as to force the player to play a certain amount of each mode). Players 

begin with a tutorial where they are guided through the basic structure of a 

match and each map, this is called “Practice” within the game, which we 
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mistakenly named “Training” in our survey, and is directed torwars players not 

familiar with the MOBA genre. 

Next players can choose to play “vs AI” or “Quick Match”. Vs AI is a mode 

where the player can choose to play against automated opponents, either with 

automated teammates, random players or (between 1 to 5) people in a party. 

Before queuing up for a match a player can choose any hero available to them 

(Figure 1). Worth noting is that it is possible to have the same hero appearing in 

both teams only in vs AI and Quick Match. In the other modes, a hero can only be 

chosen by one team. 

Quick Match is similar to vs AI as there is no ranking mode in these two and 

you can play up to 5 people within a party. However, in Quick Match, the player 

will always play with and face other players. There are exceptions where if a 

player disconnects during a match, the hero will be controlled by AI (until the 

player reconnects to the game). 

 

Figure 3. First player picks hero as a part of the selection process for Hero League. 
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Figure 4. Second and third player picks hero as a part of the selection process for Hero League. 

 

Hero League is a ranked mode for players which requires a player to have the 

account level 30 and at least 10 heroes bought using either in game gold or real 

money. To receive a rank a player must first play 20 “Placement Matches”. The 

outcome of these matches decides the appropriate starting rank between 1 to 50 

for the player. This rank is then used to match players with similar ranks in an 

effort to create balanced matches with equally skilled players. When winning 

matches in this mode, players will gain points which level up their rank, similarly 

if they lose, they will also lose points which decreases the rank. In this mode 

players can only team up with one other friend and the way to choose a hero is 

different from vs AI and Quick Match. When picking heroes, each team takes 

turns picking a hero within a time limit (Figure 3-4). All players can click on a 

hero to “pre-pick” it, so to show other players which one wants to play as  

(Figure 4). If a hero is not chosen, a random one will be selected by the game. 

The order of players in each team are randomized, but the order of choosing a 

hero always goes from top bottom. One team then gets to start with one hero to 

pick (Figure 3) followed by teams doing picks two by two (Figure 4), with the 

other team getting to pick one final hero. In this game mode there can only be 

one type of hero in the match, so there are never any mirror matchups in Hero 

League. 
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Team League is similar to Hero League, with its own Team Rank rank, no 

mirror matchups and the same style of picking heroes. Team League requires the 

player to have the account level 40 and up and must own ten Heroes. The 

difference is that it can only be played with five players within a party. So every 

match is five players playing against five other players grouped together. This 

game mode follows the same hero picking order as Hero League, one team gets 

to start with one pick, the other then gets two and so on with the other team 

getting to pick one final hero. The difference from Hero League is that the player 

who picks a hero within the team is decided within the teams, and not from top 

to bottom. If no hero is picked, a random hero will be chosen by the game for a 

random player in the team. 

All of these game modes will randomly choose one out of ten maps which the 

match will be played on. In the last and final game mode, Custom Game, this is 

not the case. The Custom Game mode functions a lot like Team League (but with 

no rank) where you're required to have two groups of five players to play it. 

Here the teams will not be randomly matched with each other however, all the 

players need to be invited to a lobby (where the map is chosen) before the hero 

selection starts. Then finally, choosing heroes functions in the same way as in 

Team League. 
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2 Related Research 

Since game development is a relatively new field of research, there are several 

noticeable gaps in topics that have not been researched at all. Hence, when 

looking into researching this topic of ours there were issues with finding studies 

that fully correspond with the research questions we wanted to ask. Bearing this 

in mind we have looked into research that has used similar methodologies and 

studies reviewing psychological aspects of players and personalities, even 

though research regarding player personality within MOBA games is scarce. This 

may however be open to change, as the MOBA genre is arguably a very popular 

one, with games such as DotA 2 (Valve Corporation, 2015) currently housing 

around half a million active players (Steam Charts, 2015) and League of Legends 

(Riot Games, 2009) with up to 7.5 million users daily (Riot Games, 2015). 

In general, MMO (Massive Multiplayer Online) games appear to be the most 

common genre to investigate when it comes to players and their personality 

(Yee, Nelson and Likarish, 2011; Bean and Groth-Marnat, 2014). In one study it is 

discussed how people tend to leave traces of their personality in almost 

everything they do, be it from their spoken language or their behaviour and 

interactions with their surroundings (Mehl, Gosling and Pennebaker, 2006). It is 

then investigated how players might also leave traces of their personality in a 

virtual world, using data from World of Warcraft (Blizzard Entertainment, 2005) 

and a Big-Five personality test. Other research conducted using the Big-Five test 

finds correlations between personality traits and game genres (Peever, Johnson, 

and Gardner, 2012). 

It would appear, as highlighted by Turkle (1995), that even if there might be 

some experimentation with identity when a player projects themselves into a 

virtual reality, certain personality traits do transfer onto the screen; for instance, 

people who scored higher on extraversion had, in the aforementioned study by 

Yee, Nelson and Likarish (2011), more achievements related to clearing 

dungeons, which means that they participated in more group activities, while 

players lower on extraversion displayed evidence of more solo activity, such as 

questing or fishing. Similarly, another study finds that different leadership styles 

can be linked to in-game behaviour, specifically to the class role of a player in a 
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MOBA, and for example players in the support class role tend to be less 

authoritarian in their style of leadership (Nuangjumnonga and Mitomo, 2012). 

Another example from Yee, Nelson and Likarish (2011) were people who scored 

higher on openness: they had a larger tendency to participate in non-combat 

activity within the game world, such as exploration or crafting. Highly relevant 

for our own research is the conclusion, drawn by authors (Nuangjumnonga and 

Mitomo, 2012; Yee, Nelson and Likarish, 2011), saying that it is indeed possible 

to discern certain things about a player’s personality simply from looking at the 

behaviour of their in-game character. 

Another study of interest focuses on player motivation and what drives 

players to purchase things within a virtual world; it does this by checking for 

correlations between a player’s motivations and the development of the player's 

virtual self (Zackariasson, Wåhlin and Wilson, 2010). In a similar fashion we 

would like to see if there is a way to predict player behaviour (or rather, the class 

they choose to play) through player motivation. 

As Turkle (1995) touches upon, Zackariasson, Wåhlin and Wilson (2010) also 

tell us about one important perspective: that players aim to be their ideal self in 

games where their avatars are in focus. They mention World of Warcraft 

(Blizzard Entertainment, 2005) and Second Life (Linden Research, 2003), both 

MMO games allowing very careful character creation at the start of the game. 

However, in HotS there is little room for customization of the avatars, meaning 

that any drive to find their “ideal self” would force a player to settle for one of the 

already ready-made characters on the roster (consisting of 46 characters), or to 

even disregard this aspect. What consequence this has for the choice of which 

character a player utilizes is hard to discern from this study, but bearing this 

perspective in mind we will look for correlations between character and player 

gender, as there are also studies showing that playing a character of your own 

sex is higher prioritized by female players (Burch and Wiseman, 2014; Jenson, et 

al, 2015). 

In aiming to better understand players, there are also studies based on 

players with non-exclusive games. For instance, Lazarro (2014) investigated the 

emotions of players and looked for ways to see what players expect and 
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appreciate in games. However, although interesting, research along these lines 

rarely focuses on specific games, or a genre of games, which is one of the reasons 

we would like to contribute to the literature, by analyzing motivations of the 

player audience of a specific game. 

2.1 Research Questions 

The goal of this study is to see if there is a correlation between player personality 

and gameplay preferences or player motivation of gamers playing HotS. To study 

this we chose two research questions, one to either confirm or reject this idea 

and then one to let us elaborate on the subject. These are as follows: 

Research Question 1: Is there a correlation between player personalities and 

gameplay preferences or player motivations in HotS? 

Research Question 2: If so, how do these correlations between player 

personalities and the gameplay preferences in HotS appear in a quantitative 

study? 

2.2 Essay structure 

In this study we will first describe the different parts of our method. This is 

followed by the results that we received from the data gathering. We then reflect 

on the survey and our method structure, after which we discuss the results, 

using our analysis method. Finally, we summarize the conclusions of the results 

and give our final statements. We also write a bit about possibilities for further 

studies and how this study could be used in a broader spectrum.   
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3 Methods 

3.1 Personality Test Selection 

When choosing between personality and behavioral tests we decided to use a 

personality based test. This is because the study could provide results that are 

applicable to players of other games, as opposed to behavioral tests which 

focuses on specific actions that might not exist in other games. One of the ways to 

measure personality types is the five factor model, perhaps better known as the 

Big-Five personality test (Goldberg, 1992). It is a test which measures 

agreeableness, extraversion, conscientiousness, openness and neuroticism. It 

was chosen for this study much due to the accessibility of the formula 

(Personality Tests, 2011), but also because it is the test most used in the similar 

studies we have found (Yee, Nelson, and Likarish, 2011; Peever, Johnson, and 

Gardner, 2012; Bean and Groth-Marnat, 2014), amongst which we believe our 

study would have a natural place. 

The test is self-reporting, and the respondents choose their answers on a five-

point scale between “Strongly Disagree” to “Strongly Agree”. All of the answers 

have numeric values linked to the five personality traits and this formula was 

used to set the player personalities (Personality Tests, 2011). 

The measured traits can be summarized as follows. People who score high on 

extraversion tend to be socially outgoing and comfortable in group contexts, 

while the ones who score low are more reserved, sometimes shy people. A high 

score of agreeableness tends to mean that a person is empathetic, cooperative 

and friendly, while a low score could mean that a person possesses traits such as 

competitiveness and being suspicious of others. A high conscientiousness 

indicates that a person is careful and well organized, while a low score would 

mean they are probably more spontaneous and adaptable. Neuroticism 

measures a person’s indicated confidence, and whether or not they are calm 

individuals or emotionally vulnerable, here a high score on neuroticism would 

mean a more anxious personality. Lastly, people who score high on openness 

tend to be open-minded, imaginative people, while a low score puts a person 

closer to being conventional and down-to-earth. 
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3.2 Game Selection 

We chose HotS (Heroes of the Storm, by Blizzard, 2015), one of the more recent 

iterations of the MOBA genre, because both of the authors have experience with 

the game and because it has been argued to be more accessible than the 

alternatives (Kuchera, 2014). The game contains four main hero classes: 

Assassin, Warrior, Support, and Specialist. Each character’s abilities and 

functions differ, but the characters within a hero class generally fill the same role 

within a team. These classes help categorize player groups to correlate with the 

personality test and we looked mainly at these hero classes to draw conclusions 

about possible personality correlations. 

3.3 Sample Selection 

When the game was decided, the type of segmentation for the data gathering was 

chosen. As recommended by Sandy, Gosling and Durant (2013, p.1) we decided 

to include demographic questions, such as age and gender, and then combine 

them with the Big-Five personality test (Goldberg, 1992). To make the data more 

meaningful in a game setting we included behavioral segmentation (Hamari and 

Tuunanen, 2014). In the case of games, behavioral segmentation refers to 

meaningful in-game choices. With this in mind, we asked questions such as “In 

what mode do you mostly play Heroes of the Storm?” and “Which is the character 

you mostly play as in Heroes of the Storm?”. The rest of the questions can be 

seen in the appendix (see Appendix) of this study. Our main goal here was to ask 

as many meaningful questions as possible, that would categorize the applicants 

without cluttering the data, and still maintain a number of questions that could 

provide interesting correlations. That being said, we will not analyze all the 

answers if they do not provide significant results.  

3.4 Data Gathering 

To gather data we posted a link to a survey on different HotS related forums as 

well as generic game discussion groups. We also sent the survey to friends and 

acquaintances that we knew to play HotS, asking them to fill in the questions. 

These questions consisted of preferred game mode, their most played character, 

motivation for playing this character, and their three most preferred characters 
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to play (ranking them in order of preference). These questions were followed by 

a Big-Five questionnaire consisting of fifty (50) questions. The survey can be 

found in the appendix of this essay (see Appendix). 

3.5 Analysis Method 

In this study we used the Multinomial Log-linear Model (Ripley and Venables, 

2002), to analyze the data and compare it for all of the personality traits 

simultaneously. This model differs from the previous one used in our pilot study, 

which was the General Linear Model (Research Methods Knowledge Base, 2006), 

where we compared data to only one personality trait at a time. 

We first categorized the characters chosen in the survey to the four different 

classes as the independent variable (Assassin, Specialist, Support and Warrior). 

This was to decrease the possible variables of 45 heroes available at the time 

when the survey was posted. We then categorized all the written “Other” replies 

to the question “Why do you choose this character?” for the same reason.  

Finally, we categorized the written responses to the “Other” option for the 

question of gender at the end of the survey. Answers such as “nonbinary”, “trans 

female”, “transgender” among others were recategorized as “Other” while 

answers such as “protoss”, “unicorn” and “giant lizard” were recategorized as 

“Unserious”. The latter as part of the process to weed out participant responses 

that we after closer examination deemed unserious and therefore unreliable 

data. 

After the categorization we took all the data and made pie and bar charts of 

the different numbers, making the results easier to read. When the charts were 

ready we compared the most played class, motivation for playing said class, and 

most preferred class with the Big-Five personality test (Goldberg, 1992) as the 

independent variable. 

The analysis of these results was then handled in R (R Core Team, 2015) using 

the nnet package (Ripley and Venables, 2015) where we calculated the results of 

the Big-Five personality test (Goldberg, 1992) using the formula written by the 

Personality Tests website (Personality Tests, 2011). The categorizations made 

earlier were then separately compared with the results of the Big-Five 
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personality test (Goldberg, 1992) using the Multinomial Log-linear Model (Ripley 

and Venables, 2002). Furthermore, we took these results produced with R (R 

Core Team, 2015) and made easy to read tables (Table 6-9) with the significant 

results in color as to easily distinguish significant results. 



 23 

4 Results 

The total sum of participants (Figure 3) was 6014, out of which 92.75% male 

(n=5578), 6.07% female (n=365) and 0.53% other (n=32). 0.65% of the answers 

were deemed unserious (n=39) and were removed from the data. 

 

Figure 5. The gender distribution of our respondents. 

 

The figures in this section (Figures 5-10b) showcase the different 

distributions categorized by the questions asked before the Big-Five personality 

test (Goldberg, 1992) which was used in the survey.  

When looking at class specific figures, the “Unspecified” category refers to the 

applicant answering “I don’t know” to a question, instead of choosing a specific 

character belonging to a certain class. 

 The following tables showcase the results of the Multinomial Regression 

Analysis.  
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Table 6. This table checks for correlations between most played class and the results of the Big-Five 

personality test. 

 

 

Table 7. This second table checks for correlations between the main motivator of playing the most 

played class and the results of the Big-Five personality test. 

 

 

Table 8 This table checks for correlations between the most played game mode and the results of 

the Big-Five personality test. 

 

 

Table 9. This table checks for correlations between the most preferred class and the results of the 

Big-Five personality test. 

 



 25 

In all of the tables we used the most common choice as reference to have a 

stable base to compare from. The intercept part is used to calculate the relative 

risk compared to the other options. In other words, Assassin (Table 6 and 8), “It’s 

fun” (Table 7) and Quick Match (Table 9) acted as a base point for the other 

options. 

All of the tables had the same reference point for their respective p values 

where the significant results fall into three categories: the two asterisks ** 

(p<0.001) are shown with bolded text and darker magenta background; single 

asterisk values * (p<0.01) are shown with bolded text and a lighter magenta 

background; lastly the dotted values . (p<0.05) are shown with bolded text and a 

lighter purple background. 

Three of the tables contained examples of each category (Table 6, 7 and 9) 

while one contained only a couple of single asterisk numbers (Table 8). These 

results will be further discussed in the Discussion section of this essay.  

4.1 Most played character table 

In the first table (Table 6) we can see a positive correlation between the 

agreeableness result for the Support and Warrior class. The Specialist class 

shows another significant result, in that there is a positive correlation between 

the class and the openness results. This means that the players whose characters 

fell under the Specialist class had higher scores on openness. 

4.2 Main motivator table 

When it came to the main motivating factor, for picking the character they 

mostly play as (Table 7), there were several significant results on the 

extraversion scores. The responses “I’m good with this character”, “It’s needed in 

my team” and “It’s challenging for me” all had a negative correlation to 

extraversion, relative to the most common response which was “It’s fun”. Within 

the agreeableness scores the response “Habit” provided a negative correlation 

while “It’s needed in my team” provided a positive one. Lastly there was one 

significant result on the openness scale where “It’s challenging for me” had a 

negative correlation. All of the results listed within this paragraph were made in 

relation to the “It’s fun” response. 
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4.3 Most preferred character to play table 

Within the third table of the preferred character classes (Table 8) we can see a 

result similar to the previously mentioned most played character class table 

(Table 6), as there is a positive correlation in the agreeableness result for the 

Support class. There is also a positive correlation in this table (Table 8) between 

Support and the neuroticism score. 

4.4 Most played game mode table 

As for the fourth table (Table 9) we can see a positive correlation between 

conscientiousness and openness for the players who state that, out of all the 

game modes, they play Against AI the most, in relation to the players who play 

Quick Match the most. The players who play Hero League the most produced a 

negative correlation with the extraversion score, compared to the players who 

play Quick Match the most. Finally, players who play Custom Game the most had 

a positive correlation to the neuroticism score. However, there were only ten 

(10) players who actually chose the response of Custom Game, making it a 

number too low for the data to be reliable. 
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4.5 Class distributions  

Most Played Class Distribution (Figure 6) 

Assassin  33.51%  (n=2002)  

Specialist  26.69%  (n=1595)  

Support  17.96%  (n=1073)  

Warrior  20.28%  (n=1212) 

Unspecified 1.56%  (n=93) 

 

 

Figure 6. Categorized into the hero classes of the game, these are the heroes reported most played 

by our respondents. 
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Most Preferred Class Distribution (Figure 7a) 

Assassin  30.76%  (n=1838)  

Specialist  31.36%  (n=1874)  

Support  15%   (n=896)  

Warrior  21.87%  (n=1307) 

Unspecified 1%  (n=60) 

 

 

Figure 7a. The heroes, sorted by class, our respondents report they most prefer to play. 
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Second Most Preferred Class Distribution (Figure 7b) 

Assassin  32.59%  (n=1947)  

Specialist  23.60%  (n=1410)  

Support  18.06%  (n=1079)  

Warrior  24.33%  (n=1454) 

Unspecified 1.42%  (n=85) 

 

 

Figure 7b. The heroes, sorted by class, our respondents report as their second favorite to play. 
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Third Most Preferred Class Distribution (Figure 7c) 
 
Assassin  32.02%  (n=1913)  

Specialist  20.84%  (n=1245)  

Support  18.91% (n=1130)  

Warrior  24.84% (n=1484) 

Unspecified 3.4%  (n=204) 

 

 

Figure 7c. The heroes, sorted by class, our respondents report as their third favorite to play. 
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4.6 Additional Figures 

 

Figure 8. Sorted by gender, the hero classes most played by our respondents. 

 

Figure 9. Sorted by main motivation, the hero classes most played by our respondents. 
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Figure 10a. Most played game mode. 

 

Figure 10b. Sorted by gender, most played game mode. 
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5 Discussion 

5.1 Limitations of our study 

The survey we used was posted on several online forums which we deemed 

relevant and frequented by players of the game we wanted to investigate. 

However, we question the generalizability of our sample. This because, even 

though it turned out to be a large pool of participants, we are hesitant to call the 

Heroes of the Storm Reddit (reddit inc, 2015), which we believe the main source 

of our participants, a diverse enough representation of players. For instance, we 

quickly noticed that a vast majority (92.75 %) of our respondents were male 

players, making any data from female players less reliable than those of the male 

players, while also skewing the instances of overall data in favor of the male 

player responses.  

A number of players seemed provoked by our inclusion of a third option for 

gender, as they saw this as an opportunity to enter nonsense into the text field. 

These respondents were removed from the data, as their information was 

deemed unreliable. However, worth noting is that in addition to the players who 

did make proper use of this third option the overall opinion on the inclusion of 

this option, also judged from the comments we received, was very positive, and 

we would encourage other researchers to also take this route. 

When it comes to the question of the main motivation for playing a certain 

hero (belonging to a class) some flaws become apparent when looking at the 

results of the study. As the study had over six thousand participants, presumably 

some from different non English speaking countries (as was noted in some of the 

comments, stating that they did not understand certain questions), there could 

have been room for several interpretations (or misinterpretations) of some of 

the options for our questions. For example: the option “It’s challenging for me”, 

which was intended by us as a confident response, meaning that the challenge is 

something enjoyable for the player, produced a negative correlation with the 

extraversion trait, indicating that these respondents are more reserved, or even 

shy, players. Although a low extraversion score is not necessarily indicative of a 

low confidence in one’s abilities, it got us thinking that there is a risk that our 
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particular phrasing of the option might have contradicted the confident tone we 

were intending for this option. 

We also noted a percentage of participants who chose the “Other” option for 

the main motivation question. These respondents instead wrote something they 

deemed more appropriate. When going through these responses we noted new 

categories that had not been previously included, among which were: choosing 

several motivators (as you could only pick one); choosing all of the above (except 

“I don’t know”); lore related reasons; and visual and cosmetic reasons. If this 

study were to be replicated, these options should be included, or the responses 

could be made more generic as to make room for these categories within their 

interpretation. Also, if the scope of the study would allow it, the option to select 

several options could be included, in order to reveal any significant combination 

of the motivating factors. Either way, there could be more research done on what 

kind of motivators there are for choosing heroes or classes before asking this 

sort of question. 

At the end of the survey we did not include any option to enter a place of birth 

or nationality, meaning that we can only estimate, judging from the written 

responses we received, that the majority of the respondents were at least English 

speaking. As noted earlier, further studies would demand a better demographic 

spread of respondents. 

It should be noted that we, the authors of this study, had limited experience 

with the usage of the Multinomial Log-linear Model (Ripley and Venables, 2002) 

to analyze the data. In the pilot study, due to the low number of participants, the 

General Linear Model (Research Methods Knowledge Base, 2006) was instead 

used to compare each personality trait with each class. After noticing that we 

received more than 300 participants (which was the lowest aim and expected 

number, after our pilot study) we were inclined to change the analysis method. 

The new method was recommended by our professors because it could give 

more interesting and diverse interpretation of the results. However, if possible it 

would have been ideal to test the Multinomial Log-linear Model (Ripley and 

Venables, 2002) in the pilot study, as that would have freed up time to focus 
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more on analyzing different aspects of the data, instead of focusing on making 

sure that the data was in fact being analyzed correctly. 

5.2 Distribution 

5.2.1 Most played hero class 

The hero class reported as most often played is Assassin, with almost exactly a 

third (33.51%, n = 2002) of the respondents (Figure 6). This is also the hero class 

reported second most preferred (Figure 7b), as well as third most preferred 

(Figure 7c).  

Assassins are currently the hero class most prevalent in HotS, making up 

almost a third (31.91%) of the hero roster. Taking this into account as well as a 

consideration for the format of what is considered a balanced group in a HotS 

game (rarely requiring more than one Support or one Warrior) it makes sense 

that Assassin would be a common choice in any given game of HotS.  

However, Assassin is not the class mostly played by female respondents, or 

people in the Other category of gender; it is only in the male category where 

Assassins clearly are the most common choice when it comes down to which 

heroes people are actually playing. The data does not relay this due to the large 

number of male respondents. Female, and Other, both report mostly playing as 

Specialists (Figure 8). In all, the choice to play an Assassin hero appears to be 

one out of necessity somehow, as most preferred hereos to play are, in the 

overall category, in fact not Assassin, but Specialist. 

5.2.2 Most preferred hero class 

When looking at the data for most preferred hero, a few things are noticed. First 

off, relative to mostly played hero, the percentage choosing Assassin goes down 

(from 33.51% to 30.76%). Secondly, and similarly, the percentage choosing 

Support also decreases (from 17.96% to 15%). Meanwhile the choice of both 

Warrior and, most notably, Specialist heroes increase (for Warriors: from 

20.28% to 21.87%; for Specialists: from 26.69% to 31.36%). This indicates that 

overall there is a big number of respondents who play Assassins and Support 

heroes more often than they would prefer, and chances are they would rather be 
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playing Specialists instead. Although, as mentioned above, a majority of the 

female players are already making this choice (Figure 8).  

5.2.3 Male player hero class preference 

Male players, when asked about their preferred choice of hero, very evenly 

choose Assassin (31.1%) and Specialist (31.01%). Warriors come in at third 

place (22.5%), making Support the least preferred choice (14.32%) for male 

players. This low preference for Support is curious, and raises some questions 

regarding gender stereotypes; are male players reluctant to choose Support 

heroes due to gender expectations, i.e. healing and nurture being traits 

commonly associated with femininity? Meanwhile, the Support class is only the 

third most popular choice among female players, although they appear more 

open to it than the male players do (14.32% preference among male players, 

25.21% among female players). The raw numbers of the gender distribution of 

respondents can be seen in Figure 8. 

5.2.4 Female player hero class preference 

In detail, the distribution of answers from female players actually show that they 

clearly prefer to play as Specialists (35.62%). Second is the Assassin class 

(25.75%), followed closely by Support (25.21%). Warriors are the least 

preferred choice among female players (13.15%), with a percentage even lower 

than that of the male players responding in preference for Support heroes. This 

is interesting, as only two (2) out of the 14 currently available Warrior heroes in 

HotS are female heroes. In other words, this is the hero class that contains the 

fewest female heroes, and looking at the percentage it is around half of that of 

female heroes found within the other hero classes (14.29% compared to 

33.33%). We argue that this could be one of the reasons for this low preference, 

as there is research indicating that female players, in comparison to male 

players, are less likely to sex-swap when playing a game (Burch and Wiseman, 

2014; Jenson, et al, 2015). However, Warrior heroes are also often expected to 

take a leading role within a game of HotS, such as requiring company into an 

attack, and determining when and from where to launch said attack. With this in 

mind, it is also possible that expectations on gender, or gender stereotypes, play 
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a role in the in how female players approach the Warrior class. Because there is 

no physical strength involved in playing a digital game (an argument that could 

be raised outside of a virtual world), we can only speculate as to why the HotS 

vanguard appear to be made up of mostly male players. 

5.2.5 Motivation and hero classes 

The most common response for the question “Why do you play this character?”, 

which followed the question of which hero character a respondent mostly plays, 

was “It’s fun”, and this category is topped by Specialists (n = 815). We find this 

logical, considering there is a big number of players responding that they would 

prefer to play Specialist more than they do. It would seem Specialists have the 

most fun (although Assassins are a close second, see Figure 9). 

The second most popular motivating factor is “I’m good with this character”; 

here, Assassins are a big majority (n = 856). This can be tied with a few things: 

how the Assassin class has a lower score on agreeableness (relative to Support 

and Warrior), and how “I’m good with this character” seem to correlate 

negatively with extraversion. In the most extreme case, this could indicate that 

the combination of lower agreeableness, lower extraversion, and a sense of 

accomplishment (“I’m good with this character”) is more common within the 

class of Assassin than it is within the other hero classes. However, although 

tempting, we do not consider this enough evidence to proclaim that there is any 

truth to our preconceptions about Assassins being antisocial, or (at their worst) 

mean-spirited loners.  

The third most common reply to the main motivating factor is “It’s needed in 

my team”. Support is the leading class in this category, and it is not surprising, 

looking at the number of players who do not prefer to play this class; Support 

heroes are reasonably and clearly, in many cases, a choice that a player agrees to 

for the sake of their teammates, although it could also be for the sake of winning 

the game, or perhaps even to preserve a player’s ranking. Regardless, reason 

begs that it is a decision made for motivation beyond the player’s immediate and 

personal enjoyment. Perhaps Support players are really helpful people away 

from the screen as well? However, seeming perhaps even more altruistic are the 

93 players who responded to the question of mostly played hero character with 
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“I don’t know”, which is an option we included in case players were uncertain 

which hero character they mostly play as, or if the enjoyment in playing is simply  

too even for them to choose only one; these players, appearing mostly in this 

category of “It’s needed in my team”, are interpreted to mean that they most 

often play whichever hero character is currently needed in their team. Chances 

are always that a player comes along who actually prefers playing Support, and 

we take it to mean that this player would then assume a different role. Then 

again this could also simply indicate a really dedicated player, who wants to 

learn to play as many of the different hero characters as possible, in order to 

essentially master the game. 

5.3 Personality traits 

5.3.1 Extraversion 

Regarding game mode, most commonly it appears that the respondents of our 

study play Quick Match. Relative to this we found a negative correlation for 

players mostly playing in the Hero League. A negative score on extraversion 

indicates that a person is less social, perhaps shy, and a person in general more 

comfortable alone than around people. That this would be echoed in players 

more often found in Hero League mode is interesting, as it raises thoughts about 

more dedicated players; if a player is more reserved, do they more easily delve 

into the depths of ranked play and putting their skills to the test, perhaps not 

seeing the appeal in other social distraction? If so, chances are more introverted 

people then have a bigger chance of becoming a focused player in HotS (or at 

least that they will want to). This could also be a result that was affected by 

changes made to the game mode in September 2015 (Spyrian, 2015), which 

restricted player grouping when playing Hero League from 3-4 players to 1-2 

players. In other words, since the game is no longer allowing larger groups to 

play together it could have made Hero League more appealing to players who, 

relative to Quick Match players, are more introverted. 

When it came to the motivators of choosing the most played class, there was a 

negative correlation with three responses and the extraversion trait, compared 

to the most common choice “It’s fun”. “I’m good with this character” was one of 
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the responses which had a negative correlation, which could imply that players 

choosing this option are perhaps more focused on their own skill, instead of on 

the teams they are playing with. The options “It’s challenging for me” and “It’s 

needed in my team” received similar negative correlations, which could indicate 

a similar pattern. However, since the tone and assertiveness of the last two 

options are, in our eyes, different from “I’m good with this character” it could 

imply that there are different reasons for the negative correlations. It can also be 

a sign of the Big-Five personality test (Goldberg, 1992) having troubles 

measuring the depth and complexity of certain areas within a personality. At the 

same time, perhaps we are looking at the results from the wrong point of view; it 

could also be noted that “It’s fun” has a higher extraversion score, relative to the 

other three, meaning perhaps that extroverts, being more social and enthusiastic 

in the group setting of a HotS game, are more pleasure-seeking players. 

5.3.2 Agreeableness 

In the comparisons between most played classes there was a positive correlation 

between the two classes Support and Warrior and with the agreeableness trait, 

relative to the Assassin class. This indicates that there are mechanics within the 

Support and Warrior hero characters that attract players who are more 

empathetic and likely concerned about teamwork. When it comes to gameplay 

speculations, from our own experiences, this could be a result of how the 

dynamics of certain team fights within the game develop, where it is often crucial 

for the Support to make sure that everyone in the team survives, while the 

Warrior should aim to protect their teammates by being the one receiving 

damage in their place. Meanwhile, the Specialist and Assassin try to complete 

their objectives such as initiating team fights and attacking a certain opponent or 

completing a map specific objective. Since the Assassin and Specialist classes 

would be the freer agents in this example scenario, it would be natural for the 

Support and Warrior class to adapt to the other two classes and instead 

essentially be of vital help to them on their (possibly more personal) quests, 

rather than focusing on themselves. 

The positive correlation within the agreeableness trait was also echoed within 

the Support class when it was chosen as the most preferred class to play. This 
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strengthens the assumption that players who utilize the Support class are more 

agreeable, even if they are playing Support in spite of their most preferred hero 

class. 

A logical result came from the main motivator question whereas the “Habit” 

option had a negative correlation with agreeableness, and “Needed in my team” 

which had a positive one, both relative to the option “It’s fun”. Reading these 

results it easy to conclude that players who only choose the hero character they 

are the most comfortable with might rather keep to oneself and ignore 

teammates, while players who choose hero characters out of necessity do sound 

like more helpful players. 

5.3.3 Conscientiousness 

The only significant result that came from the conscientiousness personality trait 

was a positive result for the players who play Against AI the most, compared to 

most common option which is Quick Match. As you are facing players of your 

chosen skill in Against AI mode, this could indicate that players are starting a 

game more aware of what is ahead of them than they would with random 

opponents of different ranks within Quick Match. Since the opponents are AI it 

could also mean that players who play Against AI the most are able to better 

predict what the opponents are and will be doing, as well as acting accordingly to 

win in the most effective manner possible. Conscientiousness being a trait 

indicating a person preferring plans and order this makes sense; in short, 

compared to Quick Match, Against AI is very likely a less chaotic experience, thus 

fitting a more conscientious player better. 

5.3.4 Neuroticism 

As noticed previously, the Support class display a positive correlation with the 

agreeableness trait, both as most played class and as most preferred class. What 

distinguishes these two results is that there is also a positive correlation 

between Support as the most preferred class and the neuroticism personality 

trait. This means that a player preferring Support heroes are more likely to be a 

more anxious person, but that this pattern of personality becomes negligible 

among the people who actually play Support most of their time. This is 
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interesting because it could indicate that players who prefer playing Support 

heroes, but most of their time are not, are preemptively hesitant for some 

reason; perhaps they worry about the outcome of the game, or their personal 

performance? This information coupled with the fact there is, compared to the 

most played class, a slightly lower percentage of Support within the category of 

hero characters actually preferred (Figures 6 and 7a), and that there are 

significantly less males playing Support (Figure 8), could mean that players 

avoid playing the Support class for reasons unknown to us. As we also saw the 

Support class having a positive correlation with agreeableness, maybe there is 

room to suggest that players (males in particular) avoid the class, due to reasons 

of appearance, as it might be required to be less assertive and more agreeable a 

person around the rest of the team in order to be successful. 

There was also a positive correlation between players who choose the Custom 

Game mode as their most played one. These players have a high chance of being 

very dedicated players because of its necessity to have four decided players to 

play with as well as five decided players to face (which rarely happens outside of 

tournaments). However, as only ten people choose this option as their most 

played mode it is hard to assume anything since the number is too low for 

reliable conclusions to be drawn from it. 

5.3.5 Openness 

There were two significant results within the openness personality trait. One 

was Specialist as the most played class, relative to the Assassin class, and Hero 

League as the most played game mode compared to Quick Match. 

As Specialist has been noted as the class which does not belong to any of the 

three normal categorizations in games (healing, doing damage, receiving 

damage), and does not have as clear a role as the rest, it is logical to assume that 

Specialists are more flexible and perhaps imaginative players, focusing on 

whatever the team are currently, or need, doing. 

When it comes to players of the Hero League it is also logical because in order 

to have a high chance of winning, players are required to be open minded as to in 

which order they get to pick their hero character, and which hero character one 
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gets to play, as well as listening to the ideas of other people when choosing team 

composition along with mostly random players within similar ranks. 
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6 Conclusions 

It appears there are some correlations between the hero class a player chooses, 

both in regards to which hero character they mostly play, as well as the hero 

characters they would prefer to play. Relative to the Assassin class, for “mostly 

played character” the Support and Warrior classes score higher on 

agreeableness, while Specialists score higher on openness. When looking at the 

data for “most preferred character” only Support give significant results; players 

preferring Support score higher on agreeableness, but they also show an 

increase on the score of neuroticism.  

In regards to motivation, Assassins are the most common within the 

motivation category of “It’s fun”, and Support lead the category of “It’s needed in 

my team”. 

It is also noted that male players mostly play Assassin hero characters, and 

together with Specialists, this is also their most preferred hero class. Female 

players mostly play and prefer to play as Specialists. Male players do not prefer 

to play Support hero characters, while female players do not seem to mind it as 

much; on the other hand female players seem reluctant to play Warriors. All in 

all, Assassins are the most common choice for our respondents to play, while 

Specialists appear to be the class most respondents would actually prefer to play. 

For future studies it could be interesting to look for changes in the results, 

were the study to be replicated, either with a group of participants containing a 

more balanced demographic distribution, or with a similar group. This way you 

could study how players react and adapt to changes made to the game as it 

continues to evolve. 

If scope allowed, it would also be interesting to consider more questions 

related to behavioral segmentation. For example, asking not only about the 

motivation for most played hero character, but also the most preferred hero 

character and game mode as well. 

Similarly, from a marketing perspective, it could also be interesting to include 

questions that involve shopping behaviors of players connected to personality 
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traits. For example, asking if the player has bought any hero characters or skins, 

or what their opinions are regarding skins in the game. 

Considering certain clearly noticeable differences in class preference in 

regards to a player’s gender, it would be beneficial to investigate further the 

reasons behind these differences. In the case of our preconceptions regarding 

Support players, it does not appear that female players are strongly favoring the 

Support class, but it seems to have more to do with male players disliking it. As 

research points to players using games as an escape from reality (Yee, 2006), it 

strikes us as hindering to personal player enjoyment, and even from a game 

developer’s perspective a bit curious, to so clearly have certain hero character 

classes attract one homogenous group of players, especially as it concerns hero 

character classes carrying connotations heavily ingrained within our culture as 

with the case of Support and Warrior. Any research that could shed a light on 

these issues would likely help to widen the appeal of characters and games 

within any genre, and this is something that would be beneficial to players as 

well as, if tied into marketing values, game companies and developers. 
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8 Appendixes 

Player personalities and the choice of character in HotS (Survey) 

 
We are two students from Södertörn University investigating Heroes of the 

Storm character preferences and how those are linked to players' personalities. 

Completing this survey takes about 8-10 minutes. No personal data is stored 

after the research is completed. 

If you have questions about this study:  

contact millaisaksson@gmail.com or dennis.bagstevold@gmail.com. 

1. In what mode do you mostly play Heroes of the Storm? 

2. Which is the character you mostly play as in Heroes of the Storm? 

3. Why do you choose this character? 

4. Which is your most preferred character to play in Heroes of the Storm? 

5. Which is your second most preferred character to play in Heroes of the 

Storm? 

6. Which is your third most preferred character to play in Heroes of the 

Storm? 

(Big 5) Personality Test 

 
1. I am the life of the party. 

2. I feel little concern for others. 

3. I am always prepared. 

4. I get stressed out easily. 

5. I have a rich vocabulary. 

6. I don't talk a lot. 

7. I am interested in people. 

8. I leave my belongings around. 

9. I am relaxed most of the time. 

10. I have difficulty understanding abstract ideas. 

11. I feel comfortable around people. 

12. I insult people. 

13. I pay attention to details. 

mailto:millaisaksson@gmail.com
mailto:dennis.bagstevold@gmail.com
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14. I worry about things. 

15. I have a vivid imagination. 

16. I keep in the background. 

17. I sympathize with others' feelings. 

18. I make a mess of things. 

19. I seldom feel blue. 

20. I am not interested in abstract ideas. 

21. I start conversations. 

22. I am not interested in other people's problems. 

23. I get chores done right away. 

24. I am easily disturbed. 

25. I have excellent ideas. 

26. I have little to say. 

27. I have a soft heart. 

28. I often forget to put things back in their proper place. 29. I get upset easily. 

29. I get upset easily. 

30. I do not have a good imagination. 

31. I talk to a lot of different people at parties. 

32. I am not really interested in others. 

33. I like order. 

34. I change my mood a lot. 

35. I am quick to understand things. 

36. I don't like to draw attention to myself. 

37. I take time out for others. 

38. I shirk my duties. 

39. I have frequent mood swings. 

40. I use difficult words. 

41. I don't mind being the centre of attention.’ 

42. I feel others' emotions. 

43. I follow a schedule. 

44. I get irritated easily. 

45. I spend time reflecting on things. 

46. I am quiet around strangers. 



 53 

47. I make people feel at ease. 

48. I am exacting in my work. 

49. I often feel blue. 

50. I am full of ideas. 

Additional Information 

 
What year were you born? 

Gender 

If you'd like to receive the results of the study, you can write your email 

address here. 

Do you have any comments about the study? 

 

 

 


