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Relationship between the character's personality and the
“fun” of the content.

-Analysis of the character of “Genshin"-
TAKASHIMA Saya
[ Keywords : personality analysis, game, egogram ]

An egogram personality analysis was used to identify what aspects of the characters in “Illusions”
make the content “interesting”. Although the results of the analysis were not satisfactory as a
whole, they did reveal the psychological backgrounds of the characters and the reasons for their
actions in the story. As with us humans, it is thought that the multifaceted nature of the
characters leads to the attractiveness of the “characters,” which in turn leads to the

“Interestingness” of the content as a result.



