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ABSTRACT

The purpose of this study is to compare existing player type theories using data
clustering. For the study, 235 result data of the gamified class in second semester of A
university at 2016 used. This study applied K-means and Silhouette to decide the
appropriate number of clusters. The player types applied in this study are Bartle’'s 2-D
and 3-D player types, Ferro’s five types, and BrainHex. According to the results,
Bartle’s 2D player type was found to be the best in perspective of data clustering. This
study also analyzed the distribution of characteristics for each player types. The results
of this study are expected to have an impact on player analysis, which is used in the
application of gamification or in the development process.
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Category # Total
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[Table 3] Results of data clustering

Euclidean Silhouette
B4 1079.583 0.291361
F5 1001.06 0.242839
B7 923.1073 0.210035
B3 830.4368 0.202301

[Table 4] # of data in each clusters

# of data T
B4| 50 | 31 | 110| 44

F5| 30 | 82 | 27 | 47 | 49 995
B7|33 129 |40 |26 | 37 | 16 | 54
B8| 29 |21 |19 |40 |41 |21 |39 |25
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