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ABSTRACT

This study is about stereotype analysis of male character design that can satisfy
female gamer’'s preference. Based on Helen McCarthy's stereotype study of male
characters released in 1998, we analyzed 33 characters in the Otome game ensemble
stars for mobile. As a result, we were able to find one new type in addition to the six
stereotypes of previous studies. Through the emergence of this new stereotype, we are
able to find the development of male character design.
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[Table 1] Six Stereotype of Male Character

Type Character—adjective
Big Responsible, Noble, Benevolent,
brother Trustworthy
Boy next .
i Shy, Gentle, Ordinary
door
Local .. .
Rough, Spirited, Impulsive
hero
Old . .
e Mature, Experienced, Intelligent
man
Kid . .
Inexperienced, Foolish, Cute, Bold
brother
Stranger | Dangerous, Seductive, Fascinating
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[Fig. 1] 'Ensemble*Stars!' Login
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[Table 2] 'Ensemble*Stars!' Character List

No. Name Grade Unit
1 | Sbharu Akehoshi 2 Trickstar
2 | Makoto Yuuki 2 Trickstar
3 | Mao Isara 2 Trickstar
4 | Hokuto Hidaka 2 Trickstar
5 | Tori Himemia 1 fine
6 | Yuzuru Fushimi 2 fine
7 | Eichi Tenshouin 3 fine
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8 | Wataru Hibiki 3 fine

9 Koga Ogami 2 UNDEAD
10 | Adonis Otogari 2 UNDEAD
11 | Rei Sakuma 3 UNDEAD
12 | Kaoru Hakaze 3 UNDEAD
13 | Tsukasa Suou 1 Knights
14 | Arashi Narukami 2 Knights
15 | Ritsu Sakuma 2 Knights
16 | Izumi Sena 3 Knights
17 | Leo Tsukinaga 3 Knights
18 | Tetora Nagumo 1 Vi PR
19 | Shinobu Sengoku 1 ViR PR
20 | Midori Takamine 1 TR
21 | Chiaki Morisawa 3 TR
22 | Kaanata Shinkai 3 Uit A B
23 | Mitsuru Tenma 1 Raxbits
24 | Hajime Shino 1 Raxbits
25 | Tomoya Mashiro 1 Raxbits
26 | Nazuna Nito 3 Rax*bits
27 | Hinata Aoi 1 2wink
28 | Yuta Aoi 1 2wink
29 | Souma Kanzaki 2 |
30 | Kuro Kiryu 3 #LH
31 | Keito Hasumi 3 |
32 | Mika Kagehira 2 Valkyrie
33 | Shu Ichuki 3 Valkyrie
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[Fig. 3] Word Image Scale
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[Table 3] 'Ensemble*Stars!' Stereotype

Type Delegate Character
Kaoru Hakaze
. . Tsukasa Suoou
Big brother | Kuro Kiryu . .
Arashi Narukami
Nazuna Nito
Makoto Yuuki
T Mao Isara
B omoya
oy mext 'y Tetora Nagumo
door Mashiro Lo .
Midori Takamine
Hajime Shino
Chiaki Koga Ogami
Local hero . )
Morisawa Izumi Sena
Eichi L.
Older man ) Yuzuru Fushimi
Tenshouin
Subaru Akehoshi
Tori Himamiya
. Mitsuru Shinobu Sengoku
Kid brother ) .
Tenma Hinata Aoi
Yuta Aoi
Mika Kagahira
Wataru Hibiki
) Adonis Otogari
Stranger Rei Sakuma )
Ritsu Sakuma
Kanata Shinkai
Hokuto Hidaka
) . .| Leo Tsukinaga
Hardliner | Keito Hasumi .
Souma Kanzaki
Shu Itsuki

M 5
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[Table 4] Hardliner

Type Hardliner

Character Cool-headed, Calm, Strict,

—adjective High—pressure
—mature, intelligent and discreet.
-Emphasize rules and discipline.
-Often described as showing a

Character | high-pressure attitude in the case
of power.
-Described as perfectionist and
awful effort.
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