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Evaluations of Software Developed as Research Tools to
Analyze Trends of Educational Videogames Characters

PROBLEM

Educational digital games aim to provide engaging and
interactive learning experiences for children. However,
1dentifying trends and preferences in game characters 1s
crucial for developers to create effective educational

tools. This paper addresses the need for evaluating = _ﬁ(.\""
software that analyzes these trends to aid in the design — l

of educational videogames. ®de Loty Cov)

GENERAL OBJECTIVE

To develop and evaluate software tools that can analyze
trends and preferences in the characters of educational
digital games. This will help game developers understand
which character attributes and design styles are most
appealing to children and, consequently, enhance the
educational value of these games.
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The creation of a series of research tools, including
surveys and analytical software, to gather data on game e

preferences and character designs from both children and ” (Json) |
adults. These tools will facilitate the collection and

analysis of data to 1dentify correlations between game
usage patterns and character preferences.
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RESULTS
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Data from game production have been examined, allowing 14,0%

a broader view of game preferences, graphic line styles, DE o
and character archetype design. The results help designers, £  «ike_ais
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