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Abstract : Dual protagonists game always bring a unique experience compared to the other games. This research wants to
discuss whether the dual protagonists have the moving ability and special ability or not; it will affect the preference of the
players. This research will focus on the single-player dual protagonists game. After the observation, we found that when
players control the dual protagonists, the moving ability and special ability are a great point defining the preference of players.
When players control the character, which is lack of moving ability, they often feel impatient with the inconvenient mechanism
and then reduce the will to play with the character or even the game. Furthermore, the special ability is also important in the
situation that there is another character to compare with. When the character is too powerful, players tend not to use the
weaker one. In addition, gender is a big deal in the games. It surprisingly controls the will of play occasionally. In view of these,
this research makes a single-player dual protagonists game and the dual protagonists are limited to male and female. The
experiment content detected with Electrodermal Activity (EDA) includes seven different situations. (1) male and females both
have the moving ability and special ability. (2) male and female both have a special ability, but female does not have the moving
ability. (3) male and females both have a special ability, but the male does not have the moving ability. (4) male and female
both have the moving ability, but the male does not have special ability (5) male and female both have the moving ability, but
female does not have a special ability (6) male-only has the moving ability and female-only has a special ability (7) male-only
has a special ability and female only has the moving ability. The experiment will evaluate the emotional changes of the subjects
in those situations. The result sorted by the significance of player preference is (6)>(4)>(1)>(2)>(5)>(3)>(7). The result
demonstrates that players prefer females with special abilities or males with moving abilities. The game developer could design
the ability of dual protagonists based on this research. Therefore, players may have a better experience.
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