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• Killers: Want to defeat and best opponents 

Since the bread and butter of most of its quests is turn-based battles with enemies, Killers would 

likely enjoy Stick of Truth. The difficulty of these battles can be adjusted depending on how 

much the player wants to be challenged. In addition to the battles that are part of the story 

mission, at certain points there are also groups of enemies the player can fight around the town. 

What enemies the player will encounter in town changes based on how much of the main quest 

they have completed. For example, as the story progresses the elves found during early stages 

are replaced by zombies. The change in enemy is not just cosmetic, enemies found around town 

in later stages of the game are more difficult to defeat than previous ones. This means that 

Killers will not become bored fighting enemies that are too weak. Killers can also enjoy trying 

out different types of fighting styles, since the player can switch between party members. 

However, while the turn-based battles are fun, enemies do not respawn after a certain point in 

the story. This is also true of enemies that can be found in the sewers. This means that while at 

the beginning of the game there is some draw to Killer type players, once more of the game is 

completed there will be less opportunities for them to do what they enjoy. As a result, the game 

struggles to hold the interests of Killer players once all quests are completed. 

 

• Achievers: Aim to complete achievements, enjoy recognition for their accomplishments 

In Stick of Truth there are several collection sets that can be completed by finding items and 

NPCs in the game. These items and NPCs are scattered throughout the world, with some of 

them being available in areas that can only be accessed once. However, compared to other 

video games, the in-game achievement system is lacking. There are only 3 collections that can 

be completed (Equipment, Chinpokomon, and Friends). Thankfully, the in-game collections are 

not the only thing Achievers can work towards. There are also a decent amount of achievements 

that are tied to what platform the game is played on (e.g. Xbox achievements, Steam 

achievements), such as not letting allies die and befriending specific characters. However, since 

these are not part of the in-game collection system, they are not as easy to track when the game 
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is open. This could make Achievers less interested in pursuing them. On the other hand, since 

these achievements can be displayed and shared with others on the platform. This may add 

motivation as the achiever can show off and proudly display to their friends (and in cases like 

Steam the public) how many achievements they have attained. 

 

• Explorers: Enjoy adventuring and investigating the game world 

There are several aspects of Stick of Truth Explorers will find appealing. The game world is open 

and a decent size, and there are many humorous Easter eggs fans of the show can uncover. It is 

also fun to just walk around and listen to what NPCs are saying (e.g. policeman commenting on 

the Nazi Zombie infestation). There are also hidden areas to find. Some of these are found by 

finding the right angle to maneuver around a building or path, while others can only be 

discovered after unlocking certain abilities. For example, early in the main story the player 

unlocks the location of Token’s house, but the roof of the house must be accessed using an 

ability learned later in the main story. The sewers in particular offer a challenge to Explorers, as 

their scale and repetitive design makes it difficult to keep track of if you have been to an area or 

not. In addition to the open world, levels also offer exploration. There is frequently more than 

one way to navigate through a level, and exploring the level environment can uncover objects 

that can make completing the mission easier or more interesting. This positive feedback from 

exploration further encourages Explorers to continue playing Stick of Truth. 

 

• Socializers: Desires to interact with others in the game, more so than with game mechanics 

There is not much in Stick of Truth that would attract Socializer players. The most obvious 

reason for this is that it’s not a multiplayer game. This means there is no opportunity for 

Socializers to interact with other people in-game. Although some single person games could 

offer interest to socializers via NPCs with advanced AI, Stick of Truth is not one of them. The 

NPCs players can interact with are relatively one dimensional. They are either characters from 

the TV show, or background characters. Some NPC dialogue will change depending on what 

quests have been completed (e.g. background NPCs will remark “I found Jesus at the church” if 

the player has completed a related quest). You also can’t have any substantial conversations 

with NPCs who are not involved in quests.  The main character being a silent protagonist also 

limits socialization, as they are unable to respond to NPCs apart from scripted instances during 

some quests. That said, there are very few options in quests to respond to what is going on. 
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