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hand-some men of various 
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The number of the branche
so the player can fall in lov
choose heroine’s partner. 
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game genres that is growing significantly in today’s Ja-p
ecasted to become about 15.6 billion yen in 2012. The m
yen. This is 30 percent extra compared with 2010. [1] 
ame goes back until 1994. But at that time, the game ge
tate continued for a while. However, a product had an 
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more because famous product had been animated. M
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These graphs show two kinds of numbers about sales of Otome game industry be-
tween 2001 and 2011. Green bar graph and left vertical line show the total sales num-
ber of Otome game during a year. Orange line graph and right vertical line show the 
per-centage of Otome game in all genres of game. These graphs also shows Otome 
game market is growing in Japan. Especially, because the percentage has been in-
crease, it is clear that Otome game is known by people who did not play these games 
gradually. 

1.3 Overseas Expansion 

Recently, Otome game is also released in foreign countries. In 2012, Voltage Inc. 
began the service "A Prince's Proposal" for North America. The company already had 
purveyed the service "Pirates in Love", Otome game for North America. This took 
21st place by the App store entertainment category of North America in August 2012. 
And in Asia, this took 1st place by the App store entertainment category of Singapore 
in same month. Moreover, another product of Voltage Inc. "My Forged Wedding" 
took 2nd place in same record. From above, it can be said that the acknowledgment 
level of Otome game in foreign countries is rising.[4] 

1.4 Purpose of Research 

As can be seen from above, the market of Otome game has expanded every year. 
However, today in Japan, Otome game industry do not enough analyze the user. Then, 
to search for "Needs requested from the otome game now", The authors decided to 
analyze the otome game user. 

So, to search for the needs that are required for Otome game, the author decided to 
analyze the users. 

2 Marketing Research of Otome Game 

2.1 Questionnaire Survey  

Before taking the questionnaire in a young girl gamers, authors have conducted a 
questionnaire about "game style" to college students first. In this questionnaire, The 
authors asked about the dating simulation game in particular. The authors went to 20 
people a preliminary investigation before making the questionnaire. Question was 
improved on the basis of the preliminary investigation.As a result, The authors got the 
results of 333 people. The following is the content of the questionnaire. 

• Sex 
• Age 
• Currently, Do you play a TV game by game machine? 
• What kind of have a TV game machine? 
• What kind of have a  mobile phone? 
• Have you ever played the game in the mobile phone? 
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Fig. 5
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Fig. 8. Result of Factor Analysis 
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Analyzing this result, it
choices of the answers. Co
that continue the players to
The kinds of these factors a

Then, The authors explai
the three factors as the char
ter, and the idealistic chara
racter. The realists have sol
fiction, and they enjoy ficti
to depend on the world of g
tive, so they comfort thems
The idealists have various d
so they enjoy those sentime

Based on the result of P
Date-simulation are “Realis

2.4 Structural Equation

The authors likened the res
the amos in the analysis. C
fected.We assumed the co
0.925.AGFI became 0.809.
result fit. 

 

F

 Asahi 

t is revealed that these three factors seriously affect 
onsidering these factors, The authors found hidden fact
o play Date-simulation games, and examined these fact
are on the figure. 
in these factors of way of thinking. The authors interpre
racters of users: the realistic character, the escapist char
acter. First, The authors explain the factor, ”realistic” c
lid life in real world, so they do not depend on the roman
onal romance just as it is. On the other hand, the rests t
game. The escapist’s attitude for reality is something ne
selves with becoming another person in the world of ga
desire for romance, but those are impossible to material
ental romances in the world of game. 
Principal Factor Method, most of the persons who play 
st”. 

n Modeling 

sults of the factor analysis in SEM.The authors was us
Corresponding item from each of the three factors are 
ovariance between factors to all.The result, GFI beca
. Covariance of the latent variable is a good. It was a g

Fig. 9. Structural Equation Modeling 

the 
tors 
ors. 

eted 
rac-
cha-
ntic 
tend 
ega-
me. 

lize, 

the 

sing 
af-

ame 
ood 

 



 User Analysis and Questionnaire Survey 497 

 

2.5 Future Study Directions 

Finally, The authors tell about the future direction of the study. This time, The authors 
could not collect sufficient answers, so The authors would like to study again with 
more plenty effective data. Hereafter, The authors would like to investigate more 
different user types with user study in different angle. 

Also, I would like to improve the model for SEM. 
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