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Abstract. Games differ from genre to genre in terms of likes and dislikes. We conducted a survey of impressions of 20
representative genres. We found that while the liking rating rate for RPGs and action games was high, the disliking rating for FPS
was the highest and the liking rating for sports was the lowest. FPS is caused by the fact that people have a bad impression of other
people's play, and that it is unpleasant to be shot at by opponents. Sports is caused by the fact that people are not interested in sports
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as a game, and that the more people like sports, the less they play them in games.
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# 1 Vv AR AR

Y i SV LY ¥ FEx | TE | &y
RPG 2,607 288 152
Trvayv 2,190 461 176
TIvavT RRyFe— | 2,147 539 179
77+ a v RPG 1,905 627 270
YIal—vav 1,746 718 248
¥Ia2l—v3 vV RPG | 1,69 712 331
7 KRR Fp— 1,727 764 199
FPS 723 860 | 1,022

TPS 1,219 842 535
Ya—F 4T 1,548 824 353
SRR R 1,084 796 715
L—2 1,403 867 303
RR—D 507 | 1,177 725
UZXh - Fh— 1,672 662 438
SRR )L 1,912 618 201
R—FKF—Tn 1,410 936 175
J—F 695 | 1211 542
aAvARG IV gy 1,243 | 1,019 290
TIa=fF—vav 863 | 1,123 468
N 1,046 | 1,106 313
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