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Survey Analysis of Gender Differences
in Likes and Dislikes of Game Genre

SEIYA OGAWA !

MASANOBU ENDOH'!

Abstract. Games played are becoming increasingly diverse in Japan. In order to understand the differences in playing styles by
genre, we surveyed the impressions of 20 representative genres based on likes and dislikes. As the result, there were differences in
liking and disliking games depending on gender. Males tended to be obsessed with winning, liking games they could win and
disliking games they could not win. Females tended to focus on accomplishing tasks and enjoying the View of the world, liking
games that were enjoyable and disliking games that were contentious.
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