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Abstract There are differences in game preferences between Japan and China. We conducted an online questionnaire on
the likes and dislikes of FPS(First Person Shooter), cause FPS is popular in China. As a result, the rate of indifference to FPS

was high in Japan, with more players disliking it than liking it. The rate of indifference was low in China, with more liking
4 times than disliking. We thought this difference that players are distributed across all ages in Japan, on the other hand,

players are only young and value a clear victory in China.
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