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Study on the Attractive Elements of the Game Arcades.
KIDAWARA Keisuke' ~ ENDOH Masanobu
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Abstract In Japan, game arcades decreased due to increasing the game corners of shopping centers. We conducted a
qualitative investigation to players about the attractive game arcades. Based on this result, we conducted a quantitative
field survey of the elements that could recover the popularity of game arcades, and analyzed. As a result, the two elements,
best environment for game playing and an unusual experience were obtained.
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