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Study on the Effective Elements of Attractive Game Playing

Naoto Takahashi’  ENODH Masanobu®

Faculty of Arts, Tokyo Polytechnic University 2-9-5 Honcho, Nakano-ku, Tokyo, 164-8678 Japan
E-mail: ' g1427046@t-kougei.ac.jp, m.endo@game,t-kougei.ac.jp

Abstract Attractive elements in game playing were already clarified. Due to these elements, players were engaged in a game
playing, and sometimes it became a game addiction. On the other hand, the engagement in game playing makes big profits in
business. We conducted a survey on “games that usually playing” and analyzed the effective elements to continue game playing.
As a result, three elements “sense of improved”, “goal” and “fields for communication” were obtained.
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