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Abstract With the proliferation of digital games, analog games have been digitally transplanted. This study conducted a
quantitative survey regarding this digitalization. The results showed that most gaming opportunities are now with digital
games. This is due to the convenience of being able to play them casually and the benefits of online competition. On the
other hand, analog games are valued for their face-to-face interactions that extend beyond the game itself and for the

experience of playing with physical objects.
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