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Paradigm Shift of Games analyzed from Epoch-making Games

ENDOH Masanobu'KojiMIKAMI"
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AbstractThere has been a lot of paradigm shift in game’s history.Some games had a very strong influence in subsequent
game design. We focused on games that the player felt as epoch-making games. Through the results obtained, using GTA
method, we analyzed game design in which high novelty could be easy felt by players. We concluded that novelty is felt
due to drastic and partial modification to existing mechanics.
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