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Study on Evaluation of the Games by the Qualitative Investigation about
“Kuso-Game”.
OOKUBO Ryoutarou’ ENDOMasanobu'

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

AbstractThe evaluation of the game there is a term "' kuso-game " .However , the definition is not clear .This study was
to investigate the game the player has felt " kuso-game ™ .As result from the analysis of refer to what kind of game is a
" kuso-game "It was confirmed whether is described as " kuso-game ™ in any criteria .

Keywor dsDigital game, Game design, Kuso-Game, Evaluation criteria
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