.State of contacts to games

2001 Spring Total 1,042

1.0wned hardware

Gender Age

12 yrs. Old

15 yrs. Old

18 yrs. Old

24 yrs. Old

29 yrs. Old

39 yrs. Old

12 yrs. Old
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24 yrs. Old

29 yrs. Old

30 39 yrs. Old
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811

68.8

731
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711
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67.6

583 458
627  59.1
625 620
524 585
595 554
468 405

286 524
528 417
655  69.0
634 634
463 415
432 432

500 167 750 104
528 295 534 244
56.0 440 397 418
514 561 307 585
504 579 281 570
506 418 367 329

286 143 714 9.5
528 306 583 222
379 310 483 172
390 439 146 390
317 415 268 366
541 324 649 297

20 4.2 250
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408 337 190
340 472 175
215 521 174
215 215 165
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345 138 0.0
366 244 9.8
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297 135 216
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27 27 27
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In spring '99, there were "Neo Geo CD", "Neo Geo", and "Mega CD" as selections. The numbers for those three hardware are added to "Others" in the

current study.

"Play Station (PS one)", which came first in the pervious investigation, declined with 10 points and came third spring

—spring 2001 735

The ones whose possession rate rose by more than 10 points are "Play Station 2" spring 2000 31.8 -

spring 2001 50.3

and "Dreamcast" spring 2000 27.8

- spring 2001 38.9

The possession rate of "Game Boy Advance shows about 20% on the tenth day from its release.
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2.Hardware that they wish to purchase

Unit
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2001 Spring Total 1,042

57
10 12 yrs. old 48 50.0 313 18.8 20.8 125 125 104 104 4.2 8.3 0.0 0.0 4.2
13 15 yrs. Old 193 42.0 39.9 45.6 19.2 13.0 15.0 8.3 6.2 2.1 2.6 0.5 0.5 6.2
16 18 yrs. Old 184 52.7 34.8 45.1 27.2 152 19.6 8.2 3.8 3.3 11 2.2 0.0 6.0
19 24 yrs. Old 212 46.7 40.1 42.0 255 10.4 9.9 4.2 7.1 1.4 14 0.0 2.4 9.4
® 25 29 yrs. Old 121 39.7 37.2 47.1 25.6 14.9 9.9 4.1 9.1 17 0.8 0.8 2.5 6.6
éf 30 39 yrs. Old 79 31.6 40.5 50.6 17.7 8.9 6.3 215 2.5 2.5 13 3.8 0.0 3.8
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© 10 12 yrs. Old 21 42.9 42.9 915; ol5 33.3 4.8 0.0 4.8 0.0 0.0 0.0 0.0 9.5
13 15 yrs. Old 36 52.8 36.1 194 194 16.7 8.3 16.7 2.8 2.8 5.6 5.6 0.0 0.0
16 18 yrs. Old 29 65.5 51.7 34.5 17.2 31.0 13.8 3.4 0.0 3.4 0.0 0.0 0.0 3.4
19 24 yrs. Old 41 51.2 48.8 26.8 14.6 22.0 7.3 146 7.3 2.4 0.0 2.4 2.4 4.9
25 29 yrs. Old 41 34.1 58.5 22.0 9.8 195 14.6 7.3 7.3 0.0 2.4 2.4 0.0 0.0
30 39yrs. Old 37 48.6 37.8 18.9 29.7 16.2 8.1 5.4 5.4 0.0 0.0 0.0 0.0 8.1
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The numbers for '99 spring and 2000 spring shows Playstation.

People who wish to purchase a "Gameboy Advance" exceeded 40%, thus it was the most wanted hardware. The
majority of the males between 10 and 12 years old and between 16 and 18 years old wished to purchase a "Gameboy
Advance". Alternatively, the proportion went above 60% among the 16- to 18-year-old females.

"Play Station 2" and "Xbox" followed as the second and the third places respectively.
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3.The most favorite/least favorite genre of game

Least favourite genre

) Favourite genre Total(N=1,042 ) .
Unit Male(N=837 ) Unit

10 0 Female(N=205 ) 0 10 20
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31 4.3
3.1 Shooting 3.6
2.4 7.3
2.8 10
3.1 Sports 9.4
1.5 12.2
1.4 [ 13.8
1.6 Racing 4.1
1 L [2.9
1.4 6.3
1 Puzzle 6.9
3.4 3.9

0.9 —— 17.3
1.1 Card battle game ? 7.9
0.0 4.9
8:% |! I_30ard Fable 77_'26
0.5 Shogi, Mah-jong, etc. 9.3
0.2 Board table 10.4
0.1 Pachinko Pachinko-slot 10.6
0'5 etc. 9'3
0.8 []1.3
0.8 [ Network games of B 13
0.501 style [ 11.5
%'_ % 0 Network games of :|22_ '38
0.5 ﬂ competition style E 4.9
0.1 | 0.4
0.1 Others §o0.5
0.0 0.0
=
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5:0 2.9
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0.7 Unidentified mlo.8
0.5 10.5

The first place for the most favorite genre was the *'role playing", then "action RPG" and "'raising/love simulation"
follow. Nevertheless, the "rasing/love simulation also came second for the least favourite genre (The first place was
the "board/table (pachinko, pachinko-slot, etc.)").
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4. The most favorite/least favorite genre of game sorted by gender and age

Upper row Most favourite genre
Lower row Least favourite genre

Unit

Gender age
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5.Information to refer to when purchasing a software

Unit
80
Multiple answers
N=1,042
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2001 Spring Total 1,042

597
10 12 yrs. Old 48 54.2 60.4 43.8 14.6 18.8 16.7 0.0 18.8 0.0 4.2 0.0
13 15 yrs. Old 193 81.9 50.8 39.9 233 34.2 29.0 73 14.0 8.8 41 05
16 18 yrs. Old 184 88.6 375 33.7 255 26.6 22.8 136 9.8 9.8 22 0.0
19 24 yrs. Old 212 87.7 36.8 23.6 311 311 245 151 113 8.0 28 19
o 25 29yrs. Old 121 86.8 273 20.7 38.0 25.6 20.7 149 10.7 58 58 33
é 30 39yrs.Old 79 70.9 304 114 19.0 24.1 30.4 177 51 13 13 0.0
5]
£ 205
10 12 yrs. Old 21 333 714 57.1 143 95 143 0.0 95 0.0 0.0 0.0
13 15 yrs. Old 36 77.8 58.3 47.2 27.8 194 27.8 0.0 111 83 0.0 28
16 18 yrs. Old 29 82.8 55.2 55.2 44.8 20.7 48.3 6.9 103 6.9 0.0 0.0
19 24 yrs. Old 41 75.6 46.3 317 220 122 29.3 49 24 0.0 0.0 0.0
25 29yrs. Old 41 58.5 43.9 415 34.1 195 26.8 122 9.8 24 9.8 49
30 39yrs. Old 37 56.8 514 16.2 21.6 135 243 16.2 135 54 54 0.0
| 2oo0sering Tot 1054 789 w2 w5 26 147 27 97 140 59 21 19
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"Game magazines' got the first place as the last two surveys. The proportion of "Shows/events"is increasing little
by little each year. Moreover, "internet" went up by 10 points from last time.
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6. The place where the software is most likely purchased from

2001 Spring Total 1,042
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0.0
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The most popular place to purchase a software, the "game shops", tends to be decreasing its rate from the past
two investigations. On the contrary, "Electronic appliances and camera shops™ seems to be in increase.
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