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This research develops and evaluates a novel system which collects implicit
needs and preference of consumers through games and reflects them to a new product concept. The
proposed system is composed of (a) games for collecting attractive attributes to be incorporated
into the new product, (b) games for investigating consumers’ preference on a specified product

concept (i.e. a bundle of attributes), and (c) games for forecasting the demand on a product
realized from a specified concept.
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Output-Agreement Mechanism Input-Agreement Mechanism Inversion-Problem Mechanism
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