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This study is the first to reveal the actual situation and social impact of
the popularity of analog games in Japan based on a large-scale Internet-based questionnaire survey.
The survey revealed that the young generation in their 20s and 30s is the driving force behind the
analog game boom. They are positive about playing games and believe that their gaming experiences
are useful in the real world. They are willing to play games and believe that their gaming
experience will be useful in the real world.

In addition, it is clear that game developers in Japan are mainly non-professional, independent game
designers. Their handling of rights related to intellectual property was found to be insufficient
in both recognition and reality compared to other countries. In order to solve these issues, it is
necessary to conduct comprehensive and overarching research rather than focusing only on specific
areas.
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