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The market of mobile game is growing rapidly according to increasing trend of mobile
market and dissemination of smart phone devices. Not only the number of male gamers, but
also female gamers who are relatively playing casual games are increased and the mobile
market is growing as well. Therefore, this study compared the tendencies in male and
female gamers using "Link” which was based on customizing and life simulation. The
results showed that female gamers had stronger affinity than male gamers in customization.
Both male and female gamers showed similar interests in battle situation. This paper
contributes to new perspective of mobile game developing and marketing opportunity.
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[Fig. 3] Customizing of the Link
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[Fig. 4] Mini—Game of the Link
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[Table, 1] Playing Pattern of Male Gamers
Hol [ An | A% | 54 | 3% | A
w1 50 9 4 23 39 2
32 117 82 22 16 105 8
w3 12 5 13 2 12 3
w4 143 28 4 8 149 1
w5 158 93 56 17 153 18
[Table. 2] Playing Pattern of Female Gamers
Hol | Au | AT | ¥ | A | Av
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