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ABSTRACT

Since the release of <Azur Lane> and <Girls' frontline> in 2017, business models for
collection mobile games have been changing. Collection Mobile games are composed
mainly of characters, and the business model is also highly related to user preference
factors. The Delphi method and the AHP analysis were used on ten experts in each field
of game production to identify preference factors, and five collection mobile games were
selected for business model analysis. The result shows that ‘moe’ characters are a major
preference factor, and accordingly, business models are also changing to focus on the
completion of character collection and products such as character skins.
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[Table 2] Subjects of Focussed Interview
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Factors N
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Sound effect 3
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Integration Results
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[Fig. 11 AHP Integration Results
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