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Analysis of VR Game Trends using Text Mining and Word Cloud
-Focusing on STEAM review data-
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ABSTRACT

With the development of fourth industrial revolution-related technology and increased
demands for non-face-to—face services, VR games attract attention. This study collected
VR game review data from an online game platform STEAM and analyzed chronical
trends using text mining and word cloud analysis. According to the results, experience
and perceived cost were major trends from 2016 to 2017, increased demands for FPS and
rhythm games were from 2018 to 2019, and story and immersion were from 2020 to
2021. It aims to contribute to expanding the base of VR games by identifying the
keywords VR users take interest in by period.
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— Analysis of VR Game Trends using Text Mining and Word Cloud

~Focusing on STEAM review data— —
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VR S 6 020.07.20
ragnarock rhythm 6 2021.07.15
crisis VRigade 2| FPS 6 2020.06.09
*Rating : out of 7 points
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