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ABSTRACT

As the focus of game market moves to mobile era, payment on cyber money,
specifically for Gacha system, possesses a large portion for creating profit in game
industry. For this reason, this study mainly focuses on Puzzle and Dragon, the mobile
game of Gungho online entertainment in Japan, which has made enormous profit for
several years. The analysis on consumer sentiment for Gacha are categorized as below:
(1) gambling mentality and cognitive error in stochastic game in God festival (2)
reactional psychology for scarcity message in limited time God festival and collaboration
(3) personal satisfaction through friend system and character collection.
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