
 

   
 

��
���� ��� ������ �	�
��� 
2018�������� 

PC�
	�����
����������� 
 Analysis for the Influence Factors of the Sales for PC Game Software  
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In this study, I gather factors that influence the sale for PC game software. I show the results to analyze the factors 
and clarify the magnitude of the influence of factors related to the number of sales.�  
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[1]Mobile Revenues Account for More Than 50% of the Global 

Games Market as It Reaches $137.9 Billion in 2018(2018) 
https://newzoo.com/insights/articles/global-games-market-
reaches-137-9-billion-in-2018-mobile-games-take-half/ 


