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A GWAP System for Collecting Subjective Attributes of a Product or Service
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This paper proposes a GWAP system for collecting subjective attributes related to consumer needs. The system
is played by a pair of players like ESP game. The players are provided with a specified form of information that
a persona with certain characteristics prefers product A to product B in a given scene. Then, the players input
possible reasons why the persona chose product A. If a same reason is input by both of the players, they get some
points. The matching of input reasons is judged by text mining technology. Further, the game evaluates each
input reason on the degree of generality and that of fitness, and determines the score for the reason according to
them. This paper also proposes a method for visualizing the relation between products and these reasons as a
perceptual map. The reason-collecting and visualization functions of the proposed game are verified by conducting
experiments concerning lunch options. As a result, the proposed GWAP system collected many reasons in a short
span of time and various ideas about new options were highlighted from the resultant perceptual map.
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