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Abstract

In recent years, with the improvement of female players’ consumption power and self-awareness,
“she economy” has been rising, and the status of female players in the game field has been continu-
ously improved. Among them, as a favorite of female players, otome games have attracted the
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attention of a large number of female users with its unique narrative style and interactive mecha-
nism. As a type of game with female players as the main audience, otome games meet the emotional
needs of female players through rich emotional interaction and unique emotional experience de-
sign. This paper will discuss the emotional impact of the interaction mechanism of domestic otome
games on female players under the wave of “she economy” and the realistic dilemma faced by do-
mestic otome games from the aspects of plot design, role setting, and interaction between players
and game characters. The aim is to provide beneficial reference for the innovation of theory and
practice in the game industry and promote the innovation of interactive mechanism in the game
industry.
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