


ForIn the visual novel games, the core creators such as the scenario writer and the original picturimage artist tend to have a very prominent presenceare clear. In addition, the majority of theIn fact, the popularity of a new the work largely depends on the past reputation of the core creators. Therefore, the user’sThat means  reputationcore creators will put their stamp not only on  affects the producer of individual elements of a game but as well as the entireon the entire game. 
Therefore, it is relatively easy for One consequence of this is that authors creators who have a successful work under their beltwith successful works find it relatively easy to make strike out on their own,independence based relying on their reputation to get more work. Conversely, bringing in one of these independent creators is an easy way for developers to hitch their game to an already successful creator’s reputationAlso, by adopting external influential creators, it is easy to incorporate their reputation resources into the game. It is not unusual for independent creators to join as members of the project of the originala development company’s original project..
a) [bookmark: _GoBack]ii) Schedule inhomogeneityUneven schedules + single-gamesingle development linepipelines.
With regard toWhen it comes to music music, moviescinematic sequences, the surroundings of the system, etc.,and so on, the demand isdemand for work is unevenly distributed only in a part of theconcentrated at particular times  development period and in a short period of timeand almost nonexistent during the rest of the development period, so that work does not occur in most of the development period. A major company with multiple development linesgames in the pipeline can continue to provide work to them music or video creators by shufflingifting the working time of composers and movie personnel on each linethem between projects. However, since most development companies of visual novel games development companies are micro- enterprises of a single development linethat focus on only one game, they must must rely on outsourced staff for their work.this kind of work. Some development companies do produce cinematic sequences or music in-houseThere are cases of in-house production of movies or composers, but in such cases, the creators of these elements are kept busy with writing or graphics-related work during times when there is are no cinematic sequences or music to createthat case they are also in charge of actual work such as graphics, scenarios or other general work during the period without task.	Comment by Author: Could you please explain what is meant by “システム周り”?
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