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Big Picture

If English is not your second language, should you use ChatGPT in English or in your first
language? That is the question this paper addresses.

It has been established that in purely factualissues (such as answering exam
questions) ChatGPT tends to be more accurate in English [see ChatGPT Beyond
English: Towards a Comprehensive Evaluation of Large Language Models in Multilingual
Learning, 2023, Viet Dec Lai et al]. What does this mean for users who have English as
their second language? Should they use their native tongue or English? Whilst purely
factual matters might be more accurate when asked in English, what about other types
of questions? Might asking in another language sometimes unlock different and
potentially useful insights?

In this informal note, the authors share the results of an experiment looking at the
impact of asking questions to ChatGPT in different languages. These questions were
asked in the context of market research and insights.

The key findings were:

e When asked a question in English, the answers appeared to be longer and more
analytical.

e Although though the questions did not identify a location, asking in different
languages tended to highlight different cultural and social phenomena.

e Using a human translation of the question to Thai or Japanese and then using a
machine to backtranslate the text did not generate the original question. This
reminds us that it is often not possible to ask the same non-trivial question in
two languages —increasing the chances of ChatGPT providing a different answer
to the same question asked in two languages.

e Asking the same question twice or regenerating the answer can generate
differences, so some of the differences observed will be chance, and some will
relate to the language being used.

e ChatGPT coped well with Thai and Japanese, but it struggled with Yoruba in
some cases.

e For speakers of a second language there are potential benefits to asking the
question in both English and in their first language.



High and Low Context Languages

The authors speculate that one reason for differences between languages is whether
they are high or low context. “A high-context communication ... is one in which most of
the information is already in the person, while very little is in the coded, explicit,
transmitted part of the message. A low-context communication is just the opposite.”
(Hall, ET (1976) Beyond Culture). English is a low-context language. Communication is
done with direct statements, and little shared knowledge is assumed. Thai and Yoruba
is classed as moderately high-context and Japanese as high-context. High-context
languages rely in more shared knowledge, context and even non-verbal clues. An
answer provided in a high-context language may be providing more insight to an native
speaker than a simple translation to English might suggest.

Experiment

The starting point was to pose a question to ChatGPT in English, to establish a
benchmark response. The question was then translated into Japanese, Thai and Yoruba
by the authors. The translated questions were then used as prompts to ChatGPT to
elicit responses in the same language. The question asked in Japanese generated an
answer in Japanese and the same for Thai and Yoruba.

The authors then contrasted the ChatGPT outputs with the English response to the
English question to qualitatively assess any differences. The team noted any
differences in the responses.

To explore further nuances, the two authors based in Japan used separate translations
of the English Question, and in Thailand the author contrasted her responses with those
of her 20-year-old daughter.

The ChatGPT that was used was the main version in use before the o-series, reasoning
models.

The Data

The English, Reference Question and Reference Response

Ray Poynter took the lead on the English question, creating the Reference Question and
collecting the Reference Response.

Question:

“My client makes computer games. Most of their players of their games are women in
the age 25 to 55. My client has developed a new game, and they have to decide the best
day of the year to launch it. How should they find the best answer?”

Note the question does not mention the location of the market where the productis to
be launched.



ChatGPT’s Response:

“Choosing the best day of the year to launch a new game—especially when the target
demographic is women aged 25 to 55—requires a structured, data-driven approach.
Here’s a roadmap for how your client can discover the ideal launch date:

1. Analyze Player Behavior and Data
A Current User Analytics
If your client has other games, leverage existing user data to see patterns of peak
playtime, engagement, and spending. Are certain days, weeks, or months more
active than others?

B Seasonal Trends

Look at traffic, sales, and in-game activity across the calendar year. Identify if
there are seasonal dips or surges (for instance, around holidays, vacations, or
back-to-school periods).

C Device or Platform Insights
If the game is mobile, are engagement rates higher on weekends or weekday
evenings? If it’s PC/console, does engagement follow different rhythms?

2. Conduct Market Research
A Surveys and Focus Groups
Invite players from the target demographic (women, 25-55) to offer feedback on
their preferred times to discover or start a new game. Gather data on their daily
routines, work schedules, and entertainment habits.

B Social Listening

Monitor social media and community forums to see what current players or
potential players discuss about gaming schedules, especially around holidays,
family commitments, or seasonal changes.

C Competitive Analysis

Research other game releases in the same genre or with the same target
audience. Avoid launching on a day when a massive title or a direct competitor is
releasing or running a big event.

3. Consider External Calendar Events
A Major Holidays and Travel Seasons
For a demographic of women 25-55, holidays like Mother’s Day or school breaks
might play a role in whether they have more or less free time to explore new
games.

B Promotional Opportunities (Sales, Awareness Days)
Check if there’s a natural “tie-in” date—e.g., if the game has a theme that aligns

with a known awareness day or event.

C Advertising and Marketing Cycles



Factor in the times of year when marketing dollars go further or are more
expensive (e.g., Q4 holiday season is competitive and costly).

4. Plan & Test

A Soft Launch / Regional Launch

Test on a smaller scale (regional launch or a closed beta) to see if the day of the
week or time of year influences key metrics such as user acquisition, retention,
and monetization.

B A/B Testing Launch Periods
If possible, run timed promotions or content drops on different days to see which
timeframe resonates best with the audience.

5. Weigh Practical/Operational Factors

A Internal Team Availability

Make sure your development, marketing, and support teams are at full capacity
for a smooth launch. A release date right before a major holiday or weekend
could leave the team stretched too thin.

B Lead Time for Marketing

Ensure there’s enough runway to build anticipation and awareness before
launch. The best date still needs lead time to execute campaigns (ads,
influencer collaborations, social media teasers).

Putting It All Together

1.

Gather Data from analytics, surveys, and competitive research.

2. Identify Key Dates that align with peak engagement or minimal competition.
3. Validate Through Testing (soft launch or targeted promotions).
4. Confirm Operational Readiness to handle any post-launch support.
5. Choose the Date that balances marketing advantage, audience availability, and
the team’s ability to provide a smooth rollout.
Final Thoughts

By combining quantitative data (user analytics, seasonal trends, competitor analysis)
with qualitative insights (user surveys, team capabilities), your client can pinpoint a
launch date that maximizes visibility, drives engagement, and resonates with their core
demographic of women aged 25-55.”

The response was very structured and comprised 590 words. Western cultural
references included Mother’s Day and that during the Q4 holidays money is less readily
available.



The Thai Question and Response
Dangjaithawin Anantachai (Orm) took the lead on the Thai question and response.

In Thai the question was:
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The Thai Response

The Thai answer was translated to English by Translated by Dangjaithawin Anantachai.
The English version of the Thai response is shown below.

“To decide on the best date for launching a new computer game targeted at women aged 25-55,
several factors should be considered through data analysis and market research as follows:

1. Analyze Target Audience Behavior

e Gaming Time Patterns: Investigate when this audience is more likely to have free time,
such as during holiday seasons or vacations.

o Interest in the Game Genre: Study whether your game aligns with trends or preferences
during specific periods, e.g., relaxing games during times of high stress.

2. Analyze Competitor Data

e Check when competing games are being launched to avoid overlapping with similar titles.
e Analyze historical launches of similar games to see which months or seasons performed best.

3. Seasonal and Festive Considerations

e Holidays and Festivals: Choose periods when people are more likely to have free time,
such as New Year, summer holidays, or significant national holidays.

e Bonus Periods: Target times when consumers have higher purchasing power, such as after
receiving year-end bonuses.

4. Survey Target Audience Opinions

o Use surveys within your target audience, such as through social media or existing player
communities, to gather opinions on the most suitable release period.

5. Analyze Historical Sales Data

e Review past sales performance of your previous games or similar games in the industry to
identify high-performing periods.

6. Leverage Data Analysis and AI Techniques

o Use Al to analyze consumer behavior data, such as Google Trends, to examine search
Interest or demand for your game genre during different times of the year.
e Use player analytics software to predict periods with high potential.



7. Plan Marketing Activities Around the Launch

e (onsider the time needed to execute marketing campaigns before the game’s release, such
as allocating 3-6 months for promotions.

Choosing the best launch date should incorporate both qualitative and quantitative data from the
factors above. Conduct a thorough analysis and tailor the decision to the specific marketing strategy
for the new game.”

The English translation comprised 312 words (compared with 590 for the Reference
Response).

Differences from the English Response
The key differences between the English reply and the Thai reply are:
e Length and specificity. The English benchmark response was nearly twice as
long and provided a more step-by-step prescription for launching the game.
¢ Inthe English reference answer, the text highlights that women might have more
or less free time during periods like holidays. The answer in Thai seems to
assume that women having more time during holiday seasons and vacations.
e InThaithereis areference to times when people have more money, such as
when year-end bonuses are paid, which is relevant in Thailand, but not the
English-speaking worlds of USA and UK. In the English there is a reference to
Mothers Day, which is relevant to USA and UK.
e The English reference answer includes soft launches and A/B testing, the Thai
response includes the use of Al.



The Japanese Question and Response

Tomoko Yoshida and Noriko Kishida took the lead on the Japanese question and
responses. This section details the experiment conducted by Tomoko Yoshida and then
reports Noriko Kishida’s experiment.

Tomoko Yoshida

Question:
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(Back translation from Japanese to English)
# Marketing # Computer Games

My client is a computer game manufacturer. The majority of the users of the games my
client offers are women between the ages of 25-55. We have developed a new game
and would like to determine the most effective launch timing. What would be the best
approach to find the optimal solution?

ChatGPT’s Response:
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(Translation by Tomoko Yoshida)

“In order to optimize the launch timing of a new game, it is important to take an
approach that takes into account the characteristics of the target audience: women
between the ages of 25 and 55. The following steps will help you determine the most
effective launch timing.



1. Understand the lifestyles and behaviors of your target users

Women aged 25-55 are at different life stages and spend different amounts of time on
family, work, and hobbies. By understanding the behavioral patterns of this
demographic, it will be possible to determine which timing is most effective.

- Balance with work and family: While busy during the weekday, expect more time to
relax in the evenings and on weekends. In particular, there may be a tendency to use
games more frequently on Friday evenings and Sundays.

- Life event and seasonal factors: For example, women raising children may spend
more time gaming during school vacations, and attention to gaming is likely to increase
during the New Year holiday, summer vacation, or holiday season.

2. Research competitors and market trends

Researching the timing of game releases and promotional activities of competitors who
are targeting the same target audience can be very helpful in determining launch timing.
It is difficult to stand out if the timing coincides with a competitor releasing a strong
game. Therefore, itis ideal to avoid the competitor's schedule.

3. Take advantage of seasonal characteristics

Planning your launch to coincide with a specific season or event can be very effective.
Below are some considerations for taking advantage of specific seasons and events

- Spring: Time of new life and new beginnings. This is a good time to appeal to users
seeking new challenges and healing.

- Summer: Vacation and vacation periods provide more time to relax, which also tend
to increase gameplay time.

- Fall: Atime when people begin to prepare for a new season. Games may be preferred
when there is room to play for longer periods of time.

- Winter: players tend to spend more time playing games because of events such as
New Year's Eve and Christmas.

4. Analyze historical data and user behavior patterns

If you have rolled out different games or beta versions in the past, you may want to
leverage that data to find out which times of the year users were most active. Look at
the response on online platforms and social networking sites to understand which
times of day, days of the week, and seasons were most effective.

5. Social media and influencer utilization

When considering promotion on social media (Instagram, TikTok, Twitter, etc.), which
are actively used by your target audience, you are likely to see better results if you target
your campaign at popular times and trends on these platforms. Collaboration with
influencers can be particularly influential in choosing the right time to launch.

6. Pre-launch promotion and test marketing

Before the game's official launch, run a teaser or pre-registration campaign to observe
user response. This will help you determine which channels are most likely to generate
interest and which channels will be most effective, allowing you to optimize the official
launch.

7. Regional timing adjustments

When considering global expansion, it is important to take into account differences in
culture, holidays, and seasons in each region. In particular, there are different
behavioral patterns in Asian, European, and U.S. markets, so launch timing needs to be
adjusted for each.
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Analyzing a combination of these approaches and selecting the time of year when the
target audience is most active and responsive will lead to a successful game.”
(597words, very similar to the English Question’s 590 words).

Comparing the English and Japanese Responses —- Tomoko Yoshida

Comparing the English answers to Ray Poynter’s question with the Japanese answers to
Tomoko Yoshida both of which provided by ChatGPT, the most distinctive difference
was that the answers to Ray (in English) are logical, comprehensive, and data-driven,
whereas the Japanese answers to Tomoko are more focused on target understanding,
including their lifestyle and game-playing behavior.

For example, in the case of seasonal considerations, answer to Ray in English focused
on gquantitative trends across the calendar year, such as traffic and sales, whereas
answer to Tomoko in Japanese focused on the seasonal dynamics between the user
and the game and advised to take advantage of these phenomena.

In addition, while the English answer to Ray's question offers practical advice such as
testing on a smaller scale and A/B testing, as well as advices related to team availability
and lead time for launch, the Japanese answer to Tomoko's question is unique in that it
consistently focuses on advice that is close to the user, such as observing the user's
reaction to teasers, the pre-registration campaign, etc.

Why this difference?

My guess is that characteristic of the English and Japanese languages influenced to
these differences. The fact that Japanese is more ‘high context’ and uses more
emotional phrases than English may have contributed to this result. What seems to be
an important point in this regard is the terminology used in the prompt.

The English promptincluded the phrase “they have to decide the best day of the year
to launch it” whereas when back translate the Japanese prompt, it includes “would like
to determine the most effective launch timing. What would be the best approach to
find the optimal solution?”. In other words, “best day” in English promptis more
specific and direct than “most effective launch timing” in Japanese prompt.

Noriko Kishida
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Back translation by Noriko Kishida

“My client makes computer games. Most of their players of their games are women in
the age 25 to 55. My client has developed a new game, and they have to decide the best
day of the year to launch it. How should they find the best answer?”
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ChatGPT’s Answer
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Translation of ChatGPT’s repones by Noriko Kishida.

“There are several factors to consider when deciding on a release date for a new
computer game. We recommend considering the following steps:

1. Target audience analysis: Since the main target audience for the game is women
aged 25 to 55, itis important to identify the times and days when this group is most
active and likely to be interested. For example, it might be a good idea to tie in with a
specific holiday or event (such as Mother's Day or Women's Health Month).

2. Market research: Research the release dates and marketing strategies of other
games or products that have a similar target market. This may include data such as
release dates, promotional activities, and sales results.

3. Competitive analysis: You should also consider avoiding competing with other
major games or events that are planned for the same period. Choosing a time with less
competition may lead to greater attention and sales promotion.
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4. Promotion and marketing: Plan sufficient marketing and promotional activities
before the launch to reach your target female audience. Consider social media
campaigns, influencer collaborations, and advertising strategies.

5. Seasonal considerations: There may be certain seasons when interest in your
productincreases. For example, during summer vacation and the year-end and New
Year holidays, people spend more time at home, so there is a higher demand for new
entertainment products.

6. Data-driven decisions: Where possible, we use insights from historical sales data
and market research to predict the most effective launch date. Through data analysis,
we may be able to quantitatively assess the benefits of launching on a particular day.
By following these steps, clients can select a strategic launch date to maximize the
success of their new game.” (285words, compared with 590 words for the English
question)

Comparing the English and Japanese Responses — Noriko Kishida
ChatGPT's response to Noriko Kishida is very simple. The amount of information written
is small compared with Tomoko’s and the English version.

In the Noriko version, for example, it only says, “Consider seasonal factors. There is a
possibility that interest in the product will be concentrated in a particular season”, but
in the English version, specific checkpoints are mentioned

In the English version, there are many specific references to the research method and
things to investigate.

Elements that are in the English version but not in Noriko's include:

e Insightsinto devices and platforms

e Surveys and focus groups

e Sociallistening

e Planning and testing

e Considering practical/operational factors

Differences between the Reponses to Tomoko Yoshida and Noriko Kishida
Itis unclear what is causing the differences between the Tomoko and Noriko versions.
The differences in the questions are minimal.

Tomoko wrote # Marketing # Computer Games. Some of the differences will be caused
by the probabilistic nature of ChatGPT - asking it the same question twice tends to
generate different answers.

The answer to Tomoko was longer and more detail than to Noriko. Thus, we asked
ChatGPT to review how such difference occurred by uploading these two documents.
The answer was interesting, so we are posting the main points here.

1. Differences in respondent (generated Al) orientation
¢ Answer to Noriko: Relatively simple, with a structure that clearly shows strategic
steps.
¢ Answerto Tomoko: In-depth analysis of target users' lifestyles and behaviors.
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2. Differing interpretations of the question
e Answer to Noriko: Interpreted that the purpose was to show “the procedure
(framework) for determining the correct launch date
¢ Answerto Tomoko: Interpreted as focusing on “measures to succeed in the actual
market”.
3. Influence of background knowledge and training data
This may have been created by differences in training data or differences in which
information is emphasized during the prompting process.
4. Subtle differences in question wording
Even if the questions were nearly identical, the following subtle differences could
have affected the results.
e differences in the generation process, including the influence of ChatGPT’s
version and settings
e the number of times the promptis regenerated (Noriko generated once, Tomoko
generated twice)
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The Nigeria/Yoruba Question and Response

Seyi Adeoye took the lead on the Nigerian Question and Response. Note, Nigeria has
multiple languages, including English, but Yoruba is central to Nigeria and areas such
as Lagos in particular, and Yoruba was selected for this experiment.

Question:

Onibara mi se awon ere konputa. Pupo julo awon osere won ti awon ere won je awon
obinrin ni ojo-ori 25 si 55. Onibara mi ti se agbekale ere tuntun kan ati pe won ni lati
pinnu 0jo ti o dara julo ti odun lati se ifilole. Bawo ni won se le rii idahun ti o dara julo??

ChatGPT’s Response:
Lati pinnu ojo ifilole ti o dara julo fun ere naa, onibara re le se awon igbese wonyi:

1. Se Atupale Data Awon osere — Sayewo bi awon osere se n sere awon ere won
tele. Se awon osere n sise die sii ni awon akoko kan pato ninu odun?

2. Wo Awon Sese ati Awon Isinmi— Awon obinrin 25 si 55 le ni akoko die sii lati sere
lakoko isinmi bii Keresimesi, awon isinmi ile-iwe, tabi awon ose dida.

3. Seayewo Ifilole Awon ere miiran — Yago fun idije pelu awon ere nlati o le gba
ifojusi lo.

4. Sayewo Igbaradi Ipolowo — Qjo ifilole naa ye ki o ba ipolowo ati igbelaruge oja
mu, lati rii daju pe o saseyori.

5. Selfilole Idanwo (Soft Launch) - Won le se ifilole ere naa fun agbegbe kan lati
sayewo esi ati yan ojo to dara julo.

6. Yan Qjo ose to dara - Qjo Tuesday tabi Thursday maa n je 0jo ti opolopo awon
ere ti njade, sugbon fun awon obinrin, ipari ose le sise dara julo.

Differences from the English Response?

My client makes computer games. Most of their players of their games are women in
the age 25 to 55. My client has developed a new game and they have to decide the best
day of the year to launch it. How should they find the best answer?”

Onibara mi se awon ere konputa. Pupo julo awon osere won ti awon ere won je awon
obinrin ni ojo-ori 25 si 55. Onibara mi ti se agbekale ere tuntun kan ati pe won ni lati
pinnu 0jo ti o darajulo ti odun lati se ifilole. Bawo ni won se le rii idahun ti o dara julo?

This was a literal interpretation of the questions with no errors. | noticed that the
numbers 25 (“Arundilogbon” ) and 55 (“aadota marun”) were mentioned ‘as is’ instead
of using the actual Yoruba words to describe them

Lati pinnu ojo ifilole ti o dara julo fun ere naa, onibara re le se awon igbese wonyi:

1. Analyze Player Data - Look at past engagement trends for their games. ldentify
spikes in activity, purchases, or downloads throughout the year.
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Se Atupale Data Awon osere — Saewo bi awon osere se n sere awon ere won
tele. Se awon osere n sise die sii ni awon akoko kan pato ninu odun?

This was also accurately translated. The word DATA is used “as is” because it does not
have a Yoruba translation just like Christmas(keresimesi) and so many other words

2. Seasonal & Holiday Impact — Check if their audience has more free time during
specific holidays, school breaks, or seasons. For example, launching around
holiday shopping periods (e.g., Black Friday, Christmas) could be beneficial, but
competition might be high.

Wo Awon Sese ati Awon Isinmi—Awon obinrin 25 si 55 le ni akoko die sii lati sere
lakoko isinmi bii Keresimesi, awon isinmi ile-iwe, tabi awon ose dida.

It was not accurate in its interpretation: from the very beginning, words like
seasonal and holiday impact which translates as akoko ati ipa isinmi were not
mentioned and it even mentioned words like awon obinrin 25 to 55 i.e. women
ages 25 to 55; this was not even in the English ChatGPT feedback

Below is an interpretation from an elderly Yoruba person (with a solid command
of the language), using the right words in the proper context

Akoko & Ipa Isinmi - Sayewo boya awon olugbo won ni akoko ofe die sii lakoko
awon isinmi kan pato, awon isinmi ile-iwe, tabi awon akoko. Fun apeere, ifilole ni
ayika awon akoko riraja isinmi (fun apeere, Black Friday, Keresimesi) le je anfani,
sugbon idije le je giga.

3. Industry Trends & Competitor Launches - Avoid releasing near major gaming
industry launches that could overshadow their game. Looking at past industry
patterns can help.

Se ayewo Ifilole Awon ere miiran - Yago fun idije pelu awon ere nlati o le gba
ifojusi lo. “Looking at past industry patterns can help” was completelty ignored
and not translated

4. Marketing Readiness — Ensure their marketing campaigns can build enough
momentum before launch. The best day should align with peak ad performance
times

Sayewo Igbaradi Ipolowo — OQjo ifilole naa ye ki o ba ipolowo ati igbelaruge oja
mu, lati rii daju pe o saseyori.

Point 4 was kept short but words like “The best day should align with peak ad
performance times” were totally missed out in the interpretation. Thisis a
surprise considering the fact that all these words have Yoruba translations. Even
the word ‘ad” which is “ipolowo’ in Yoruba was exempted
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5. Soft Launch & A/B Testing - If possible, do a small-scale release or test
different marketing pushes on potential launch dates to measure response.

Se Ifilole Idanwo (Soft Launch) - Won le se ifilole ere naa fun agbegbe kan lati
sayewo esi ati yan ojo to dara julo.

Literally translated as they can “do a launch in a community instead of testing
different markets”. The Yoruba word for market is ‘Oja’ and this was not picked
up in ChatGPT’s translations

I would have translated this as “ Se itusile iwonba kekere tabi ke se idanwo
awon titaja orisirisi” instead of sayewo ( sayewo also means testing but the word
idanwo means “ to test”. This word makes it more informative and impactful).

6. Day of the Week Matters - Historically, Tuesdays and Thursdays are common
for game releases, but for a female audience (25-55), weekends might be more
effective

Yan Qjo ose to dara - Qjo Tuesday tabi Thursday maa n je 0jo ti opolopo awon
ere ti njade, sugbon fun awon obinrin, ipari ose le sise dara julo.

The two days of the week Tuesday (Ojo Isegun) and Thursday (Ojobo) were not
translated into Yoruba;We noticed the same pattern of not having the ability to

translate numbers as shown in the way Ray’s initial question was phrased in
Yoruba....As shown below

“Onibara mi se awon ere konputa. Pupo julo awon osere won ti awon
ere won je awon obinrin ni 0jo-ori 25 si 55”

Compared with Japanese and Thai, ChatGPT struggled with Yoruba. This imbalance will
hoefully reduce over time, but it should be borne in mind when considering how to ask
questions.
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Appendix

Thai
Here is a fuller set of exercises looking at using Thai, including the experiences of two

different people. The session starts with the question and answer in Thai, as report by
Dangjaithawin Anantachai (Orm) earlier in this paper.

o o A s ' vy a A '
Orm: gnaesiuiudianununeuiinges Tasaiulngdiaunuveswinaineduajanielgszyin 25 i 551

o

A yyve 2 ) v A A Ao P Y '
‘Umﬁu@,ﬂﬂ']vlﬂWﬁuu‘]!ﬂllIﬂllglluil']ua3@@\1ﬂ‘]i@lﬂﬁuGlﬂl.ﬁE]ﬂ'Ju‘V]ﬂ'ﬂqﬂiuﬂmﬂgLﬂﬂ@]mﬂﬂJﬂiﬂa_l'J

31935 lalumsdumaaeunanga?

1Pl e

' '
oo al >

A: msdadulaldaniunidigatlumadadinulmidmsunauihwineddusvdoany 25-55 1l
asRsanuaaixIaiaaldidiensvidayanazitanain ail:

1. Simsnvinganssuaasnautihuung
o 2wy Snanualalullgndenguifivm Tindazinaiinenadu wiy
A TungananIanIaaIngaRnTay

o anuaulaluinu: nmiuwinuaaspanssfunssudviamuilanluzionaile iy
tnunnauaataludvnaudaInITinaInANNLATEA

2. Ainsviiziaanua

'

o amadauIuANlmizadquvaziiadufialug iiandndasnisrudunuiidnwaslinaidnodu
o Aanzvitnunlasluadiaifauviazisnanlanisansflauge

3. s zviganIanasinania

o Fungamuazinania: MeRKAuina1Ie iy Tulllvi Sunganthsau
wiawmanmag i lulsunaihvung
e 29Tuia: hvnifaufiindvdiage 12y navanlasuludslaredl

4. nsdrmraanuiuaguiniung

o Tfuuuarnalunguiihvang ot msgé'fommumimﬂuaﬁlﬁuu“sanamﬁaumuﬁﬁaq
WadumANudAatiuinzhna luuitinesuige

5. nsiwmsviiziayalssidnisana

o dAnwlszidmsmanasnuiiviainuluaadivinssuidendu
Wagnuiinagvingaaune'ladiudielnu

6. nsladmaiian1sitnsziidiayauas Al

o 14 Al Wiadianevitayanafinssugusiaa iy n13ld Google Trends
aeanufianludrdumusanissulaiedudssianinuluzisnaiceg
o Tldaranssitansvidayagiauiiananisaizonaniidnaawgs
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7. MuunnunIsaaiasaunisiilasn

o WA luNsviwandynIseaIaaduinAauadiItny 1y Nsldnan 3-6
waulunisidsiua

' ' ]
oo o ol '

nmsdndulatuiladRdiganislddayarisidonamwuazidolsinaniniasainaiunsiudu
Jiangvliisaudu uazdsubitnungdunagnsnisaaiauadtnuiniiaaLIang

Orm: English translation

“To decide on the best date for launching a new computer game targeted at women aged 25-55, several
factors should be considered through data analysis and market research as follows:

1. Analyze Target Audience Behavior

e Gaming Time Patterns: Investigate when this audience is more likely to have free time, such as
during holiday seasons or vacations.

e Interestin the Game Genre: Study whether your game aligns with trends or preferences during
specific periods, e.g., relaxing games during times of high stress.

2. Analyze Competitor Data

e Checkwhen competing games are being launched to avoid overlapping with similar titles.
e Analyze historical launches of similar games to see which months or seasons performed best.

3. Seasonal and Festive Considerations

¢ Holidays and Festivals: Choose periods when people are more likely to have free time, such as
New Year, summer holidays, or significant national holidays.

e Bonus Periods: Target times when consumers have higher purchasing power, such as after
receiving year-end bonuses.

4. Survey Target Audience Opinions

e Use surveys within your target audience, such as through social media or existing player
communities, to gather opinions on the most suitable release period.

5. Analyze Historical Sales Data

e Review past sales performance of your previous games or similar games in the industry to
identify high-performing periods.

6. Leverage Data Analysis and Al Techniques

e Use Al to analyze consumer behavior data, such as Google Trends, to examine search interest or
demand for your game genre during different times of the year.
e Use player analytics software to predict periods with high potential.

7. Plan Marketing Activities Around the Launch
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e Consider the time needed to execute marketing campaigns before the game’s release, such as
allocating 3-6 months for promotions.

Choosing the best launch date should incorporate both qualitative and quantitative data from the factors
above. Conduct a thorough analysis and tailor the decision to the specific marketing strategy for the new

game.”

This is quite interesting as | saw a few differences from answers | got from Gpt
yesterday and today. So | copied and pasted the answer | got earlier and asked it to
compare similarities and differences in table format.

Orm: This is the answer got from you yesterday, can you put this in the same table
above to compare similarities and difference?

A: Here's atable comparing the similarities and differences between the two sets of
guidance for selecting the best launch date for a game:

‘ Category H Yesterday’s Answer H Today’s Answer
- Analyze playing habits (e.g.,
Understand the Target weekends, holidays). - Investigate when the audience has free

Audience’s Behavior

- Identify seasonal trends, such as
holidays or cold-weather months
when gaming activity spikes.

time (e.g., holidays, vacations).
- Align with game genre trends.

Review Market Trends

- Avoid major competitor release
dates.

- Leverage gaming conventions or
festivals.

- Avoid launching during competing game
releases.

- Analyze historical launches of similar
games for best periods.

Consider Demographics

- Focus on holiday preferences (e.g.,
school breaks, New Year).

- Consider cultural or regional
holidays.

- Target holidays and significant festivals
(e.g., New Year, summer).

- Focus on bonus periods for higher
purchasing power.

Survey Potential Players

- Use social media polls, email
newsletters, or in-game surveys to
gather player input.

- Organize focus groups for insights.

- Conduct surveys or polls to gather direct
input from the target demographic.

Test with Marketing Data

- Run a soft launch in a smaller market
or beta test phase.

- Use A/B testing to evaluate player
engagement during different periods.

- Use data analytics to determine the best
sales windows based on historical
performance.

Use Analytics Tools

- Utilize analytics tools for behavioral
insights and market trends.

- Use tools like Google Trends to examine
search interest.

- Use player analytics to predict high-
potential periods.

Plan Marketing Activities

Not specifically mentioned.

- Allocate 3-6 months for promotions
leading up to the launch.

Similarities:

1. Both emphasize understanding the audience’s behavior and analyzing seasonal trends to
determine optimal timing.
2. Both stress the importance of avoiding major competitor launches and utilizing analytics
tools for decision-making.
3. Both suggest surveying players to gather direct input about preferences.
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Differences:

1. Yesterday’s answer includes soft launches and A/B testing to refine timing, while today’s
answer focuses more on historical sales data and bonus periods.

2. Today’s answer explicitly mentions allocating marketing campaign time (3-6 months), which
wasn’t covered yesterday.

3. Yesterday’s answer highlights leveraging gaming conventions and cultural holidays, while
today’s answer focuses more broadly on holidays and purchasing power periods.

Orm: Why do you think there are differences in answers you gave me to the same
question?

A: The differences in the answers arise from variations in context, focus, and how the question's nuances
were interpreted at the time. Here are the key reasons for these differences:

1. Depth of Context Provided in the Question

e Ineachinteraction, the level of detail you provide may vary. For example, if yesterday's question
emphasized player engagement strategies, the answer leaned toward tactics like soft launches
or A/B testing. Today’s framing might have highlighted strategic planning, leading to a focus on
long-term marketing and sales windows.

2. Focus on Different Aspects

e Answers are often tailored based on perceived priorities in your question. Yesterday’s answer
put more weight on testing and validation through player feedback and small-scale
launches, while today’s answer leaned toward broader strategic planning and competitor
analysis.

3. Evolving Context in Conversation

e Yourintent behind the question can subtly shift even if the wording is similar. For instance,
yesterday’s focus might have been perceived as tactical (how to refine timing), whereas today’s
focus appeared more strategic (how to determine the best timing overall).

4. Differences in Assumptions

e Yesterday’s answer assumed a focus on iterative approaches (e.g., testing in smaller markets or
conducting A/B tests). Today’s answer leaned more heavily on industry trends and marketing
preparation, which may reflect an assumption of a larger-scale launch readiness.

5. Balancing Short-term vs. Long-term Approaches

e Yesterday’s suggestions included practical steps to refine the launch through direct feedback
and experimentation. Today’s answer prioritized data analysis and planning, which aligns
more with long-term strategic thinking.

Bridging the Gap

Both answers complement each other and can be synthesized for a more comprehensive strategy. By
combining practical tactics (e.g., soft launches, player surveys) with broad strategic insights (e.g.,
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leveraging seasonal trends, analyzing competitor data), you can build a well-rounded plan tailored to
your needs.

Comparing with my 20 years old daughter answer
‘Lumimmﬂu‘lﬂmﬂmuwmmmmmumﬂﬂmmmﬂuwwLauu@mﬂuwmqmﬂ 25-55 ﬂ
Zﬁ’m’]i‘ﬂﬁ]ﬁl’]ﬁﬂ’\iﬂ\ﬁE]’ﬂiﬂuL‘W'ﬂﬂuM’]ﬂ’]f?‘lﬂ‘]_l‘ﬂﬁi/]fiﬂ.

1. manaziideyadinatn (Market Analysis)
=2 1 dl 1 = v a o o d’/ 1

« Anedaanainguulimunsaesnuiiuu inasinastogeqn :
- ganaanAn (u Black Frlday, 11.11, 12.12)

. mmwmmqwmﬂuunmqwmnmu v Tluad, Sungpnindmonys

. ’]Lﬂi"]w‘ﬂ‘wE]E]ﬂi‘ﬁ‘ﬂﬂ’ﬁ‘l"'ﬂ@’\ﬂslu’ﬂqﬁl@’]ﬂﬂiim Lﬂllﬂ’]ﬁﬁ“].lﬂ@ll whuunelaaanng

2. Madmauazivdeyaainiian (Surveys & Focus Groups)

. o . . 4y 4 a ey d o .
« Muuugeunuzedunsainguulmnaie Aunddasnan laiwonanduun linnagnaaesisatemnslu
- W lndeadifauazaiunuiiedisannuaniivaesngunimvung

3. MsAIzidiayanisutedis ( Competltor Analysis)
- Anmfudlnsresnuiindnanderiu wamnmmmﬂunumﬂumwm@mmﬂmuhiﬂ
+ gL iiinndlairessuts wasndasnafifinsussdiusionas

4. mannnziunliivasulad (Google Trends & Social Listening)
- lirseaiioiu Google Trends agpanufisnrasaAunineaiunulugouaisiige
- 14 Social Listening Tools weginauuuiinnmsaununaaiunslunguidnane

5. mmagauraaiiasdiu (Soft Launch & Beta Testing)
- iWadninuludamanas (Beta) Lﬁﬂ@mww”iﬂmmmmmLLmLﬁquLﬁﬂﬁ@uLﬂmﬁqﬁq
» agagavdiayanislidouionaediduludomasesitatinnidinsideana i vas

6. Mslmzidayanielutium (Internal Data Analysis)
- ArmzingAnssuninauinuresdiangiuteyaifneenidm ieszyuuniinnanininaugagn
- agagavdiayaatiAaininuii ieguusliiunadedandscaunanudisa

7. managauwanilynsnan (Marketing Campalgn Testlng)
- agatlsesunniylannuuumaassugaanaisingeg ieggneiifisamnsneuauasRnganausindulaidlafege
mslfunamedineduuunaunaiuazgan lanansadnauladenduiiangealunndesaing|Facadszavanm

Orm: can you compare the answer from my daughter to mine, in table format, on
similarities and difference?

Here’s a comparison of the two answers in table format, highlighting similarities and
differences:

Category HYour Daughter’s Answer HMy Earlier Answer
- Study when the target
audience is likely to have free |- Investigate gaming patterns (e.g.,
Target Audience time (e.g., holidays, long holidays, vacations).
Behavior weekends). - Study trends or preferences for the
- Analyze spending behavior in |game genre.
gaming.
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Category

HYour Daughter’s Answer

HMy Earlier Answer

Competitor Analysis

- Avoid launch dates
overlapping with major
competitors.

- Identify periods with lower
competition.

- Check competitor launch dates to avoid
overlap.

- Analyze historical launches of similar
games for insights.

Seasonal and Festive
Considerations

- Focus on sales seasons (e.g.,
Black Friday, 11.11).

- Target long holiday periods
(e.g., New Year, public
holidays).

- Consider holidays and festivals when
people have free time (e.g., New Year,
summer).

- Target bonus periods.

Surveys and Feedback

- Conduct surveys or interviews
to find out preferred timing.

- Use social media or forums to
gather player opinions.

- Use surveys or player communities to
gather opinions on the best release
period.

Historical Data Analysis

- Use internal data to analyze
player behavior.

- Review sales data from past
games for successful trends.

- Analyze historical sales data from
previous games or the industry to identify
high-performing periods.

Online Trend Analysis

- Use tools like Google Trends
for search interest.

- Leverage social listening tools
to track conversations about
gaming trends.

- Use Al tools like Google Trends for
consumer behavior and demand
analysis.

- Predict high-potential periods using
analytics.

Soft Launch & Beta
Testing

- Conduct beta testing to gather
feedback before the full

launch.

- Analyze engagement during
test phases for optimal timing.

Not explicitly mentioned.

Marketing Campaign
Testing

- Test advertising campaigns
during different periods to
evaluate player response.

- Allocate 3-6 months for marketing
campaigns before the launch.

Similarities:
1.

Audience Behavior: Both answers emphasize the importance of understanding

when the target audience has free time or higher spending potential.

launches from competitors.

target audience to refine the launch timing.

Competitor Awareness: Both suggest avoiding overlapping with major game

Survey and Feedback: Both recommend gathering opinions directly from the

Data Analysis: Both highlight analyzing historical data and leveraging online

tools like Google Trends to understand timing opportunities.
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Differences:

1.

Sales Seasons: Your daughter's answer explicitly highlights key sales periods
(e.g., Black Friday, 11.11), whereas my earlier answer focuses on general
holidays and bonus periods.

Soft Launch: Your daughter's answer includes beta testing or soft launches to
gather feedback, which is not covered in my earlier answer.

Marketing Campaigns: My earlier answer stresses allocating sufficient time (3-6
months) for promotions, which your daughter's answer discusses in the form of
campaign testing.

. Internal Data Analysis: Your daughter's answer emphasizes using the

company’s internal data, while my earlier answer relies more on historical and
industry-wide trends.

By integrating both approaches, a comprehensive strategy can be developed that
addresses both tactical testing and long-term strategic planning for the launch.
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