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Research Summary

A Research on the Characteristics of Japan’ s Video Games
With Focus on Their Connectivity to Japan’ s Traditional Play Culture

Japanese traditional play, which is based not only on the relationship be
tween humans and other humans but also on the relationships between humans an
d nature and humans and kami, a supernatural being, has a strong tendency to
provide the players with momentum and fun. This characteristic and tendency m
ay have come from animism-related factors, which constitute the cultural foun
dation of Japan’ s traditional play. In particular, a tendency for kami to co
exist with Japan’ s traditional play, typically represented by matzuri, is vi
vidly shown, and the players can get momentum for and interest in the activit
y of playing from other forms of Japanese traditional play, based on these ch
aracteristics.

These cultural characteristics of Japan’ s traditional play cannot be eas
ily found in other cultural areas. While shinmyungpulee, which accounts for p
erformance aesthetics, including play, through the relationship between the p
erformers (including the participants) and God, exists in South Korea, which
is geographically close to Japan, it does not preach coexistence with God whi
le maintaining the identity of the ego, as in Japan. That is, shinmyungpulee
materializes another ego through union with God, and it can be said that the
characteristics of these differentiated play principles of Japan and South Ko
rea have had an influence, to some extent, on the modern entertainment cultur
e of the two nations. In reality, similar characteristics can be found betwee
n Japan’ s video games and its traditional play culture from the viewpoint of
momentum for playing a game, the space viewpoint of the game, and the identit
ies of the game characters. Similarity here means the formal and aesthetic fa
ctors that coexist between Japan’ s traditional play and video games. As ment
ioned earlier, the foundation for these factors’ coexistence can be attribut
ed to the animism culture that has been handed down and preserved in the Japa
nese society through the years. First, from the viewpoint of momentum, Japan
' s video games employ communication and coexistence with kami as a major mom
entum for the game. This view brings Japan’ s video games to a level differen
t from that of the video games of other cultural areas, in which the game eme
rges as a major momentum to crave for and pursue the five general human desir
es of money, love, power, honor, and eternal life. Second, when Japan’ s vide
0 games are seen from the space viewpoint, they allow the players to enjoy th
e game while maintaining and continuously reminding them of the relationship
between their ego and kami, which exists in the game world, through the disco
ntinuity of space. The leading game development style through the space conti
nuity may not be very important to a Japanese player enjoying a Japanese vide
0 game. It may bring greater joy to a player to be continuously conscious of
the existence of kami in the space development, in stage form, rather than ob
livion of kami through a complete immersion in the game world, where the play
er exists together with the being of kami. Moreover, the complicated and soph
isticated storylines of Japan’ s video games are effective in further maximiz




ing the game momentum for a player in its space development. Finally, a Japan
ese player goes on with the challenging activities with which the player is f
aced in a sense of expectation for coexistence with kami created by the game

' s story and discontinuous space environment. In addition, instead of forget
ting his ego and getting immersed in the game characters, the player shows a

strong tendency to see the characters as instruments that take the place of t
he player as kami. This characteristic is different from that of a typical We
stern player, who is deeply immersed in the game characters and identifies th
em with himself in a situation where the game technology and challenge are ba
lanced at a more than certain level.

There must be a limitation to the uniform application of all the above-me
ntioned contents to all the Japanese video games or players in other cultural
areas that are enjoying them, but it can be said that the foregoing viewpoint
has an academic value to a large degree, and is a kind of methodology for app
roaching the unique characteristics of Japanese video games. Further, in the
general discussion about the players, play is obviously the relationship betw
een humans and other humans. Although it looks like a player takes on another
player even though a video game is usually enjoyed by a single individual, a
video game is a relative activity created by its program involving coming up
with a judgment. Therefore, online games like MMORPGs (Massively Multiplayer
Online Role Playing Games), in which communication and cooperation can be don
e between a player and another player, can be seen as closer to traditional p
lay. This is a superficial viewpoint, however, that overlooks the animism cha
racteristics possessed by Japan’ s traditional play. In other words, a Japane
se player has a cultural background through which he can perceive all the mat
erial and immaterial subjects that coexist with humans as well as humans as a
subject of awe and communication. Consequently, it is evident that there is a
certain connectivity between Japan’ s video games and traditional play, and
it would be desirable to further see the characteristics of such
relationship.
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