A comparison of youth culture
between Germany and Japan through
the discourse of games
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Die Computerspielebranche st eine global stark wachsende Branche. Deutschland ist der grifte

Markt in Europa und der ftinftgrébte Markt weltweit. Als Tail dar digitalen Kreativbranche waist dia s h unsu ke M u I(
Computerspieleentwicklung eine hohe Innovationskraft auf. Meben technischen Innovationen {z.E.

in den Bereichen Grafikverarbeitung, 30-Medellierung, Virtual Reality) und kulturellen Meuerungen

sind auch Prozess- und wirtschaftliche Innovationen zu beobachten. Auch andere r

Wirtschaftsbereiche {wie Fitmwirtschaft, Architektur- und Baubranche, Mobilicit, Bitdung, S h u nSU}(e M Ukae
Gesundhait und Pflege) profitieren von den technischen Innovationen und dem Know-how der

Branche.
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Martin Hennig(2021).German Gaming Culture . The Discursive

Negotiation of Video Game Culture

« Retro gaming = 33 articles .

(various retrospectives on classic
games or retro hardware)

e - Current game .

developments with retro

aesthetics: 8 articles
(fascination demakes, features about

games that use retro aesthetics, etc) .

« - Gaming hardware/technical

developments: 7 articles (Tv
buying guide, reports qn future game
hardware and engmes%

e - Gaming culture: 14 articles
(e.g. articles about speedrun as a
cultural practice, Cyberpunk 2077 and

ame ratings, Microsoft Flight
imulator destinations, the voices
behind the games, etc.)

in Japan and Germany
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Martin Hennig(2021)

German Cultural status of digital games
FAY DT ENLT —LDXIELHRT—X R

« Gaming culture from the — L3t 2 B D 15 ATz
inside i7/z;—|:|

« Nostalgic-drivin . /X&)l// EXE))

« A critical treatment of . LA Z D %@M@“
gacrgi rllcéacuw’?uaremaep?peoars %?ﬁt#' iy 72& .:./S’z Z< ij
only very rarely. . Sl bﬁf

« From the outside « INUFT /7 IZ AT B

« The game industry is i
seen as a crisis winner « BLEMAY —LE T
by german newspapers. A

« Equal numbers of men « WD —~< — I SE
and women play SND AL DR FET
games T2

« The category of silver
gamers continues to
grow
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German Cultural status of digital games
FAY DT ENLT —LDXIELHRT—X R

« German Computer c R4V AV B2 —%—
Game Award T—LE |
« Dorfromantik paints ’ TDoriromant}kj\
an idyllic picture of ' f@?ff\ﬁ’\?\?‘otfﬁj\%@i‘%?%
nature < T —

« IRAZ2fE [Indie
Arena Booth]

e [BHDFEMN &H.8D
D 7]

« the cultural context o ==
of the pandemic N T2 7 DX

« the virtual space
Indie Arena Booth

o Animal Crossing
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Recognizing the cultural role of games

N U

’7'—!—\0)3'I'TKE/‘]T Ud)nlb\n

« Both in German Game e FAVIZEWTIZ, 7 — LHf
Studies and in public WEHBOWNFIZCENT, X
discourses, the central role of daiols E%’:Hﬂ IS -HDE
digital games for the DELTDTYRILVG —LD
negotiation of cultural issues ORI RREIN & T X TR
is increasingly recognized. SNHELDICE>TETTWD,

German Awards 2021 7he

Last of Us Part I/
Player of the Year : Youtuber
“Gnu"
« Campaigns for more diversity in
gaming.

« German Awards 2021 [The

Last of Us Part Il]

Player of the Year : Youtuber
® [Gnul A
o F—LXICH T D EHEME K

HBHF v R—EERH
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Recognizing the Cultural role of games

7 — L ORI E| DR

« Central societal topics E%tﬂi/\ﬁ’]% (BT A
(politics in video games, T—LDIZHBITEBIARLD
mental health, etc.) are BERE) . [7F—L3t
discussed in a series of panel HILT I\J Aoy Wi
discussions named ,The —EBD/NRRILT A AP Y3
Game Culture Quartet®, but > CEY EIF s A,
mostly by journalists, T EAEDEAIFS v —F )
politicians and game Z b BUAR. A — LEgRE
developers, and only very -1z %/OD) ‘

rarely by scientists. Rather, N o
science (and especially the « RIFHEICL->TERBINDZ

practice-oriented field of EIFTLIBIS LA BV, BFE
game design) acts as an (EFICKBEIRADT — LT
accomplice to a third line of YAV LA BR

discourse. SNBEWEHREL > TS,
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Professionalization of the German games industry

KAy Dr—LEZD 7O

* Reviewers have
criticized the German
Computer Game
Award for only
awarding productions
of pedagogical value
and for the self-
staging of politicians.

* The Award is
sponsored by the
Federal Ministry of
Trafic and Digifal
Infrastructure (BMVI).
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Professionalization of the German games industry
NAYDr—LEZED 7 A1

« Gaming culture o T — LML IFREFRICE
recognised as an FERE LT
mportant economic . Y L ECAE R A7
factor  Fe T

 Critical political voice

e o ¥ « EG DA, BEM
as sfienced. (autonomy) D IE L 75 D H

 Maturity or loss of
autonomy?
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Martin Roth(2021)

Material Video Game Culture in Germany and Japan:

A regional comparison of sanctioned availability and generic

trends based on Mobygames data. The Discursive Negotiation of Video Game

Culture in Japan and Germany
Y—T74¥v--0—F (2021) FAYVEBRDETHT = LAXLDHRY :
Mobygames 7 — & ICED < E¥Y D AFRIEEME & KA D Mg LL B

« 2018F3AB3HI(ICMobygamesh it L7=7—%t v MIZE DX, H
RKFEZIEFAYTOLRLCEDS 1EIFRTINTIZ246538D T — L%
B 7E
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Work numbers released in both regions and overlapping works per
platform for the most prolific platforms in terms of overall numbers.

MR CHRIE S NIAFRBE. 2RRICEVWTRLZTRT 7y b 74—
LTD7Sy b 74+—LTEDEEERE

Japan-  Germany - Total- Overlap- Overlap Ratio -
set set set set set
Platform AAFE FAYF@E Gt BEH BER
Windows 864 5950 6814 195 2.86%
PlayStation 2 1300 712 2012 202 10.04%
DOS 21 1780 1801 10 0.56%
PlayStation 1423 385 1808 196 10.84%
Arcade 1484 35 1519 8 0.53%
PC-98 1290 0 1290 0 0.00%
PlayStation 3 626 492 1118 12 6.44%
Nintendo
Switch 129 359 1088 103 9.47%
Wii 700 336 1036 112 10.81%
Amiga 0 1014 1014 0 0.00%
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Percentage comparison between genre distribution in Japan and
Germany for the category “Basic Genres” on the PlayStation 2.
TLART—=av2n [ERKDy L] AF7IJ)—IIHEITEHEHEK
ERAYDTY v VILHI DT EEERD LEER

PlayStation 2

= Japan, n=1910.0 = Germany, n=973.0

DLC / Add-on ‘

Special Edition .I
Compilation .I
-Playing (RPG) --
Simulation --
Educational
Strategy/Tactics -l
Puzzle I|
[
Racing / Driving ._
Adventure -I

-40 =20 0 20 40
Percent of total




Percentage comparison between genre distribution in Japan and
Germany for the category “Sports Themes” on the PlayStation 2.
TLART—=2a3v2 0 [RR=Y - FT—<] ATV —ICEITS
HARE FAYDT v LRI EEEERD LLER

PlayStation 2

BN Japan,n=133.0 =@ Germany, n=156.0

Cricket
Paintball
Wakeboarding &
Skateboarding | —
Athletics
Sailing / Boating [
Darts / Target Shooting
Racquetball / Squash
Ping Pong / Table Tennis [ —
Horse / Derby | |
Fishing /i
— Dodgeball |
2 Bowling | | |
g Volleyball ([ |
= Rugby [ | |
8 Tennis I
Pool / Snooker |
Baseball O
Boxing I
Snowboarding / Skiing | |
Hockey ]
Football (American) | ]
Wrestling ———————/— "]
Olympiad / Mixed Sports | ]
Surfing |
Basketball I
Football (European) / Soccer - | |
Golf | ]
-20 -10 0 10 20

Percent of total
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[=] [*] What Is Being Represented as
™ “Japanese Video Games”?

A [BERDT —L] & LTERR
O SNDDIEAIDT?

Akito INOUE
2021.12.17
akitoinoue.ac [at] gmail.com
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Videogame Package Sales Data Correlation
ETHT —LZA MILDFEEDHEE
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Source Data : Vgchartz.com
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Video Game Sales 1983-2014 Pearson Correlation coefficient

1983-2014 M55 £ 7 — % OMEREREK
*1 Data Source : VGChartz.com
*2 Include : Console and PC game / Not include : Arcade game

Europe Japan Rest of World Global

BR H7 T Ofg K
o Ameniea 0,78 0.52 0.61 0.95
P 0.50 0.71 0.91
oran 0.29 0.65
Rest of World 0.72

Z Dbz
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What is “Japanese video game™?

mAa [BERDT—L] BDOH?
Made in Japan Made in Western
H A& Countries
RKTIELONTZH D
Famous in English Zaxxon(1982) Tempest(1981)

context only
REETHS

Jet Grind Radio(2000)
Cooking Mama(2006)

Canabalt(2009)
The Secret of Monkey
Island(1990)

Famous in Japan
context only

moon(1997)
Torneko no

o E s 4 Daiboken(1993)

Famous in Both Super Mario SimCity(1991)

context Bros.(1985) Call of Duty 4: Modern

W H5 DR TCH % The legends of Warfare(2007)
Zelda(1985) GTAV(2013)

Metal Gear
Solid(1998)

*This data based on Inoue,Fukuda(2016)
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I\/Iethod Aggregate game title Ilsts
HET—LZXA LY R MDES
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Published this data on web

ARIT— %
(=] o [m]
-

[=]

http://www.critiqueofgames.net/local index/
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Game Evaluation Bias Index ver 0.2

Ver 0.1 Release:2018/2/20
Ver 0.2 Release:2018/8/20
Akito Inoue( e-mail : hiyokoya6 [at] gmail.com)

CSV Download / HTML table

* This data is made as a basic data for game study.
Z D7 —FET— RAROIHDOERER & LT ZENTNET,
e If you cite this data in your paper, Please specify that the data published in "A. Inoue (2018), M:

T —F%EE|AT BBE. Alnoue(2018),Making Local video game history index, Replaying Jap.
Pu

* To make this data, We used about 130 game lists(link : source data lists).
CDF—FEENT DI, WI130DT—LAVUR S (Ud V-5 —FUZ ) ZEHAULEUI,

Questionnaire

a Tn rafina thic Aata Dlaacea rnnnarata tn ancwrar tha naniactinnnaira
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“Tetris” Ngram Viewer

Google Books Ngram Viewer

Eng

Graph these comma-separated phrases: | [TETRIS

between 1980 and 2000 from the corpus E'n_gliéh'

0.000000220% -
0.000000200%
0.000000180% -
0.000000160%
0.000000140%
0.000000120%
0.000000100% -
0.000000080%
0.000000060%
0.000000040%

0.000000020%

¥ | with smoothing ofl3 ¥ L

[ | case-insensitive

‘Search lots of books.

TET

0.000000000% T
1980 1982

1984

1986

1988

1990

{click on lineflabel for focus)

1992

1994

1996

1998

2000
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“Tetris”™ Ngram Viewer(German

Google Books Ngram Viewer

Q_  Tetris

1975- 2000 - German (2019) =

0.00000260%
0,00000240% -
0.00000220%
0.00000200%
0.00000180% -
0.60000160%
0.00000140% -
0.00000120% -
0,00000100%
0.00000080%
0.00000060% -
0.00000040% -

D.00000020% -

Case-Insensitive

Smoothing «

0.00000000% - T T
1976 1578

1980

1982

1984

1986 1988

{click on line/label for focus)

I":.'":IZ

1994

1996

1998

Tetris

2000
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Xevious vs Zaxxon(Eng

Google Books Ngram Viewer

Graph these comma-separated phrases: | [Xevious, Zaxxon r ‘ case-insensitive

between 1975 and 2000 from the corpus English ¥ | with smoothing of | 3 V:I.

0.000000400% -

0.000000350% -

0.000000300% ~

0.000000250%

0.000000200% -

0.000000150%

0.000000100%

Zaxxon

‘/_/’__,_/\/__\_d’\—"\mvious

1976 1978 1980 1982 1984 1986 1988 1990 1992 1994 1996 1998 2000

WL L I LD SR

0.000000050% -

0.000000000%
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Xevious vs Zaxxon(German

Google Books Ngram Viewer
Q,  Xevious,Zaxxon, X @

1975 - 2000 ~ German (2019) ~ Case-Insensitive Smoothing «

0.0000000500% -
0.0000000450% -
0.0000000400% -
0.0000000350% -
0.0000000300% -
0.0000000250% - Zaxxon
0.0000000200% -
0.0000000150% -
0.0000000700% -
0.0000000050% -

0.0000000000% T T T T T T T T T T T 1
1976 1978 1980 1982 1984 1986 1988 1930 1992 1994 1996 1998 2000

(click on line/iabel for focus)
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Is “Tempest” very much famous than
“Pacman”?

[ RARM] W Xy o<v] LUVHEFZ?

Google Books Ngram Viewer

Graph these comma-separated phrases: ‘ Pacman Tempest [ | case-insensitive

between 1980 and 2000 from the corpus | English ¥ | with smoothing of 3 v

0.000160%
(.000140%
Tempest
0.000120% -—/\/_/\—/_/\/,—’/
0.000100%
0.000080%
0.000060%
0.000040%

(0.000020% 4

0.000000% " 1 v ; - - ; . > I?':'acman
1980 1982 1984 1986 1988 1990 1992 1994 1996 1998 2000

{click on linefabel for focus)
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Features of the different databasesZNZFNDT — KX R— X DI

Japanese Available Purpose Context
HAGE Year BHEY X A
k2 % BFEH
This Index Available * Academic/ videogame
¥ i1 = To visible difference of
contexts.
To make various hint
Google Available After 2004-  To visible Trends Various
Trends contexts
Google Not * Visualize the Various
Ngram available appearance frequency  contexts
Viewer of vocabulary.
Metascore A few After 1995-  Buyer’s guide. video game
(video source Making one component
game) data from score.

Japanese
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To aggregate lists
At first, Picking up video 15
game titles from

a. video game books, )
awards, exhibitions
about video games, .
and sales data.

b. If the same video game
title was found from )
several resources, the
video game title gets a
high score.

c. ldentifying “title” level,
not

::version(manifestation)
level.

) X b DEET
M, T—=LYT7bDEA MILE
v 77y 7 L.

v LEEERE. SEE. 7L
BT AEne. BT — &y
Moy 77y T,
BLS—L&ZA FILAERDOEER
HEROBSIAEE, LT — L
Q/r l\)[/cj:l%,f%:/\\\t@%o
[N=2 3 (REF) | T3k
é\r&?rwjv&»fﬁ%%
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Basic Method : example

Japanese EN
Category 1 1= Category 2 EN
Title
Score Score
JP JP Book Museum Museum
Awards A Awards B A A B
Super Mario Bros 1 1 1 1
Wii Sports 1 1 1 1 2
Final Fantasy VII 1 1 2 1 1
Super mario 64 1 1 1 1
Wii Fit 1 1 2 0
Next,

—) Standardizing scores for each category



Akito INOUE(2021)

Game Evaluation Bias Index ver 0.2

Language
ANGHAge 1 En Ip
GPIr Title Platform Release | Bias
Index | Index
Possibility

0392109500633 Final Fantasy 7 1997 75.0 100
0392111100001 SUPER MARIO 64  N64 1996 89.8 65.9
0392111100090 f?gan”%[)::sft‘” N64 1998 100 40.6
0392109501536 METAL GEAR SOLID PS 1998 75.6 64.4
0392100100548 Super Mario Bros. 3 FC 1988 61.8 65.9
Zelda no Densetsu
0392105800039 Kamigami no SFC 1991 G5 60.9
Iriforce
0392127200247 BIOSHOCK XB360 2008 75.3 40.6
0392109500224 Bio Hazard PS 1996 29.7 81.2
0392115600021 Bio Hazard GC 2005 58.3 51.7
0392105800102 STREET FIGHTER 2 SFC 1992 41.0 65.9
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No. of games ranked in the top No. of games ranked in the top

No. of games ranked in the top 50 when 50 games when considering 50 games when considering
considering reception in Japanese sources only reception in English sources reception in both Japanese and
HAZEE OISR Y — L EF50~DF > 2 only English sources®ezEE HAGE
1 KEEECO AL T — Lk B Cam ez 7 — L 750
RI50~NDZ > 7 A ¥ DT VF T
Publisher N Publisher N Publisher N

BANDAI NAMCO

1 5 Atari 7 Nintendo 22
/BANDAI/NAMCO

Electronic
2 | Chunsoft 4 Arts 2 SQUARE H

Midway

Games 2 SCE/SIE 4

3 |KONAMI i
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Nobushige KOBAYASHI(2021)

Nobushige KOBAYASHI(2021).Differences between Japan, the
UK, and China in Video Game Activities and Attitudes Toward
Games

HER OOV 21— —LFESET —LICNTE2RADEL

e In Japan, the UK, and China, « A -+ ®=F - 1ET., 7 —L
an orl?line questionnaire LAYV — é?lEg'l//f v —=|C
survey targeted at both i&[:@“iﬂ‘z 74> FCOER
gamers and non-gamers was A a2« =5 L 7=, Eﬁﬂi_ﬁtﬂﬂi
conducted. The survey was ﬂé\%?ﬁ S VISERFE LT,
contracted to Macromill, Inc., SEMIIEMHLOE=ZX—=8
which used its monitors as T, 10~597z @%:\g—b\b
the overall ogpulahon, |5 EE - EEEEE L1
extracting 3090 targets from k(& Y3090 AN ZHH L
monitors aged 10-59 years -, HART|F2060 A, H[ET
via the quota method with IZ515 N, HETIIHI5 AN 5
gender, age, and nationality BExBEEEE-. B0
as references. A total of 2060 1$100% Tdh %,

valid responses was received
in Japan, 515 in the UK, and
515 in China, with a valid
response rate of 100%.



Nobushige KOBAYASHI(2021)

Game-related activities that respondents usually perform(%)
AEEHNZRITo>TWB T — LEETTA (B %)

Watch video/computer game matches on “ 5
streaming videos ]11

Watch game play videos m 3
Play indie games m 20
Look for new video/computer games “326
Talk with people about video/computer games “ 53
Play video/computer games with fiends or - i i
acquaintances online 46
Play video/computer games by myself m 64

0 10 20 30 40 50 60 70

M Japan ®m UK mChina



Nobushige KOBAYASHI(2021)

Number of days spent playing computer games and watching
game-related videos

per week (days per week)

NRYAVAT LT LA BLV0T—LBEFEREOR B/
) (B/:8)

Watch game strategy/walkthrough videos

Watch game play videos

Play Computer games

0.0 1.0 20 3.0 4.0

M Japan m UK mChina



Nobushige KOBAYASHI(2021)

Attitudes toward computer games/ gaming (%)
Avba2a—%5—L - T—LICETEEH (%)

| think video/computer games are art 26
32
Games are useful at understanding the real
world
E-sports are sports.
45
0 10 20 30 40 50

M Japan mUK m China
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Discussion and conclusion
%/—r\ C\-’- %I:IIIIH:H

This survey supports the I
study’s hypothesis that JIN

“In Japan, the rate of 17 bE AV D70 <
people engaged in gaming 7 —AIZX L TH SR E
activities is lower than in Z\_ﬁ%;b—rokd)tt?ﬁ‘ =
the UK or China, and the W\ & WD RIFERDO{RER 1T
rate of people with a I N7,

negative attitude toward

games is higher.”

AATIZ, ZFE - FEL
T—LIZET B EE %
5 A0
IN




