i RS S i &

KS-4553 / February 2025

3 L

RINYF )8R

BEROT—LETF—LTLAINSRT Y

Handbook of Japanese Games and Gameplay

Hutchinson, Rachael (ed.), Handbook of Japanese Games and Gameplay. (Ja-
pan Documents Handbooks Series) 2025:3 (Japan Documents, JA) <100-6500>
ISBN 978-4-909286-52-9 hard ¥28,875 (#t2)

HBEDT—LRUT—LERESAHNICERTS

NN EENE A BRI B ADSREMEERI L. ThE S —
LEESCREOTORVRA, LDVEWAT 4T OTaal—0

AT VA RNOHTEZ BN RS 7 TF, h— KA — LA

LR — RT =L, RNF o aReTrIH NV —LE N7 BARD

Handbook of B ADIER AU D S, S MBLART = A LT

Japanese Games BRI STNBIR, FFEIROTL E a7 LA
and Gameplay —F MBI L VSO RIS TV A PICONT HEEL
Edited by Rachael Hutchinson Tb\ij—o :hi.ﬁa:%\é%éhf: r77/l)ﬂ—/l/77 \/& T‘/‘_‘J

EROWE| [R—F v 77 A X — | [N F WP — R &
IEDDRR] LWV oo DPDAET — L&k L, R
PCHEART LAY —RNZENEDF— L% E IR LI-D)
WCOWTHEREL TCWET  F2 . VB I DL T 7 — R,
T TAER, RS —AN T~ T 2FE T, F—LAT
LA DOEGFTIZ S THim L TWET,

—gm FIZ, W OO FEER S — LB EEDL T 4 RITH AL
S Do HBAY, BUREN O —H T4 X&@BURBORE, B
TR BN— RO, ~—7 7T 4 > 7RMiER EIZ OV THEY EFTnET, BARDS —2A
PEZWMNOTF —LFEE L L, HFEOEESL e AR—YD LI RNTIIBIT LA ) _"—
3 UASDOIEFREEIZOVWTHEER L TWET, EMOATORIOEERZEME LT, =vF
Re—lry b, T 4 — A=K OV T h N TWET,

AEI SRR L HRO A —LE2EBER L TBY, HAIE, E2%, ILFaTLAH
T4 =R, =Lt Z2Ob, F—LPEELZORE T EICELEROMES - FREIZHE)
DW= L ET,

T101-8672 BT H X #HH = HT 2-7-10 FHEBR=USETE )L 03(3265)7531 FAX (3556)3761
xSt m ﬁ ; E T600-8357 HARTH FREMAN 579 AEEIIEIL 075(353)2093 FAX (353)2096

T810-0073 fERETH P RXELE 1-3-14 /MEEI 092(751)6956 FAX (741)0821

URL:https://www.kyokuto-bk.co.jp E-mail:info@kyokuto-bk.co.jp



Table of Contents

Introduction (Rachael Hutchinson)

Part 1—Analog and Mechanical Games.

Chapter 1: The Virtuality of Japanese Playing Cards: Immersion and Transgression in Early Modern
Material Culture (Drisana Misra)

Chapter 2: Eating Your Way through Sugoroku: Imaginary Travel in a Japanese Board Game (Bianca
Chui)

Chapter 3: Three Studies for a Material History of Japanese Board Games (Nathan Altice)

Chapter 4: Participatory Storytelling as a Media Platform: TRPGs, Gamebooks, Readers’ Columns,
and Play-by-Mail in Japanese Analog RPGs (Satomi Saito)

Chapter 5: On the Play of Yakumono: The Evolution of Audiovisual Effects in Pachinko (Keiji Amano
and Geoffrey Rockwell)

Part 2—Gameplay Spaces.

Chapter 6: Embodied Play in Japan: From Escape Rooms to Larp (Live Action Role-Play) (Bjorn Ole-
Kamm)

Chapter 7: Cabinets in the City: Game Centers, Street Gamers and Urbanity through Virtua Fighter
(Jérémie Pelletier-Gagnon)

Chapter 8: Why has Japan’s Esports Development Been So Slow? (Akira Igarashi and Yuhsuke Ko-
yama)

Chapter 9: Convergence and Cosmopolitanism in Online Games: Non-Japanese Players on Japanese
Final Fantasy XIV Servers (Mattias van Ommen)

Chapter 10: Playing with Animal Crossing: New Horizons in the Japanese, Korean and Chinese
YouTube Space (Martin Roth)

Part 3—Game Analysis.

Chapter 11: Salarymen, Samurai, and the State: Masculinity at Play in Feudal Era War Games (Keita
Moore)

Chapter 12: Othering Masculinity: Disability and Chivalry in the Yakuza Series (Frank Mondelli and
Rachael Hutchinson)

Chapter 13: The Flavor of Late Showa: Coziness, Food, and Nostalgia in Gagex Games (Victor Na-
varro-Remesal and Beatriz Pérez Zapata)

Chapter 14: The Destruction of Raccoon City (again): Japanese Collective Memory Discourse, the
Atomic Bombs, and Resident Evil 3 (Ryan Scheiding)

Part 4—Game Industry.

Chapter 15: The Dawn of Videogames in Japan as Viewed from the Toy Industry (Hitomi Mohri)

Chapter 16: Ladies, Leave, and Corporate Liability? Personnel Policies in the Japanese Game Industry
(Tsugumi (Mimi) Okabe)

Chapter 17: Restructuring and Redeveloping Final Fantasy: Square Enix’s Strategic Survival in a Tu-
multuous Industrial Landscape, 2000-2020 (K.T. Wong)

Chapter 18: The Gundam Games Ecology in a Media Industry Perspective (Susana Tosca and Akinori
Nakamura)

Part 5—Game Mediations.

Chapter 19: Music on the Edge (Connector):Demixing the Sound of the NES and Famicom (James
Newman)

Chatper 20: Changing the Game to Keep it the Same: The Paradox of Localization (Amy Dawson-
Andoh)

Chapter 21: Playing at Romance: Otome Games and Fan Cultures (Sarah Christina Ganzon)



