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Characters as Gateways to the Game World

This paper will present characters as a gateway to understanding a game world. It considers game worlds to
be hyperdiegeses, (see Hills, 2002), of an imaginary world that can be transmedial. Existing theories suggest
that information about imaginary worlds is obtained through either story-telling (see Ryan, 2014; Jenkins,
2006; Wolf, 2012) or the concept of infrastructures (see Wolf, 2012). However, as of yet there is no theory
that considers characters as a source to provide the player with information about the game world in order
to make sense of it. This is relevant because in Japanese role-playing games in particular, the player heavily
engages with different characters as a mandatory and non-mandatory part of the game. Through a textual
analysis of the Eiyuu Densetsu: Kiseki game series (2004 — 2014), this paper will therefore consider
characters as a factor of consistency through which the player can obtain knowledge about the game world
to make sense of it.

Despite the Kiseki games mostly being set in the same world, the (player-) characters, place, circumstances,
story, etc. change every other game. There is no apparent connection between the individual games,
making it difficult for the player to relate to the new setting the game places her in. However, by
considering game characters as the central element that shape the game world in which they move, based
on the so-called Japanese media mix (see Condry, 2013; Steinberg, 2012), this paper demonstrates that the
characters connect different instalments — sometimes even different worlds. The characters’ appearances
in various instalments indicate continuity between them to which the implied player (see Espen Aarseth,
2007) can relate in order to understand the world she is placed in.

When characters share their knowledge, which often shows their point of view of the world, the player
gains pieces of knowledge about the world, which she experiences directly and indirectly. In this sense,
similar to Eiji Otsuka’s narrative consumption (2010), characters become the gateway for the implied player
to the game world. This is a role that is not only reserved for the player-character, but can be applied to
non-playable characters as well (Blom, 2017).

Furthermore, when we consider game characters as a gateway to the game world, the Kiseki series
demonstrates that they are a factor of consistency that connects the game world to other various texts
they appear in, such as certain stories in manga or anime, and affirm the flow of continuity between them.
The knowledge that familiar characters produce through their appearances in different game instalments
and other media give the implied player an understanding about the circumstances of the world as they
allow her to connect one situation to another. This way, familiar characters are able to give situations a
specific meaning that indicate not only continuity, but also reveal that they make the connection possible at
all.


https://core.ac.uk/display/147570026?utm_source=pdf&utm_medium=banner&utm_campaign=pdf-decoration-v1

References

Aarseth, E. (2007). “I Fought the Law: Transgressive Play and the Implied Player”, in Proceedings of the 2007
DIGRA International Conference: Situated Play, September, 2007. DIGRA and University of Tokyo, 130 — 133.
Available at: http://www.digra.org/digital- library/publications/i-fought-the-law-transgressive-play-and-
the-implied-player/

Blom, J. (2017). “The Character-World Relationship: Understanding Game Worlds through a Character
Framework.” Master’s thesis, Utrecht University.

Condry, |. (2013). The Soul of Anime: Collaborative Creativity and Japan’s Media Success Story. Duke
University Press: Durham and London.

Hills, M. (2002). “Media Cults” in Fan Cultures, 89 — 109. Florence: Taylor and Francis.

Jenkins, H. (2006). Convergence Culture: Where Old and New Media Collide. New York: New York University
Press.

Otsuka, E. (2010). “World and Variation: The Reproduction and Consumption of Narrative”. Mechademia 5:
Fanthropologies, 99 - 116. Translated by Marc Steinberg.

Ryan, M-L. (2014). ”Story/Worlds/Media: Tuning the Instruments of a Media-Conscious Narratology” in
Storyworlds across Media: Toward a Media-Conscious Narratology, ed. Ryan, Marie-Laure and Thon, Jan-
Noél, 25 - 49. Lincoln: Nebrasca Paperback.

Steinberg, M. (2012). Anime’s Media Mix: Franchising Toys and Characters in Japan. University of
Minnesota Press: Minneapolis and London.

Wolf, M.J.P., (2012). Building Imaginary Worlds: The Theory and History of Subcreation. Hoboken: Taylor
and Francis.

Ludography

Nihon Falcom. Eiyuu Densetsu: Kiseki series. (2004 - Present). [ Microsoft Windows, Playstation Portable,
Playstation 3, Playstation Vita]. Tokyo, Japan: Nihon Falcom.


http://www.digra.org/digital-%20library/publications/i-fought-the-law-transgressive-play-and-the-implied-player/
http://www.digra.org/digital-%20library/publications/i-fought-the-law-transgressive-play-and-the-implied-player/

