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[Purpose]

The purpose of this study is to investigate the formative process of Japanese videogame culture and the
perceptions of esports in Japan.

[Methods]

This study employed two methodologies. Study 1 involved a literature review using “Famicom Tsushin” and
“Famitsu” as primary sources. Study 2 focused on the development of a scale for “the conceptions of esports in
Japan” using exploratory factor analysis. The analysis targeted adult residents of Japan, with responses
collected via Google Forms from 89 participants in a preliminary and 190 participants in a main survey.

[Results]

Regarding the formative process of Japanese videogame culture, the study found that activities resembling
esports existed prior to the popularization of esports in Japan. Esports was positioned as a significant
component of Japanese videogame culture, owing to its diverse applications and its expanding market scale.
In the development of the scale for “the conceptions of esports in Japan,” four key factors were identified:
“Positive outlook on esports,” “Negative outlook on esports,” “Competitive characteristics,” and “Uniqueness
of esports.”

[Conclusion]

The findings revealed that esports is embraced not only for its competitive aspects but also for its diverse and
multifaceted nature. This suggests that people in Japan view esports as a completely novel activity, distinct
from traditional competitive gaming frameworks. Consequently, the study highlights that Japanese
perceptions of esports encompass its diverse dimensions, reflecting an effort to understand it through
multiple and composite perspectives.



