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Dungeon Map

« Chapter 1: Why is Storytelling Essential?

« Chapter 2: Mythology Until Now

« Chapter 3: Digital Mythology: The Old and the

+ Chapter 4: The Mysterious Mountain Path
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Why is
Storytelling
Essential to Us?
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To Preserve and Maintain Identity

Replaying Japan 2015, Ritsumeikan University, May 22, 2015

— DB EEERETEYET CENTEDEZEAONET,

BIZIE, 249230 I TIIGL REOWEE. T5T47 . (G @ELEFXEANLD
THERELT. HE-IEHBT AT o T4 TANFONET,

BIZ. BRLGX IV —[EELDEREF>TLEY,
T—LOERTHLRKTY ,
BIZIE EREDT —LIZETEFXVYI73—(FFEIZEL 0FERNSRAEET. il

TWADT, BEARVWEEZONFY  ERFHGNAELHYFET . EXRERF.COR
[CBEVWTHRBLLWLWEEZLONET,



Slide 6

STORIES CONNECT
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Stories are the
realities we create
for ourselves

Replaying Japan 2015, Ritsumeikan University, May 22, 2015

Stories are the realities we create for ourselves.
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ONE OF THE MOST ENDURING FORMS IS...

MYTHOLOGY &
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One of the most enduring forms of storytelling is mythology.

Many of cultures and societies of the world have their own mythologies. Many
mythologies are ancient. Yet many mythologies still have popularity even in modern times.

Mythologies often involve fantasy settings, magical creatures and characters, and super-
human feats. Modern people know that myths are not to be taken literally. But why do
people need mythology?
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REMINDER THAT WE CAN SHAPE OUR OWN
DESTINY
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THE GOALS OF MYTH THROUGH

GAMES
Player is passive-abserver active
participant

Ownership/Authorship of the tale
passes to the player

Player manifests as the Hero
Myth becomes the story of the Player
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THE POWER OF GAMES FOR

MYTH
/ﬁ /ﬁ
) Power to
Immersive
Properties crediy
indelible
of Game — )
Narrative
Worlds ;
Experience

W
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Stories Tech

Creativity Inenuity

Replaying Japan 2015, Ritsumeikan University, May 22, 2015

Digital

Mythology
Of
Our Time
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LEGENDS
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EPIC STRUGGLES

Replaying Japan|
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ODES TO THE FALLEN
U— @*
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The mythology (in and) of Games
is there to remind of us that
we have the strength and
goodness in ourselves
to win.

18

Replaying Japan 2015, Ritsumeikan University, May 22, 2015

EDIA. T —LOMEEIL. B OOICEDBENESERSEF O TSI LEMD
[CRVHESEAHIENTEET,

FE. BT DIEEHRV)—AD, COTEERUVELE,



Slide 19

SONGS OF VICTORY

FLUTI BOY
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“THE MYSTERIOUS ROAD...”

Where does
this lead?
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It leads to the here
and now...

22

Replaying Japan 2015, Ritsumeikan University, May 22, 2015

ERRIC.FAE. HOEFEZEFTNTEIDNSHMYET,

ZZETTY,

REBD I GEERF. KEF YU /NR, 20158F 5 A2BDBEIZDHEA>TVET,
BHRIC. COYBEELOIC. HOBELHBEELTLET,

MEE(IE. B, b, BEELDLT I AREDLRIFET,

LAL. ®IEY. HDEDEIES-CZETTEHYFE A,



Slide 23

It leads to a future for Japan Game Studies. [ hope
that it’ s a future that we can all explore together.
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Let’s talk!

In Medias
NCisfell®ldlolgl \\/\.Chris-vap.com

M smartbad@gmail.com

https://www.facebook.com/smartbad80

“ @Smart_Bad
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