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Game and Communication
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(Games, like music, cinema and the theatre, are

experiences we can share. This sharing—the handing

back and forth of ideas, some of which come from the
energy of youth and some experiences—is important to
society. (King L., 2002 pl?)

“GAME ON” exhibition in UK, 2002

https://www.barbican.org.uk/artgallery/event-detail.asp?ID=3725



Game and Communication
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“Recently, it seems that games exist for human communications. Online games

are a good example. Considering the relationships between games and the users,

we can find both continuities and changes: games has been functioning as our
communication tools, but the way we communicate and build communities has

been changing, along with advances in technologies .
(comment by Satosh Eguchi, chief editor of a game magazine, in KADOKAWA-ASCII, 2016)

“GAME ON” exhibition in Japan, 2016

http://www.miraikan.jst.go.jp/spexhibition/gameon/



RPG (role playing game)
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) SISO THEHATTAH L NIAT DT — L] (BARKEREE])
A new type of games in which multiple players play the roles of
fictitious characters (ENCYCLOPEDIA NIPPONICA)



RPG (role playing game) Studies

ROLE-PLAYING GAME STUDIES
A TRANSMEDIA APPROACH

Edited by
José P. Zagal and Seb: n Deterding
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PART Il Disciplinary Perspectives

10 RPG Theorizing by Designers and Players

11 Performance Studies and Role-Playing Games

12 Sociology and Role-Playing Games

13 Psychology and Role-Playing Games

14 Literary Studies and Role-Playing Games

15 Learning and Role-Playing Games

16 Economics and Role-Playing Games

17 Science and Technology Studies and Role-Playing
Games

18 Game Design and Role-Playing Games

19 Communication Research and Role-Playing Games

ITRPGEJT?'EI)‘ /(7’&%317?_77’U—9‘i|(Apr 2018) (Routledge)
(Role Playing Game Studies: A Transmedia approach)
RPGHI DR REZEDRE. RO T VT

This handbook collects, for the first time, the state of research on role-playing games
(RPGs) across disciplines, cultures, and media in a single, accessible volume.
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Commurnication Support for Children with ASD through TRPGs
Kohei Kato(Tokyo Gakugei University)
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Introduction to “Nordic Larp”
Bjorn-Ole Kamm (Kyoto University)

LARPZHBUATYEH BRDRNRRIIEZS
Community Youth Work employing LARP
Denise Paschen (Mtnster University)




Time Schedule

9:00-9:05 @E#& g - B &8N Introduction

9:05-9:25 /m % F Kohei Kato (R RFEK%¥)
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Communication Support for Children with ASD through TRPGs

0:25-9:45 Ea—>=#4—L-H4Bjsrn-Ole Kamm (F#R A )
[/IVT4v7LARP] NP9 Introduction to “Nordic Larp”

9:45-10:05 ¥ =—X - x> Denise Paschen (32Z¥—K%¥)
LARPZ#ABUAETFYH BRDRRERIIEEE
Community Youth Work employing LARP
(10 min. break)

10:15-10:25 &= sts® Comment by moderator
10:25-11:00 7a7&mEksw Discussion




