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" J-Gamification and The State of Japan:
Why doesn't Japan, a gaming superpower, incorporate more game
elements into its reality?
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Kishimoto Yoshihiro
Japan Gamification Association Representative Sage Lv98
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Hello everyone. ,/ | am speaking to you , from Kyoto, Japan.
It is afternoon in Japan, ~ what time is it in your country?

My name is Yoshihiro Kishimoto, , please call me Yoshi.
| am a  representative of the Japan Gamification Association, .,/ Sage =—” Lv98.
Our goal is / to " make the world / a fun game".

First, ./ | would like to thank all =—/v of you  for coming to my presentation.
| would also like to thank ,~ Replaying Japan  for giving me this opportunity.

My English might not be great, ./ but | hope you all  enjoy my talk.
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For the next 30 minutes, | will discuss the idea of gamification design  and the state
of J-Gamification.

J-gamification is a term #— 2 | coined =K  to describe a ,~ kind of gamification that
Japanese people like " asseenin / JRPGs.

J Gamification is shaped ,~ by the preferences 7L 7 7L > —X of the Japanese people,
/~ which are different to the preferences  of people in other countries.
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At the end of my presentation, | would like to take up  of the question of

"Why doesn't Japan, , the gaming superpower,  incorporate -f> 21— LAk more
game elements  into its reality?"

and  to have a discussion with " all of you.

What is the current state of gamification in your country?
| would like to hear /  your opinions on this question.
If we run out of time, . you are welcome  to e-mail me at a later date.
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Part 1: Gamification and |
Part 2: Six Elements of Gamification Design
Part 3: The Current State of Gamification in Japan

Part 4. Why doesn't Japan, a gaming superpower,
incorporate more game elements into reality?

(30 minutes in total)
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Here is the flow  of my presentation.

Partl: / Gamification and |

Part2: / Six Elements of Gamification Design

Part3: ,/ The Current State of Gamification in Japan

Part4. /~ Why doesn't Japan, ,~ a gaming superpower, , incorporate more game
elements / into reality?

30 minutes in total. ~ There will be time ,~ for Q&A afterwards.
We will start with Partl.  gamification and |I.
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[ lq My career

"= 29 years Namco
Koei
HnL all

- 7 years Tokyo University of Technology,
Faculty of Media Studies, etc. ]
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Hereisa  little information about me.
After studying programming in university, .~ | was a game developer for 29 % A T2
/v years.

| developed games for Namco, ~~ now Bandai Namco Entertainment, /~ and Koei,
now Koei Tecmo Games.
| have developed ,~  more than 50 titles of games.

The picture is of a baseball game ~ | created called "Famista," ,~ which was released
inthe U.S. / under the name "R.B.L."

For 7 years , | studied and practiced gamification ,~ at the Tokyo University of
Technology, Faculty of Media Studies, ,/ and other university.

For 4 years ,~ | moved from university to business ,~ and have been researching and
practicing gamification ,~ as a Representative of Japan Gamification Association, Sage
—UC Lv98.

We have broadened 7 =—7 K our target ,~ to working people ./ and are training
gamification designers ,~ and collecting examples of gamification applications.
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Representative Sage L.y98

=Expert in creating mechanisms for fun and continuity

- 4 years T JAPAN
Iﬂ GAMIFICATION
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In the span of my 40 7#4+—7« year career, .~ | have become somewhat .~ of an expert
in creating .~ "fun and sustainable systems".

For the first 29 Vx> 71+ 4 > years of my career 1), ./ |designed games ./ forthe
medium 274 of games.

But | spent the latter 11 4L 7> years of my career .~ producing game designs ./
beyond games .~ through a kind of gamification design.
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! I-I Game-like approach to teaching
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| started using gamification ,~ in my university classes ,~ around 2011 Y= 7+ AL
N

and started practicing 77277 42>~ fun, / game-like approaches 7 7/un—F—xX
in my teaching.

In my class, ./~ | used stamp cards,  and game mechanics where  students can
decide the difficulty level of the class .~ and ping pong boo ().

However, , unlike games, ,/ fun was a means to an end; ,~ the goal was to get
students  to actively 7277 47U patrticipate 74~ 4b in the class.

In games, the goal is  to have fun.
At that time, ,/ however,  |did not know the word ,~ "gamification" yet.
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One day, ./~ my colleague 7*V-><", Mikami-sensei, /~ told me that / my approach
was the similar to gamification, ,~ which , at the time was a concept, gaining
attention in the United States.

It was around 2012 D2 WA T 2255,  when | firstlearned the word gamification.

| then created , the “Next Generation Gamification Laboratory “ ,~ and conducted =%
774K research with students.
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Kishimoto Yoshihiro and Mikami Koji
The Potential of Gamification in University Education/2013

In a multi-level class of 200-250 students
Utilized the six elements of gamification design
= The students "enjoyed the class more" r
and "concentrated on the class more"
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The introduction /> ~a¥# 7 a2 of gamification  intothe classroom  was presented
at an academic conference with Mikami-sensei.

The title of the presentation was  “The Potential of Gamification in University Education.
(2>3<)



| utilized —=—7 171 XK the six elements of gamification design ,~ in a multi-level class of
200 ¥ —/ > RLwR-250 >V — Ry R7 477 4 students.

The results showed that the students “enjoyed the class more” and “concentrated on the
class more.
The photo on the right shows 227X the class.
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History of J-Gamification

R LiT
2010 (12 years ago) Gamification was born in BRgs-;:E:':I
the U.S. FURRER
=L b3
2011 Gamification boom in Japan &
2013 Period of disillusionment in Japan g TREE .
F=v—TF!

2014 Methods of motivation and reaffirmation g R
2022- We expect another boom in Japan.
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Next, / let's take alook at ,~ the history of J-Gamification

2010 Y= 74 T(12 =)L 7 years ago) ~ Gamification was born , in the United
States.
2011 =7 447 / Gamification boom in Japan  (web services, etc.)

Books suchas ~ REALITY ISBROKEN  and GAMIFICATION are published

2013 Y= T 4% —7—r, Period of disillusionment 71V =a A in Japan. /
There were not ,~ many good gamification cases.

Perhaps ,~ because Japanese people like games, ,/ they thought gamification would
be easy to create.

But | think that ~ creating a gamification service is  as difficult as creating a game.
(2>3<)



2014 Vx>T4 74 —7—>,/ They reaffrmed V7 77— LAK that /
increase motivation. (e-learning and real classrooms)

After this  is J-gamification.
2022-V =T YT — )

it is a way to

| expect  there will be another boom in Japan.
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J-Gamification
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Gamification is

"putting game elements into the things
around us (work, study, housework, and
life) to motivate people to have fun.

- a fun motivational method
- highly compatible with the younger

generation
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| define  Gamification as  "putting game elements into the things around us
to motivate people  to have fun.
The things around us  include work, study, housework,  and life.

The main feature 7+—F¥— is ,/ tousefun / as a motivational method.
It is highly /~Y¢ compatible =>/X%~7 L with the younger generation.

Does this definition resonate 1% 4\ & with you? >  Or is it unique to J-gamification? 2
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I I-I Two typical examples of J-gamification

Garapon(a lottery box)
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Here are ,/ two typical examples  of J-gamification.

Japanese people like  stamp cards.

Of course  they are happy ~ when they reach a goal ~ and receive a present of a
product,

but they seem to get excited ,~ when they see the stamps  being pushed one by one
// and getting closer  to their goal.

How about in your country? 2

Japanese people like garapon ¥+77>, / which is like a lottery box.
Inside the box, , there are balls of different colors ,~ (1st, 2nd, 3rd, etc.),
and you can spin the rattle >’/ /" to get them out yourself.

How about in your country? 2
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B I-I J-gamification is similar to Japanese games

Garapon(a lottery box)
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Consider =% — the relationship ,~ between J-gamifications and games.

Stamp cards are very similar ~ to leveling up in JRPGs, ~  a favorite of the Japanese.
In JRPGs, / you gain experience by defeating monsters , at a predetermined 7'V ¢
4#—3 location, ,~ and when your experience exceeds  a certain number of points,
/" youlevelup / and your ability value /Y =— increases > 7 — —X.

In a stamp card, ,/~ you get points when you buy items at a certain #—7> store;
when your points reach a certain number, .~ you get a gift.”  The store owner will treat
you  as a higher patronage <\ A&72 AU customer.

Garapon ¥+v774> isvery similar / to gacha in smartphone games ,~ that Japanese people like.

Gacha in smartphone games is / a system that randomizes 7> %~ AXK what you get ,~ and

makes your brain produce dopamine called euphoria =—74)7, / and the Japanese seem to like this.

My students say. ,~ "When | think about gacha,  the stress of class  flies out the window."
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Part 1: Gamification and |
Part 2: Six Elements of Gamification Design
Part 3: The Current State of Gamification in Japan

Part 4. Why doesn't Japan, a gaming superpower,
incorporate more game elements into reality?

(30 minutes in total)
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Next, ./ | will move on to Part 2  and talk about the , Six Elements of Gamification
Design.
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From my previous 29 7 1} 1> years of experience , as a game developer
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Six methods to make games more interesting

(1) Active participation e
(2) Achievable goals P

=z 8
(3) Direct Praise -
(4) Immediate feedback
(5) Growth visualization & .,’n
(6) Recommend uniqueness
- "
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The following is a summary of six methods to make games more interesting, ~ called
game design.

(1
(2
(3
(4
(5
(6

Active participation /X\—7 3~ 5
Achievable goals

Direct Praise 'L A

Immediate feedback

Growth visualization

N N N N N SN

Recommend uniqueness

These are the elements ,~ that make the games ,~ that | have created interesting,
and they are also the elements that ,~ are used in RPG games like Drakue, / and
action games like Mario.
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| came up with the idea ~ of converting =223 —7 (7 the six elements of game design
// that make games interesting ,~ into the six elements of gamification design , that
make the real world outside of games , interesting.

In this way, ,~ we can make university classes  and the world aroundus ,~ more fun.
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. Iq A class utilizing the six gamification elements
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kkkkkkkkkkkkkkkkkkkkkkkkkkkkkkhkkhkkkkkkkk

| designed a class utilizing the six gamification elements. Specifically, | used stamp cards,
game elements, and ping pong boos.

As a 7V result, / | was able to / ‘"increase the fun  and concentration" of the
students.

kkkkkkkkkkkkkkkkkkkkkkkkhkkhkkhkkhkkhkkkkkkk

FIT =245 — 306 BEREFALT. BEEZT AU L, BEAMIZIZ. REVTH—K . 5—LERK,
By T—HEFRWN =R, AR L EET v P ELZT 7 ST LN KT,
17:19

kkkkkkkkkkkkkkkkkkkhkkkkkkhkkhkkhkkhkkhkkkkkkk

Small Beak 2 &=—/1 7117
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Part 1: Gamification and |
Part 2: Six Elements of Gamification Design
Part 3: The Current State of Gamification in Japan

Part 4. Why doesn't Japan, a gaming superpower,
incorporate more game elements into reality?

(30 minutes in total)
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Then Part3 ,.~ | will talk about the current IL >k status of gamification .~ in Japan
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£ |‘| Two familiar examples of J-gamification
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Here are two examples .~ of J-gamification .~ that | have found.
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e gamification here is a stamp
ard. Each day that a participant
participates in the program, he or
she receives a stamp. Collecting
and seeing the stamps becomes a
form of visual motivation. In this
way, the goal is achieved in small
steps, one day at a time, to
increase motivation. It is also
important to note that parents who
see the stamp cards give praise to
their children.
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The photo shows ,~ Japanese children on summer vacation. It is morning for them.
Many elementary school children , enjoy doing radio exercise  in the park.
| participated  asa 7 staff member.

Why do children gather early in the morning? ~ _| found gamification!

The gamification here is a %, stamp card.

Each day  that the child participates -> in the program,  he or she receives a stamp.
Collecting and seeing the stamps ,~ becomes a form of  visual motivation.

In this way,  the goal is achieved in small steps, ,~ one day atatime, / to increase
motivation.

It is also important to note ,~ when parents see the stamp cards, / they give praise 541
VN9 their children.
This is the same process , as levelling up  in J-Gamification .
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" |-'| Roulette at a Kaiten Sushi Restaurant

A machine that allows you to spin a
roulette when you throw in five empty
plates (after eating your sushi) at a
conveyor-belt sushi restaurant. If you
win, you will receive original goods.

The game is popular with parents and
children. Fathers, who are urged by
children who want to spin the roulette,
sometimes eat additional sushi until
the roulette is full, which boosts sales.
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The photo shows  my favorite kaiten sushi restaurant.

Why is this restaurant ,~ so popular? | found gamification!

After you finish eating 5 plates of sushi, .~ you can put those plates inside a roulette
machine.  If you win, you will receive original goods.

The game is popular with parents and children.
Fathers who are urged 77— 'K by children ,~ who want to spin the roulette,
sometimes eat additional sushi ,~ until the roulette is full,,”  which boosts sales.

This is the same element  as the Gara-pon 773 lottery machine in J-Gamification.
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BEIL, RADhf 72 mlindE w5 T,
REZOBIEIIANKDRHLOTLIIN?  FITRDTEL,

[FliRF F CRNEDSTEB A M AT L —Ly MRREIELEENT, Y7084V T LD 7 Yy X h i
Do

Bl AU R, V—L o R DI E RN ENTZBREAN, S5 E TEIMTEHR 2/
HZELHY, B LT YT T D,

J 7 =T 47— ar DA TRANEMEFRICLER T, 20:18
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B-H Recent J-Gamification Case Studies

KOKUYD

La<rEL )
35N
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We, the Japan Gamification Association, ~ have been surveying Japanese gamification
cases / and awarding the great ones.
Here are the three J-Gamifications , that received awards.
T ———————

Fex, AR =74 —varh@id, RO =70 —varfERAEL, TIELLWLOERFL T
WET, RESNTZ3OD -7 =37 47— a BB LET, .
20:40

sk P25, Shukudai Yaruki Pen: 1oT tool for fun homework
L FENRER AR RILBEEZITOIoTIEE

H |'| Shukudai Yaruki Pen: loT tool for fun homework

A

Le<rL
3 &N
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Shukudai Yaruki Pen ,  This loT 7447 tool is a / fun way to do homework
for children .~ who don't like to do homework.

This device is attached to the child’s pencil.

As the child concentrates on the homework, ,~ the pen glows 7 27X and becomes fun.
/" The colors keep changing.

(52<)
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By visualizing the time ~ spent doing homework, it motivates the child.
The points earned ,~ can be put into the parent's smartphone app, ./ and the points can
be used  to advance the backgammon game.

Conversation between parents and children will be stimulated =3l t7 v~ by homework.

I will show you an  introductory />~ 7K1 video.
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IHEEPIFETRWAEL DD O B EITIloTEETT, FELOTUEVICHOAHTET, 158a 5%
FLTITOE, ~UMNHE BRI ET, AIREALAE D> TWEET, FHEEC-> TR Z AT L
HIEIZED, FELDORLREmOET, RoTARAV NI, BOASHRT FVNEE AL ZENTET, TDOKRA
VIC, T IAETTOLNET, HECHFOXFEIIT AET,

RIS TR B E A R LES, 21:50

sk P26, Shukudai Yaruki Pen video

https: ~_“youtu.be ~gEckcoPVY80 22:56
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Wonderful Gamification!
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wkkkpkkckooekoork P27, TANO: Recreational equipment for the elderly @i & (717 oL 71— agi

H I'I TANO: Recreational equipment for the elderly
Aiica

A
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https://youtu.be/gEckcoPVY80
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TANO.  /—Recreational V7V xA a7/l equipment , for the elderly.
Japan has one of the largest populations of elderly people in the world.

Seniors move their arms and legs  in time with the game  on the screen.
They do it naturally  because itis fun. / As aresult, ,/ they can exercise.
They are not forced to do it, but can do it actively 724~V and enjoyably =2 22177V,

| will show you an / introductory > ~=24 7K1 video.

Kk koo ko ook ko ook ko ok okok ko dokokokk
H A RO F T EmENLOETY, BRE T OL 70— a 28 03, @i id, mmo s —2o

IZAEDETFREZENT, LD A RIZRND, ik, EHEIN TED, WHLDLLINLD TIEARL, REEIY

IZHLLSTED,

FEHRTITB Bl A L ES, 23:38

whklkpklpoklkx p28. TANO Introductory video

-~

S ERTREMACHE R LR TES T

https: youtu.be ~YDr5VQyc4oo 24:50
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Wonderful Gamification!
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wlpcpeeoeeek - P29, Kizuna Fantasia: Regional RPG 2577207 ) —2 =751 RPG
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https://youtu.be/YDr5VQyc4oo

m Kizuna Fantasia: Regional RPG
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Kizuna Fantasia: .~ Regional RPG
This game is an RPG / setin &7 > Ishinomaki, / a city damaged by the tsunami.

Players will enjoy adventures ~ in a world similar to Ishinomaki in the game.
The names of places and objects in the game  are familiar 773U7 to those,” who
know Ishinomaki.

And the game and reality .~ are linked by a GPS.
Visiting real places and buying souvenirs ~will give you an advantage in the progress of
the game.

In other words, through A/L— the game, you can attract tourism to the town.

| will show you an “introductory WA EATELED W video.
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DT —LITEETHEEZT-REEEEITLE.RPG T, TLAV—E5—LDHFOREL-HRT
BREELAET ¥ —LOFTEIGT A 0L BEEZMBARIZITHLARNEDTT , GPS T —
LEBREN)VILTVET . REDOGHAEZINTY. BEEMEZESILET. ¥ —LDOEITHEFICE>TUL
FI,. TS —LEBLT. TOENOEALFHNTEES,

TSI EE A B R LET, 25:56

wkbkpipoookx p30. Kizuna Fantasia Introductory video
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https: " youtu.be 16-xoCbK4g0 26:50
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Wonderful Gamification!
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wkbkplkkookek . P31, Gamification Corporate Landscape 7 —37 47— ar it A<y

I4 |-| Gamification Chaos Map
o ERT—Z74 75— avERAFR2v T  2022FEhR

AHIFICA

L BtoBY Ya—>a> BtoBEIt
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This year, ,/ the Gamification Corporate Landscape for Japan ~ was released.

Itlists,” atotal of 206 > —/ /"> FKLw R 27 A domestic gamification businesses, divided
into 13 #+—7¢—>~ categories.
This is the first document to give a bird's eye view of the gamification industry “in Japan.

| was also involved ~ as a member of the production committee.
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AR ARENDF —IT7 40— ar RN A~y TN AR SN EL,

13 DTV EL T, [HNOF —I7 4 —arH#E | 5 206 38TV 5,
ZNNHARDF =T 4 —a R AR T 500 TOEETT,
FBHIEZRESOOENEL TOD b oT,
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https://youtu.be/I6-xoCbK4g0

Fpkkeeoreeek - P32, Gamification Corporate Landscape

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkkkkkhkkik

Although 4—/v>~—  the 7+ overall market size is unknown.

Currently, the largest markets are: 1. DX contract development 2. training and
education 3. school education

We believe that “future growth is expected in 1. healthcare, 2. retail, 3. education for
infant and children.

The market size seems to be growing little by little, but it should be much smaller than
/the 2 trillion RJY 4> yen for games in Japan.
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RO TG IAR T2

BLRO TS HERA KX DI, 1.DX ZEEHIE 2HEHTE 3. 9KEE

A% ORENFESNLDIE, 1L.~VATT 2. UTr—)b 3806 (FhIR/ FHmid) & 2 QunvET,
MDD L SO KRERSTWDBEITT A, BRDT —L0 2 JKHEERDE 72D/ EWNET T, 2
6:28
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selpclpic ek p34 Partd. Why doesn’t Japan, the Gaming Superpower
Incorporate More Game Elements into Reality? 7284 —2AXKE R AR, BHEIS —2EREHoL
B ANIL2NDH ?
Ef

RANIFICH
A

Part1: Gamification and |
Part2: Six Elements of Gamification Design
Part3: The Current State of Gamification in Japan

Part4. Why doesn't Japan, a gaming superpower,
incorporate more game elements into reality?

(30 minutes in total)
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Finally, /I will move on to part 4 ,“and take up this question.
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BB, BT Partd, 7087 — A KE B AL, HEICF —LERE2LSLED AN ON? ZFELET, 28:22
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sk P33 Why doesn’t Japan, the Gaming Superpower Incorporate More
Game Elements into Reality? 724/ —AKE B AL, BLEICT —LER Lo LRV ANLZND) 2

Why Japan, the Gaming Superpower, Does Not Incorporate More Game
Elements into Reality?

%

T —

(<o \ | £
"Make the world ol I I N~
a fun game”

Spreads rapidﬂl’y

Everyone will be happ
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This last part touches 72>% " on questions | have myself.

We, the Japan Gamification Association, “are working towards the goal “of " making the
world a fun game"
We believe that if gamification spreads A7l X" rapidly, /everyone will be happy.

Japan's ranking of world happiness in 2022 V74— YT T 4V — is 54N 505 T
53— out of 146 countries, ,~which is low.
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WBED/S—NI, FAH B ORI TLHYET,

Box AT =374 r—var i, MR aem s — &2 FIRICEEL TOETS

T =IT 4= ar RV RVIRES TR, BRI 08 B> T o6 T,

HAD 2022 FOMRERETF 7 146 FHH 54 i T, KWNTT,  29:02
seplplcplskcicopopceork - P34 Japan Most Favorite Country for Games 7 —2AKE HA

A Iq Least Favorite Country for Games Japan

A A
A

Japan is the country with the most money per capita
spent on games in the world.
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Japan is the country  with the most money per capita ~ spent on games in the world.
This is because,” they are familiar with games ,~ and value them as entertainment.

So why not  use game elements in real life .~ to be happy?
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AR, — AN 7F—ATfEr B e iR — !
—F =B LA, RS THEZ L TND
720X, IR IZ RS0, = LB B ETEA LN D)2 29:57

sepiopiopioiiolioliicioioisksee . P35 My hypothesis FLDRRE

I -
I'I My hypothesis
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My hypothesis [V ME—XL
"Japanese games and anime are ~  already too much fun."

In the minds of the Japanese people, there already exists a fun metaverse.
When reality becomes unbearable 7> X7 Z~7 /L, people are able to escape into ,the
fun metaverse of games and anime

They do not feel ,“the need to use gamification in reality .~ to make it fun.

Maybe it's because Japanese game developers, including myself, ,“have made fun
games.

What do you think? &
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“AARDF —L0T = ANH X5
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LD,

BRI =74 —2a i U TR T DB 7220,
FZ B HAROT —LBAFEE D3 AW — D5 AFSTo DN FIRR DD,
BT OF FIT DR TLEI N ?

30:17

sekkeolleiolloloiiolollolsolloliolklsok - p36 Thanks lot to Mimi Okabe  #itfE

Thanks a lot

Thanks, Mimi Okabe, for the help with the
English translation
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Thanks lot to Mimi Okabe
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WX, FROBEREF =7 CTNFELT -, T L CHRETOREHE ICHEE > TN ET,
A AR TIES LW GETORENHRT-DII Lo BT, 30:39

l.._'f | I Thank You for listening! @ REPLAYING
JAPAN

J-Gamification and The State of Japan:

Why doesn't Japan, a gaming superpower, incorporate more game
elements into its reality?
(30 mins)

¥ ‘m‘.ﬁ& Make the world
?*b" a fun game!

(<o

Kishimoto Yoshihiro
Japan Gamification Association Representative Sage Lv98

kkkkkkkkkkkkkkkkkkkkkkkkhkkhkkhkkhkkhkkkkkkkk

Thank you very much_~ for your kind attention.

My "J-Gamification: The State of Japan"is 'now over.
| would be happy to take ,~ questions or comments?

Martin-sensei is here to translate questions and comments for me ,”as English is not my
first language.
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TVEFEHD R EHDTEWELTZ, BLO  “J-Gamification: The State of Japan”IZ#&4>0 T4,
ZRIIOVERIRE RIIHVET TLIIN?
FORMZ. FAOBZFEH T BV D T, v —TFT g AN mR L sl EnEd, 31:04
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Q&A
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