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Abstract

The growing implementation of video games to depict cultural heritage goals has sparked an increased interest in research
opportunities. This study presents a research opportunity on the portrayal of tangible and intangible cultural elements in Yakuza
0 during bubble economy of the late 1980s. The bubble economy is an important milestone in Japan not only for its impact on
economy but also a cultural paradigm due to liquidity of money among its citizen who loosened themselves in over consump-
tion of goods and services. The study relied on a framework that used dimensions of cultural heritage to analyze the tangible
and intangible cultural aspects portrayed in the game through extensive gameplay and text analysis. It focused on different
elements from Yakuza 0, identifying the cultural heritage represented by those elements, suggesting Yakuza 0 as an effective
representative of Japan's bubble economy culture. The world design, landmarks, in-game objects, as well as the story, environ-
ment, and side activities replicate the cultural impact of bubble economy in Japan due to liquidity of money and the desire for
excessive consumption. The study highlights the effectiveness of Yakuza 0 as a time capsule for the later generation to learn
the Japanese cultural heritage during bubble economy.
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Introduction

Game-based learning has been increasingly popular in recent
millennia supported by educational theories such as experi-
ential learning, active learning, and contextual learning (Ortiz
et al, 2015). Games are effective in learning environments
due to their incentive and repetitive nature, ability to engage
and provide feedback, and safety for experimentation (Gar-
ris et al,, 2002; Seel, 2017). Game-based learning can also
be used to teach about cultural heritage. It is the knowledge
that holds significance for contemporary settings due to its
impact on identity formation (Ott & Pozzi, 2011). It encom-
passes both intangible characteristics such as ideals, social
structures, and customs, as well as tangible aspects like mon-
uments, historical locations, and mobile artifacts (Mortara et
al, 2014). Communicating intangible concepts to students
and the broader public might be challenging (Papathanas-
siou-Zuhrt, 2015). Ancient relics and monuments can be sig-
nificant only when contextualized in interpretive settings that
include missing pieces. Games can enhance cultural heritage
awareness through preserving, reproducing, and appreciating
cultural content, whether intangible or tangible (Laamarti et
al., 2074; Mortara et al,, 2014). Due to the interactive nature
of video games, it is possible to access the culture portrayed
in video games than those of traditional media (Malegiannaki
& Daradoumis, 2017).

The current study explores the unique cultural heritage of the
game entitled Yakuza 0 (Ryu Ga Gotoku Studio, 2015). Yakuza,
or domestically known as Ryu Ga Gotoku (Like A Dragon), is
a triple A Japanese game created by Ryu Ga Gotoku Studios

and released by SEGA(Kwan, 2016; Oakley & O'Connor, 2015).
In 2015, the studio developed Yakuza 0, the sixth installment
in the franchise and a prequel to the first title (Loh, 2024). The
tale follows the origin of Kazuma Kiryu and Goro Majima as
they become entangled in a fight between rival Yakuza clans
for dominance over a patch of land known as the "Empty Lot"
in late 1988, seventeen years before the culmination of the
first game (Story of Yakuza 0). Beyond their engaging game-
play and captivating plots, a distinguished aspect of the Yaku-
za series is the faithful adaptation of real world landscape
into virtual world and Yakuza 0 is no exception. The world of
Yakuza 0 is not only for aesthetics purpose; it precisely por-
trays the bubble economy of Japan and manages to capture
the late 80s culture of Japan for the players to experience
(Cole, 2020; Tsuruta, 1999).

The objective of this study is to investigate the scope of
Yakuza 0 in context of the tangible and intangible concept
of culture, how the game associates itself with these con-
cepts and the relevance with real-world. The study begins by
reviewing the concept of tangible and intangible culture, and
the existing works based on video games as cultural heritage.
The study then analyzes how Yakuza 0 includes the tangible
and intangible cultural elements of Japan from the 80s.The
research questions are formulated for this study is as follows:

RQ1: How does Yakuza O represent tangible and intangible
cultural heritage content?

RQ2: How is Yakuza O's virtual cultural legacy relevant to the
cultural legacy of actual world?
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Background Study
Cultural Heritage

Cultural heritage (CH) encompasses all symbolic and cre-
ative materials passed down via cultures from past to to-
day (Jokilehto, 2005). It strengthens and enriches cultural
identities. CH distinguishes historical areas and preserves
human experiences. Upholding and exhibiting CH is a core
component of cultural policies. It acts as a coordinated link
between society, norms, and values, including ideas, belief
systems, and their relative importance. Symbols, technol-
ogy, and artifacts provide concrete proof of fundamental
norms and values. They create a symbiotic interaction be-
tween the concrete and intangible. Intangible heritage re-
fers to the greater context of tangible heritage, shaping its
meaning (Bouchenaki, 2003). UNESCO categorizes CH un-
der tangible and intangible attributes. Intangible heritage is
embodied by people rather than inanimate objects. Beyond
this categorization, the subject of the significance and im-
portance of intangible heritage gets extremely complicated.
Due to the convention’'s novelty and intricacy, most articles
on the issue focus on definitions. UNESCO defines intangi-
bility as practices, representations, expressions, knowledge,
and skills that individuals, communities, and organizations
acknowledge as part of their CH (Balela & Mundy, 2015;
Ruggles & Silverman, 2009; UNESCO, 2003). Tangible parts
include music, dance, art, language, celebrations, poet-
ry, rites, and knowledge/skills (UNESCO, 2003). There is a
close connection to culture and heritage. A nation’s identity
is strongly influenced by its cultural legacy (Barwick, 2012).
Historic conservation approaches prioritize preserving “cul-
tural identity”. In addition to tangible cultural characteristics,

identifying, analyzing, and conserving intangible qualities
within built settings are becoming increasingly important
(Karakul Turk, 2011).

CH has a crucial role in nation-building and historical pres-
ervation. Hence, preserving CH is important for economic,
historical, and cultural processes (Hani et al., 2012). It offers
research scopes in products like films, video games, and dig-
ital media as creating new cultural artifacts is a significant
approach to demonstrate the importance of culture (Barwick,
2012).

Cultural Heritage Representation in Video Games

Representation is the production of meaning via symbols and
visuals (Sisler, 2008). In recent years, video games have been
effective in conveying our comprehension and impression of
specific locations or times through the act of representation.
Video games use various representations, such as visuals,
movies, stories, sounds, and character designs, which can be
accurate or inaccurate when applied to real-world scenarios
(Balela & Mundy, 2015).

Due to the scope of using video games as a medium for
learning, there have been several studies conducted on how
video games represent culture (Rapp et al., 2019). Scholars
are interested in the incorporation of CH in commercial vid-
eo games and its impact on game culture representation
(Balela & Mundy, 2015). Popular games that address cultur-
al legacy include Assassin’'s Creed (Ubisoft Montreal, 2007),
Civilization (MicroProse, 1991), Age of Empires (Ensemble
Studios, 1997), and Total War (Creative Assembly, 2000)
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(Cole, 2021; Di Mascio, 2021; Mol et al., 2017; Sukhov, 2021).
Numerous studies showed how the faithful adaptation of ar-
chitecture in the virtual world can preserve the architectural
aspect of culture from a particular time period (EI Nasr et
al., 2008; Karsenti & Parent, 2020; Sisler, 2008). While some
games (Assassin's Creed) adapt the architecture of a time
period to represent the relevant history, there are also oth-
er games (Stray (BlueTwelve Studio, 2022), Deus Ex (lon
Storm, 2000)) which take inspiration from the historical
architecture and mirror the elements in their virtual world
to represent the culture in a metaphorical manner (Cheng,
2024; Davies, 2018). Many games provide a high level of
information about the world and its locales, population,
cultures, technologies, flora, and wildlife, which aids in its
construction, comprehension, immersion, and experience
(Wolf, 2018). Video games' digital worlds, like those in litera-
ture and cinema, are full of significance, allowing players to
create scenarios and even reflect cultural narratives (Meinel,
2022). Video games have the potential to disrupt traditional
ideas of geography by connecting virtual and geographical
space, changing the role and meaning of location about
societal interactions and cyberspace (Gréber, 2014). With
today'’s technological advancements, video games may cre-
ate virtual worlds that closely mimic modern reality, giving
the impression that the world is a living place instead of
just a setting for gaming (Harambam et al., 2011). Further-
more, current games frequently use strategies to recreate
recognizable physical space experiences, sometimes even
reflecting actual geographical locales and landmarks which
enables the players to experience the culture of that particu-
lar geography (Uzunogullari et al., 2025). Video games also
imitate different parts of reality, such as people, events, and

cultural identities (Balela & Mundy, 2015). Several studies
highlight the representation of cultural heritage by faithful-
ly portraying the arts, languages, music, intangible aspects
of environments, peoples’ behavior, and customs in video
games (Balela & Mundy, 2015; Cheng, 2024; Malegiannaki
et al., 2020; Ramirez-Moreno, 2019).

Representation of Japanese culture in Video Games

There is a diverse range of Japanese videogames with cultur-
al value, consisting of arcade fighting games, PC-based strat-
egy games, and console JRPGs, and their mechanics and set-
tings may be examined together to comprehend videogames
as a dynamic form of artistic expression. Popular games like
Final Fantasy (Square, 1987), Metal Gear Solid (Konami Com-
puter Entertainment Japan, 1998), Street Fighter (Capcom,
1987), and Katamari Damacy (Namco, 2004) transmit ide-
ology and critique through narrative, character design, user
interface, cabinet art, and accessories. Japanese developers
have utilized the medium to express their views on home and
nation, nuclear energy, war and historical memory, societal
disintegration, and bioethics. These videogames developed
by Japanese studios play a crucial role in shaping Japanese
cultural identity (Hutchinson, 2019).

For example, Shenmue's (Sega AM2, 1999) designers pio-
neered the recreation of real-world locations in games, using
inspiration from the alleyways of Yokosuka to create remark-
ably accurate reconstructions of the town as the game's
backdrop. P-Studio designers thoroughly replicated the
streets of Sangenjaya, naming the location as 'Yongenjaya’
in the game Persona 5 (P-Studio, 2016). Persona 5 features
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stunningly realistic graphics and colors, even for seemingly
mundane virtual objects. Persona 5 allows the players will
feel at ease in Sangenjaya, while residents will recognize land-
marks such as subway staircases and street crossings in the
game (Hutchinson, 2019).

There have been very few studies regarding the Yakuza series
(Hutchinson, 2019; Lima, 2022; Menon, 2023). The franchise
remains inadequately studied in western, English-based lit-
erature. The studies mostly focused on the fictional town
of Kamurocho as a faithful adaptation of Kabukicho, while
highlighting the presence of Yakuza and their core values,
and how the yakuza games portray these issues. Kamurocho
is an accurate replica of Tokyo's red-light district, including
the entry archway with red neon lights. While the locations
appear virtually identical, their names and purposes may al-
ter slightly. Yakuza's Kamurocho provides a spatial-temporal
experience that encourages players to form an emotional
connection with the space through actions, sentimentality,
ludoforming, and longevity (Hutchinson, 2019; Lima, 2022;
Menon, 2023). The Yakuza series also depicts the portrayal
of Korean immigrant in Japan known as “zainichi” (Japanese
name with Korean heritage), highlighted by a study (Hutchin-
son, 2019).

Culture of Japan during Bubble Economy

Japan's export economy had significant growth in the course
of the 1980s and 1990s, driven by the export of cars, print-
ers, and manufactured goods to complicated economies
like the United States. As a result, the Japanese banking

sector saw an excess of cash flow, lending practices were
relaxed and stock and real estate prices soared. These caus-
es contributed to a period of economic growth dubbed as
‘the bubble economy’ (Colombo, 2012; Zhou, 2024). During
the bubble economy, Japan's total bank loans rose from 135
trillion to 376 trillion yen, although the nominal GDP growth
rate remained around 5%. Even between 1981 and 1985,
credit in Japan grew by around 26 trillion yen. From 1986
to 1990, it climbed by 46 trillion yen each year on average.
The ratio of total bank loans to GDP is much more puzzling.
This condition caused a significant increase in Japanese
land values, as well as stock prices. This was a major issue
of internal and external imbalance, but the Japanese gov-
ernment believed that financial deregulation may help to
address it (Dong, 2024).

Against the backdrop of the boom economy, Japanese youth
increasingly established a ‘consumerist dominance’, allowing
them to incorporate art and entertainment aesthetics into
their daily lives (Green, 2020). The expanding economy fueled
the quick expansion of the entertainment industry to meet
the public's cultural needs (Chen, 2023).

The study observed a significant gap in literature about cul-
tural representation in Yakuza games. Almost every game
from the Yakuza franchise depicts the contemporary events
and customs in Japan. But Yakuza 0, being the prequel of this
franchise takes place in the 1988 which serves as a research
scope to study the cultural heritage of Japan during bubble
economy.

5}
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Methodology
Framework to identify cultural heritage of bubble
economy in Yakuza 0

This research evaluates Yakuza 0 to explore howCH-based
analysis can enhance understanding of cultural representa-
tion. To identify cultural heritage, a framework developed
by Baela and Mundi was used (Balela & Mundy, 2015). This
framework highlights the method of identifying tangible and
intangible cultural elements from analyzing video games
(Table 1).

Table 1 The tangible and intangible cultural elements of bubble
economy identified in Yakuza O

Tangible cultural elements Intangible cultural elements

Game map Main story

Actual and ludoformed landmarks | Character lifestyle

In game items Side activities

Using this framework, different aspects of Yakuza 0 were
divided into the category of tangible and intangible aspects
of culture (Figure 1). The study collects data from Yakuza

[ Yakuza 0 Gameplay and Analysis ]
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Figure T Framework for identifying the cultural heritage represented in Yakuza O (Source: The Author)
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0 through gameplay and analyzing the texts. While playing
Yakuza 0, its main story and sub stories were analyzed in
context of real life references. The map of Yakuza O was thor-
oughly explored to identify historical landmarks, to observe
the environment, activities, and portrayal of characters. In-
game texts like dialogues from games, character description,
as well as information from the game's official website were
analyzed to identify the cultural heritage during bubble econ-
omy.

In accordance with the framework, Yakuza 0's universe or
map, as well as its in-game commodities, are examples of
tangible culture. The study graphically analyzes how the vir-
tual world and in-game products imply the tangible culture of
the bubble economy. The framework represents the game's
narrative, which is centered on the narrative of the game, the
portrayal of characters' lifestyles, and minigame activities as
intangible aspects of culture. The study examines games and
narratives, as well as character design and activities, to find
intangible cultural aspects.

Representation of cultural heritage in Yakuza 0
Tangible elements

Yakuza 0O takes place in the fictional cities of Kamurocho
and Sotenbori, recreated from Kabukicho and Dotonbori re-
spectively (Loh, 2024). Kamurocho is a hotbed of exquisite
eateries, entertainment, nightclubs, and gambling establish-
ments. The city is brimming with discos, phone clubs, luxury
stores, and high-quality entertainment venues. Sotenbori is
the west's entertainment capital, rivaling Kamurocho. The
Sotenbori River divides the city east and west, with one

side featuring the vibrant “Sotenbori Street” and the other
end with a more subterranean atmosphere known as the
“Shofukucho’(Loh, 2024). Kamurocho and Sotenbori, like
Kazuma Kiryu and Goro Majima, are protagonists not only
for their environmental and narrative components, but also
for their vibrant residents and ludic architecture that con-
nect with players (Domsch, 2019). Kamurocho has iconic
ludoformed (Aarseth, 2019) landmarks such as the neon lit
Kamurocho gate of Tenkaichi streets (identical to the one
found in Kabukicho Ichiban-gai street), adult entertainment
established Pink street, Hotel district, champion district, ex-
clusive disco saloon, as well as more grounded landmarks
such as discount store Don Quijote, Pronto Café, Mach
Bowl, Kamurochd Theatre Square/Kabukichd Toho Cine-
ma, male idol billboards on Hanamichi-dori and Shichifuku
streets, and several kombini's, nightclubs, small alleys, and
love motels which are situated in almost the same location
in both game and real-world. The chain of Don Quijote has
the exact same location in Kamurocho and Kabukicho, on
an intersection only a block apart to the right side of the
entry gates. Similarly, Sotenbori holds several ludoformed
landmarks such as Iwao Bridge, Sotenbori Bridge Zuboraya,
Kani Douraku, Kushikatsu Daruma which are inspired from
their real-life counterpart. Substantial recognition value is
crucial for both good portrayal of architectural element of
cultural heritage. Thus, the ludoformed recreation of real-life
architecture in the virtual world of Yakuza 0 acts as a time
capsule for the tangible elements of culture (Lima, 2022;
Tuan, 1977). Among these landmarks, a notable landmark
featured in Yakuza O is the disco bar Maharaja, which was
recreated after the famous disco bar of the same name. The
establishment of the Maharaja Tokyo discotheque in 1984

20
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Table 2 Authenticity of tangible cultural elements represented in Yakuza 0

In game cultural element

Real world counter part

Cultural authenticity

Game map; Kamurocho and
Sotenbori

Kabukicho and Dotonbori

The authentic and presentation of tangible culture
by ludoforming real world locations into virtual space

Architectures; landmarks,
stores and buildings

Accurate depiction of landmarks
from Kabukicho and Dotonbori

The authentic and presentation of tangible culture
by featuring physical landmarks into virtual space

In-game items

Foods and other items during

The high value of items due to value of money in

bubble economy in Japan

bubble economy

marked the beginning of the second disco boom, which was
associated with the impulsive and lavish lifestyle associat-
ed with the ‘bubble economy’ in the late 1980s. Fancy VIP
rooms were packed with aristocratic dandies, dubbed 'bub-
ble gentleman’, surrounded by ‘Classy girls’. Approximately
71 Maharaja-affiliated establishments opened throughout
Japan (Wajima, 2022). This phenomenon is also observed
in Yakuza 0 where both Kamurocho and Sotenbori had ven-
ues of Maharaja.

The game also represents tangible elements of culture
via in-game objects. Food items available in Yakuza O like
Takoyaki, Ramen, Sushi as well as beers and sakes serves
as a representative of the tangible element of Japanese cul-
ture due to their role in social and business lives (Loveday
& Chiba, 1985). An important detail observed in Yakuza O
was the high price of in-game items compared to those of
other installments from the franchise. This was due to value
of money during bubble economy. Japan's Bubble Economy
led to wealth and a shift in societal thinking. Taking large

loans from banks, lenders and the strengthening of the
Japanese yen resulted in a rapid increase in net assets for
ordinary people, leading to excessive consumption(Kami-
kawa, 2006). An exclusive in-game object from Yakuza 0
is the telephone cards(System of Yakuza 0). Similar to tele-
phone booths and telephone clubs, telephone cards are not
available anymore due to rapid access to mobile phone. The
presences of such objects serve as a capsule of the tangi-
ble culture from the bubble economy. Another example of
Yakuza O representing tangible culture is the portrayal of
Yakuza presence in Kamurocho. In Yakuza 0, the Tojo Fam-
ily's emblem was visible outside their main headquarters.
However, in later games dated after 2005, Yakuza were only
identified by little pins worn by their ranks. This develop-
ment highlights the impact of the 1991 Botaiho law and lat-
er revisions, including the Bohaijorei, on the Yakuza's ability
to conceal their institutional presence from the public eye
(Baradel, 2021). Thus the map and in-game items of Yakuza
0 portray the tangible aspects of Japanese culture during
bubble economy (Table 2) (Caselli et al., 2023).

N
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Intangible elements

The narrative of Yakuza 0 serves as a significant represent-
ative of intangible culture during the bubble economy. The
main plot revolves around the conflict of Yakuza families for
the requisition of an empty lot in Kamurocho(Story of Yakuza
0). This incident is directly linked to the practice of purchasing
land in the bubble economy. In the 1980s, land prices near
Tokyo's business districts skyrocketed. The gradual expan-
sion in nearby residential areas led to higher land prices and
increased borrowing for real estate, investments, and stock
purchases (Kamikawa, 2006). Massive liquidity in Japanese
banking systems created a misleading picture of prosperity
and extravagance. The Japanese economy had already been
in shortfall, with investors and residents facing significant in-
vestment risks and obligations (Urano, 2017). The practice of
purchasing real state can be also observed in the minigame
of real state royale (Lima, 2022; System of Yakuza 0). Addition-
ally, the plot of buying land depicts a paradigm of desiring
financial growth rather than honor in Yakuza which mirrors
the practice of over consumption of material wealth due to
economic growth during bubble economy. The increased
presence of yakuza members and their activities in Kamu-
rocho also portrays the real life incident of dense yakuza pop-
ulation in Kabukicho during bubble economy (Baradel, 2021;
Hill, 2005; Menon, 2023). By completing side-quests, players
gain insight into the dynamics between yakuza and citizens
in Japanese culture. This experience is parodic, critical, and
realistic of Japan's everyday cultural components, including
the blue tents of homeless people, the country's relationship
with sex, sexuality, and sex work, the country's position as
a technological, geek-otaku paradise, and the often invisible

crimes and corruption associated with yakuza among police
and politicians, providing a comprehensive view of Japan and
its people (Lima, 2022).

Analyzing Japanese games requires consideration of their
cultural, political, and social contexts (Hutchinson, 2019).
The Yakuza is an organized crime syndicate, often compared
to the Italian Mafia, whose activities traditionally prioritize
‘protection” over criminal activity. They view themselves as
a parallel force that provides greater protection to companies
and communities in exchange for monetary fees (Baradel
& Bortolussi, 2021; Kaplan & Dubro, 2012). The yakuza is
not only a crime syndicate in Japan, but also romanticized
in literature and cinema, which inspired the games (Fujiki &
Phillips, 2020; Kaffen, 2022). In Yakuza 0, actors like Hitoshi
Ozawa, Riki Takeuchi, and Hideo Nakano played lieutenants
of the Dojima family through voice acting and motion cap-
ture (Cast of Yakuza 0). All three actors were notable for their
distinguished roles in old cinemas about Yakuza, so casting
them in similar role is an effective approach to represent the
Yakuza movie culture.

A distinguished element in Yakuza 0O that is observed is the
festive and vibrant portrayal of lives. The residents of Kamu-
rocho and Sotenbori were seen in flashy outfits, waving bun-
dles of money for taxi in the very beginning of the game, and
frequently visited high-end restaurants and nightspots, which
indicated the blooming economy during the bubble era. Ja-
pan’'s Bubble Economy created a false sense of wealth and
altered Japanese society's ideology. Over-borrowing from
lenders and the strengthening of the Japanese yen resulted
in a rapid increase in net assets for ordinary people, leading
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to excessive consumption on a global scale. Excessive af-
fluence and increased consumption led to extreme desires.
During this period, Japanese society promoted materialism
and the desire for goods and luxurious lifestyles. Japanese
people often sought material satisfaction, leading them to
indulge in an erroneous fantasy. Therefore, Japanese citi-
zens invested extensively in the entertainment business. The
culture developed reflects the spirit of the times and meets
the demands of the public (Amano, 2022; Chen, 2023; Zhou,
2024). This can be observed in Goro Majima’s narrative from
the game, who at that time was managing entertainment
business in Sotenbori and eventually earned the title “Lord of
the Night” (Story of Yakuza 0). Additionally, the side activities
of visiting “Maharaja” where a distinguished dancing style
with eurobeat songs depicts the intangible culture of grow-
ing disco fever during bubble economy in Japan (El Nasr et
al, 2008). In 1987, Maharaja Tokyo's association with the
Eurobeat genre grew so prominent that the venue's manager

published Japanese renditions of popular Eurobeat tunes.
Maharaja popularized “Para Para" or synchronized dancing,
where the lower body dances were simplified to side steps,
while movement of torso and arms became more complex
(Wajima, 2022). The songs “Koi no Disco Queen’, and “Friday
Night" featured in the Maharaja disco minigame from Yakuza
were also inspired from “Dancing Hero" by Yoko Oginome in
1985 and “Give Me Up" by Michael Fortuanti in 1987 respec-
tively (Wajima, 2022). Another form of entertainment, named
breakdancing also became popular among Japanese youth
in 1980s which is also portrayed by Majima'’s breaker fighting
style, a core component in the game (Mitchell, 2001; System
of Yakuza 0). Additionally, other minigames or side activities
like singing Karaoke, going to Telephone club, or playing ar-
cade games in Sega Hi-Tech Land Sega depicts the intangi-
ble culture of Japan during bubble economy by portraying the
social norms of that era. Specially, Hi-Tech Land SEGA had
features that were similar to those found in genuine arcades

Table 3 Authenticity of intangible cultural elements represented in Yakuza 0

In game cultural element Real world counter part

Cultural authenticity

Empty Lot

Real world practice of land acquisition in
Japan during bubble economy

The authentic presentation of intangible
culture of bubble economy’'s impact on
monetary value

Characters' lifestyle

Real world practice of luxurious lifestyle in
Japan during bubble economy

The authentic presentation of intangible
culture of bubble economy’s impact on life-
style

Side activities

omy

Real world practice of karaoke songs, disco,
cabaret club in Japan during bubble econ-

The authentic presentation of intangible
culture of bubble economy’s impact on en-
tertainment

N
w
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from the 80s. The gaming center allows the players to ex-
perience four old Sega games during that era: Space Harrier,
Fantasy Zone, Super Hang-On, and Out Run. There is also a
leader board to evoke the nostalgia of playing at an arcade
during bubble economy (Grober, 2014). Furthermore, Yakuza
0's karaoke bar is identically designed to resemble karaoke
from the 1980s (Harambam et al., 2017; Loh, 2024). Thus the
minigames and side activities of Yakuza 0 portray the intan-
gible aspects of Japanese culture during bubble economy
(Table 3) (Caselli et al., 2023).

Limitation

The study faced several limitations. The paper did not ana-
lyze the characters of Yakuza 0 in methodology. It analyzed
in-game objects in a holistic manner instead of analyzing and
comparing each items in depth with other games from the
franchise. Furthermore, the study does not take into account
the characteristics of Yakuza O as a cultural object, such as
the fact that the game is set in a particular genre, or the fact
that it is designed to provide entertainment leading to high
sales. Hence there is some tension between these character-
istics and accuracy or authenticity. Further study is required
to address these limitations.

Conclusion

The study demonstrates that Yakuza O is a significant rep-
resentative of the tangible and intangible culture of Japan
during bubble economy in 1980s; fulfilling the research ques-
tions provided by the study. The landmarks, world design
are accurately replicated after their real-life counterparts to
depict the cultural representation of architecture in Japan

during the bubble economy. The expensive in-game items ob-
served in Yakuza 0 align with the value of money or assets in
bubble economy, representing the tangible culture. The nar-
rative of “empty lot” in Yakuza 0 is an accurate depiction of
the culture of buying lands in Japan during bubble economy,
alongside the vibrant environment, character portrayal, and
their activities in minigames explored the intangible attributes
of Japanese culture during bubble economy, thus extending
UNESCO's distinction of cultural heritage.This finding offers
a significant insight in the concept of digital cultural archive
which can be achieved by the players’ stimulated experience.
A major limitation of this study is the lack of including several
cultural representations such as the tattoo (irezumi), loyalty,
honor, and hierarchy in Yakuza as the study primary focused
on the cultural element of bubble economy in particular. To
conclude, the study considers that by immersing the players
in the interactive and vibrant world of Yakuza 0, the game
serves as a time capsule for portraying the tangible and in-
tangible culture of Japan during bubble economy to the new
generation. Further study is required to explore the cultural
impacts of other Yakuza games from the franchise. Scholars
can utilize the Yakuza games' as a unique field of historical
and cultural analysis of Japan due to the opportunity of pre-
serving history and culture in video games.
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