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Abstract 
Playing video games is fun. However, what fun is to be had in watching the gameplay, or the game player? This 
article explores the features of a previously overlooked category of aesthetic appreciation which I term ‘video 
game play appreciation (play appreciation)’. Play appreciation refers to the appreciation of the gameplay itself as 
it is observed by the play appreciator, the specific manner of the individual game player’s game playing, and 
players' reactions to games. Play appreciation is an important part of our cultural practice, as we can see from the 
fact that gameplay video is already an establish form of content on various streaming sites, such as YouTube, 
Twitch, Niconico Douga. To date, studies have been conducted from a sociological perspective on the features 
and significance of social connections and communities related to play appreciation practices. In this article, I 
focus on the aesthetic aspects of these existing studies and aim to construct a framework to analyze play 
appreciation from the standpoints of game studies, sociology, and analytical aesthetics. In Section 1, the existing 
literature is examined and the significance of the research is discussed. In Section 2, the distinction between 
gameplay and play appreciation is made clear, and four elements that characterize play appreciation in terms of 
the relationship between the player and the play appreciator are presented. Finally, in Section 3, the concepts of 
on-game player persona and off-game player persona are introduced to focus on the game player as an object of 
play appreciation, in order to conduct a more precise analysis of play appreciation. 
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