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This study inquire into the process in which Japanese game arcades (game centers) have taken root in
society, focusing on comparison with other countries and the relationship between the store, the player,
and the game.

First, history of game center is described by previous research. Also, previous research of game centers
is reviewed. In research review, previous research focused primarily on corporate and industrial history,
video game research, and game player culture.

In other words, previous research of game center have paid inadequate attention to the consideration of
various store forms and differences from other countries. Therefore, this work compare game centers
and game arcades in the United States, and analyze the social capital formation factors to maintain game
centers as seen from the results of comparative analysis.

As a result, this work clarify that the strict social control in Japan paradoxically gave game centers a
spirit of compliance and a taste for everyone, and developed various store forms for customers
nationwide, which led to the maintenance of game arcades.

Based on these results, this work examines the process of how game centers have taken root in society
by analyzing the variety of store forms and the changes in the main operating arcade games. In this
analysis, various store forms of game centers have declined, but the characteristics of the various store
forms that have been cultivated by each type have spread both inside and outside the game center, and
have completely taken root in Japanese society as entertainment culture.

Thus, this works clarifies the factors and processes by which game centers have taken root in society,
and presents new findings on the process of various changes by social factors in places where similar

entertainment culture are installed society.



