
��������	
�����	������	����������	
����������

�

��������� ����!�"#$�#%�&$%#��'�(�#')�*#�(�++�$��,))��-&)��$./�$(�++#�"�'!./�0#��*')�*#��123�4$)#�$')��$'!�5�"#$�#2�

6789:;�<=>�?<@9=AB�C8D�EFD;D=7<79G=�GH�6789:;�<=>�IG:9<J�KD;LG=;9M9J97N�

MN�78D�O<L<=D;D�?<@D�P=>Q;7FN�

�

R#�S��,T,/U�

V#�S���W$�*#���)XY�'+'$�. Z�#�S��.&2'"2S[�

�

��&\&+��UR,]̂ �

W$�*#���)X��_�,!-#�)'Y�)� '-#Z&'!-#�)'2"'�

�

#̀�__�#X�aU(Rb 5̂5�

W$�*#���)X��_�,!-#�)'Y�\��" �#!Z&'!-#�)'2"'�

�

cM;7F<:7�

�����"�'[)#��#d[!��#��)�#�#)��"'!�[���)��$�$\��_�+'S���"��[��')��$���$�)�#�e'['$#�#�*�%#�\'+#��$%&�)�X2�4$�)' �$\�

'$��$)#�[�#)')�*#Y�"�$)#$)�'$'!X����'[[��'"�Y��#�!�� �')�����'$$&'!�(��[��')#�V�"�'!�a#�[�$��-�!�)X�f(Vag�

�#[��)��'$%��#!')#%�%�"&+#$)��[�#['�#%�-X��#*#$�+'S���e'['$#�#�\'+#�"�+['$�#��!� #�(,h(UT�'$%�/�$)#$%��

[�#�#$)�#)��"���$�)�#�����$����%�2�i���%��e'['$#�#�*�%#��\'+#�"�+['$�#��[��+�)#��#�[�$��-!#�\'+�$\�')�'�

)�+#���#$�j\'+�$\�%����%#�k��'���$"!&%#%��$�)�#�b��!%�i#'!)��U�\'$�l')��$m��nn)��a#*����$��_�)�#�4$)#�$')��$'!�

(!'���_�"')��$��_�0��#'�#�o�b��!#�+'$X�e'['$#�#�"�+['$�#��'�#���� �$\�)��&[��!%�)�#�W$�)#%�/')��$��

V&�)'�$'-!#�0#*#!�[+#$)�̀�'!�Y��&��'�+����$�)�)��)#�)�)�#�*'!�%�)X��_�)�#����$�)�')�*#��-&)�)��&$%#��)'$%�)�#� �$%�

�_�%��"�&��#��&�#%�)��_�'+#�����e'['$#�#�\'+#�"�+['$�#��[��+�)#��#�[�$��-!#�\'+�$\�)��)��&-!#�[#�"#[)��$��

)�')�\'+#��'�#�&$�#'!)�X2�b#���[#�)�')�)����"�'[)#��[��*�%#���#�#'�"�#�����)���$��\�)��$)��)�#�&$#d[!��#%�)#��'�$�

�_�)�#�e'['$#�#�\'+#��$%&�)�X�'$%�)����� �)��'�%��'�)�#��#)�"'!�_�&$%')��$��_�#__#")�*#�(Va�[�'")�"#�2�

�

pq�P=7FG>Q:79G=�

4$�r3nsY�j\'+�$\�%����%#�k��'���$"!&%#%��$�)�#�b��!%�

i#'!)��U�\'$�l')��$m��nn)��a#*����$��_�)�#�4$)#�$')��$'!�

(!'���_�"')��$��_�0��#'�#��f4(0.nng2�e'['$#�#�*�%#�\'+#�

"�+['$�#���#�[�$%#%��$�)�#���'$$&'!��#[��)�Y�'$%�(��[��')#�

V�"�'!�a#�[�$��-�!�)X�f(Vag��#[��)�������$\���')�)�#X�

�#�#�%��$\�)��[��+�)#��#�[�$��-!#�\'+�$\Y�\�*#$�)�')�

\'+�$\��'���$�%'$\#���_�\��$\�_��+�-#�$\�'�_��+��_�

#$)#�)'�$+#$)�)��'�)X[#��_�-#�'*��&��)�')�"�&!%�-#"�+#�'�

�#'!)��"�$%�)��$2������'%%#%�'�$#��#)��"'!�-&�%#$�)��

"�+['$�#���$�)�#�\'+�$\�-&��$#���t�)��-#��#�[�$��-!#�

"��[��')#�"�)�l#$�Y�)�#X�$���$##%�)��S&�)�_X�����)�#X�'�#�

$�)�[��+�)�$\�'$�&$�#'!)�X�[��%&")2�,$%�)�')������')�)����

['[#�����'-�&)�t�)�#�#)��"'!�[���)��$�$\��_�+'S���

"��[��')��$���$�)�#�e'['$#�#�*�%#�\'+#��$%&�)�X2����!�� �

')�"��[��')#�#)��"��[���)��$�$\Y��#���!!�_���)�!�� �')�����

#)��"�����%��"&��#%��$�\'+#��)&%�#��'$%�)�#$�����(Va����

%��"&��#%��$�e'['$2�b#���!!�)�#$��&)!�$#������#�&�#�

"�$)#$)�'$'!X����'��'�+#)��%�!�\X�_����&�*#X�$\�)�#�#)��"'!�

���&#���$�"��[��')#�%�"&+#$)��!� #�'$$&'!��#[��)��'$%�

_�$'!!X�%#�"��-#�)�#�+'S������&#��)�')�#+#�\#�_��+�'�"�$)#$)�

'$'!X�����_�e'['$#�#��#[��)�2�

uq�6789:;�<=>�?<@9=A�

��#�#�'�#�+'$X�%�__#�#$)��'X��)��)��$ �)���&\��)�#�

#)��"���_�\'+�$\2�b#�"'$�!�� �')�����\'+#��'__#")�[!'X#��v�

�#�"'$�!�� �')�)�#�#)��"���_�)�#���)&')��$���#[�#�#$)#%��$�

\'+#�Y�'$%��#�"'$�!�� �')�)�#�#)��"���_�)�#�%#*#!�[+#$)�

"�++&$�)X2�a#X$�!%��fr33rg�'$%�T"(��+�" �fr33ng�&�#�

)�'%�)��$'!�#)��"'!�)�#���#��)��#*'!&')#�\'+#�2�w���#d'+[!#Y�

a#X$�!%��'[[!�#���)'$%'�%�$��+')�*#�)�#���#���&"��'��

(�$�#x&#$)�'!��+Y�0#�$)�!�\X�'$%�y��)&#�̂)��"��)��'$��#��

��#)�#���z�	
�{��|���}���~~~�f�{���g�����++��'!2�b��!#�

�#�_�$%��)�')��{�������&$#d"#[)��$'!Y��#�"�$"!&%#��)�')�j4�

��&!%�'�\&#�)�')��)m��#'�X�_���#'"���_�&��)��+' #�'�[#���$'!�

S&%\#+#$)�'-�&)�)�#�+��'!��)')&���_�'�\'+#�.�S&�)�)��$ �

'-�&)�)�#�"���"#��X�&��'*#�)��)' #�)����$Y�'$%�"�$��%#��

��')�)�#X��'X�'-�&)�X�&k�fnng2�

��



��������	
�����
���
�


��������
���
���������
������
�� !�
�"��
#$�%���


 ����
���
%$&�
�$%$���'
���$�$� 
$�
�"��
�"�'
������$�$(�


)���$*$)����
��
&$%%$� +
,"$�
$�
����
�-
�
)�'*"�%� $*�%


�� !����.
/!�
$�
"��
��"$*�%
$�)%$*��$���+
0"��
����
$�
��'


�/�!�
)��)%�
$-
�"�'
*"����
��
)��*�$*�
&$%%$� 
-��
-!�
��


���$ �
 ����
-��
��"���
��
!��
-��
�!*"
)��*�$*�1
2�


3*4���$*&
)�$���
�!�.
#$��!�
��"$*�.
5"$*"
 ���
/�*&
��


2�$����%�.
��)"��$(��
�"�
/�*��$� 
�-
�
 ���
�#$��!�!��


)�����+
6$��!�
��"$*�
��*�������
�"��
���
�����
��


)��*�$*�
/�$� 
 ���
��
/�*���
 ���+
0"$%�
)%�'$� 
�


#$�%���
 ���
�#��'
��*�
$�
�
5"$%�
$�
!�%$&�%'
��
��&�


�!*"
�-
�
�$--����*�.
)%�'$� 
#$�%���
��%��
�/����$#�%'


*�!%�
��-$��
���+



7���
$�
�"$�
5�'.
�"�
*��)!���
 ���
*����$�!���
��


$�*���$/%�
����!�*�
-��
��%-8��-%�*�$��
���
)������%


�9)%����$��.
���
5$�"
�$*"
)�����$�%�
-��
����%
���
��"$*�%


��!*��$��+
:�
��"��
*!�����
���
-���
�%%�5�
�!*"
��
$������


-�*!�
��
*"�$*��
���
�"�$�
*����;!��*��<
��
��"��
���
-���


�%%�5�
!�
�"$�
����
�� ���
�-
� ��*'
��
��&�
�!�
�5�


��*$�$���
���
�"��
%$#�
�"��! "
�"�$�
�!�*����
�=��&$��


>?�?.
9#$�+


@'
*�������.
=��&$��
�>?�?�
���
7$*���
�>??A�


��*�!�� �
!�
��
�"$�&
�/�!�
�"�
�9)��$��*�
�-
)%�'$� 
��
�


)%�*�
-��
)���$/%�
��"$*�%
��-%�*�$��+
2
 ���
��'
/�
#$�%���.


/!�
5"��
�������
$�
"�5
�"�
)%�'��
��#$ ����
�"�
#$�%��*�+


,"�
����
 ���
-��
���
)%�'��
*�!%�
/�
�"�
�**��$��
-��


��"$*�%
��-%�*�$��
���
-��
����"��
B!��
����
�$��%���
-!�+


,"��
�"���
���
�))���*"��
��
�"�
��"$*�
�-
 ����
�"��


%��&
�!��$��
�"�
 ����
�"����%#��+
C��
�9��)%�.
D�%%E�


�$�*!��$��
�>??F�
�-
�"�
��"$*�
�-
#$���
 ���
B�!���%$��


%��&�
��
�"�
��"$*�
�-
�"�
)�����9��
�-
 ���
B�!���%$��+
D�


���*�$/��
"�5
 ���
)!/%$*��$���
G��)%�'
%�58)�$�


"�//'$���
5"�
���
���'
��� ���
�-
%�#$�"
���&��$� 
�#����


�"��
��*�!�� �
$��))��)�$���
�$��
/��5���
 ���
��&���
���


 ���
*�$�$*�+H
,"�
��"$*�
�-
 ����
B�!���%$��
$�.
�-
*�!���.


���
�-
�"�
$��!��
�"��
���
�!))����
��
"�#�
��$�����
�"�


����� ���
)"�������.
�"�! ".
��
I�/���
C��$�
5����.
�"�


*�����#���'
G;!$*&%'
�)$��%��
$���
�
/$����
��/���
�/�!�


-��$�$��.
�$�� '�'.
��%$��
"���������.
���
���$�


*���)$��*'
�"��
5��
/��"
$������%'
)�%��$(��
���
"$ "%'


)�%$�$*$(��H
�������
��
�%+
>?�J�+


3���
��*���%'.
�"���
"��
/���
�!���$���
���
5�%*���


������$��
$�
 $#��
��
�"�
�'������$*
"���������
�-
5����


$�
�"�
 ����
$��!���'+
0"$%�
�*����%�
���!��
�"�
���������


�-
5����
���
���
��5.
�"���
�����
��
-$��%%'
/�
�
%�#�%
�-


�**�!���/$%$�'
$�
�"�
 ����
$��!���'+
C��
�9��)%�.
K/$��-�


"��
�$��$����
��#���%
���$��
���--
-��
*����$� 
�
��9$*


��#$�������
�7*"��$��
>?>?�+
L!�
������*"
�9)����
��
�"$�


�))���*"+
0�
5���
��
���
"�5
*��)�����
��"$*�.
$�*%!�$� 


���--$� 
$��!��.
���
)��������
/'
=�)�����
 ���
*��)��$��+


0"��
���������
-��
47I
��
�"�'
"�%�
!)
-��
�"����%#��1


K%�$����%'.
�"�
 ��%
$�
��
���*&
�"�
�����
�-
*���$������


����
/'
*��)��$��
���
�"��
�#�%!���
�"�$�
��"����*�
��


47I
 ��%�
��
!���������
$��!���'
��"$*�.
���
��*���


��*�!�� $� 
��"$*�%
*���$����*'
��
�"�
)���
�-
*��)��$��+


0�
-�*!�
�9*%!�$#�%'
��
=�)�����
*��)��$��
/�*�!��
5�


/�%$�#�.
-�%%�5$� 
3�*M��'��
�>??N�.
�"��
��"$*�
�����
��
/�


!���������
��
��/�����
$�
�
*!%�!��+
�3���
��
�"$�
/�%�5�+


OPQRSTU
VR
WPT
XTYZT[WV\R
\]
O\Y[\YQWT
̂\ZVQ_


T̀U[\RUVaV_VWb
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Ethics and Gaming - Amano, Okabe and Rockwell 

discuss the five key issues that emerged in the documents 
illustrating them primarily from Capcom, Bandai Namco, 
and Nintendo’s documents. 

4. Environmental Sustainability 

While environmental issues are represented in games, 
the Japanese industry justifiably takes pride in their 
environmental sustainability efforts in development and 
manufacturing. Most of the companies reviewed devoted a 
section to environmental activities, ranging from reducing 
CO2 emissions to recycling game machines and promoting 
environmental awareness through regional/local activities. 
A good example is Capcom, which has a full page of their 
Integrated Annual Report 2019 dedicated to “Capcom and 
the Environment” (52). On this page, they first discuss how 
they are a company whose revenue comes mostly from 
digital content. Therefore, their impact on the environment 
comes mostly from “the power used for office work and at 
amusement facilities, as well as from distributing our 
products …” (52). Thus, their environmental focus has 
been on “reducing CO2 emissions” through energy savings 
and “conserving resources through digital sales.” They are 
proud to have achieved for four years in a row an “S-class” 
ranking for complying with the Natural Resources and 
Energy in accordance with the Act on Rationalizing Energy 
Use by continually reducing their energy intensity. 

Likewise, Bandai Namco mentions reducing CO2 
emissions in their Integrated Report of 2019. In their “Fun 
for the Future! BANDAI NAMCO Group CSR Activities” 
document (2019), they also have a two-page spread 
detailing some of their other initiatives, including labelling, 
reducing packaging for Gachapon products, and shifting to 
paperless digital drawing. 

Similarly, Sega Sammy’s commitment to 
environmental issues seems quite extensive, including but 
not limited to, regional and local activities such as beach 
cleaning campaigns (see page 42 of Report) and 
environmental preservation activities such as “Sega Forest 
Activity,” (44).2  

Finally, it should be mentioned that the “Fun for the 
Future!” document also mentions how Bandai Namco is 
working to contribute to the UN’s Sustainable 
Development Goals (SDGs).3  

2 For a comprehensive list of their environmental initiatives refer to pp. 
42-45 of their report. 

Figure 2: Pages 13 and 14 of the “Fun for the Future!” 
document 

 
In addition, we have also worked to identify how our 
activities, which are aligned with our businesses and 
the Important CSR Themes, can contribute to the 
Sustainable Development Goals (SDGs)*, which are 
the focus of growing attention in society. When we 
requested an analysis from a third-party institution, we 
obtained an evaluation stating that we have already 
taken steps to address many of the 17 SDGs, and we 
were able to confirm that our direction is aligned with 
the demands of society. (3)  
 
Of the 17 UN SDGs, they show badges for 13 of the 

goals on page 4. It is worth noting how Japanese companies 
frequently reference national or international frameworks 
like the UN’s SDGs to demonstrate how their ethical 
initiatives are aligned with larger initiatives and not just 
conveniently invented. 

 

 

Figure 3: Detail of Page 4 Showing SDGs 
 

5. Supply Chain Ethics and Human Slavery 

The supply chain is an important challenge to modern 
corporate ethics, especially for companies that produce 
hardware like Nintendo. The supply chain is the network of 

3 https://www.un.org/sustainabledevelopment/sustainable-development-
goals/ 
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In their CSR Report 2019, Nintendo likewise has a 
section with the heading, “Understanding of and Respect 
for a Diverse Workforce” (17). On the two-page spread, 
pages 3 and 4, they show a map of their workforce with 
numbers and percentages of women and men employees at 
the major locations. 

Bandai Namco has extensive sections on employee 
initiatives, including a section on “Moving Forward to an 
ALL BANDAI NAMCO System that Realizes Synergies 
from Diversity” (62-63). This includes a subsection on 
“Implementing Working-Style Reforms and Promoting 
Active Careers for Women” that outlines guidelines to limit 
overtime work and work after 10 pm. These initiatives 
make for a healthier workplace, especially for women. 

Similarly, according to Konami’s Report, the company 
has “been certified by the Minister of Health, Labor and 
Welfare as an outstanding company for promoting 
women’s participation in the workplace, and subsequently 
received the highest certification, the ‘Eruboshi’ symbol, in 
July 2016” as well as other nationally recognized 
certifications. In 2018, Sega also implemented something 
called a “Waku Lab, an information exchange site on our 
intranet to encourage individual employees to suggest 
work-style reforms through their own ingenuity” (35). In 
2019, Sega opened its Soramori Nursery School to support 
employees “achieve a work-life balance.” 

Altogether, there is an impressive variety of different 
types of initiatives across the reports reviewed. All of them 
dealt with employee issues in one way or another, 
suggesting that this is an important issue in Japan. Much 
more could be said about the initiatives and their 
implications for company culture and ethics. Still, it is 
worth pointing out that when it comes to the gender of the 
company officers represented in the annual reports, they are 
almost all men. More on this later. 

7. Community Building 

One of the more curious types of initiatives undertaken 
by Japanese game companies is how they promote regional 
or local activities and contribute to regional revitalization 
projects through games/gaming. Local and regional 
activities range from company representatives giving 
lectures about the company, running workshops, offering 
special programs, and supporting after-school-programs 
such as sports clubs. Collaboration between game 

5 See https://www.konami.com/socialsupport/en/foundation/. 

companies and local festivals/festivities is also quite 
common. Capcom, for example, has 4 initiative categories 
through which they promote regional activities: economic 
development, cultural promotion, crime prevention 
education, and participation in elections. Sega and Bandai 
Namco, for example, have made donations as well as 
implemented activities for children in the area affected by 
the Great East Japan Earthquake, showing their 
commitment to providing support for disaster relief. Most 
notably, the current Chairman of KONAMI HOLDINGS, 
Kagemasa K zuki  
Foundation in 1982 to support “various projects aimed at 
promoting the public interest and creating a better society 
through promotion and development of sports, education 
and culture.”5 

These various efforts taken by game companies 
indicate how gaming as a form of entertainment is quite 
vital to community formation, mitigating the threat of 
“gaming disorders” and counters discourse around the 
negative impact that video games have on society. Game 
companies are invested in supporting campaigns and 
activities that promote knowledge and awareness of their 
involvement with regional and community-based projects 
to demonstrate their responsibility as corporate citizens 
within the gaming industry. 

8. Slogans and Smiles 

As an entertainment company, we believe that 
spreading smiles among society through our products 
and services is an essential part of our social 
responsibility, so “Putting Smiles on the Faces of 
Everyone Nintendo Touches” is our corporate social 
responsibility (CSR) policy. Based on this policy, we 
have reviewed the CSR priority areas we established in 
2015 and set three CSR priorities: to put smiles on the 
faces of our consumers, to put smiles on the faces of 
our supply chain, and to put smiles on the faces of our 
employees. (Nintendo CSR Report 2019, 1) 

 
While corporate slogans and vision statements would 

not initially appear to be ethical issues, there is, especially 
in the games industry, a rhetorical coupling of vision and 
corporate activities. As the Google slogan of “don’t be evil” 
suggests, these pithy slogans have ethical implications and 
can either inspire conduct or be an embarrassment when a 
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company does not live up to its slogan. (It should be noted 
that Google has removed the motto from its code of conduct 
(Conger 2018).) Here is a list of some of the companies 
with mottoes or slogans. Note the emphasis on fun and 
happiness in different forms: 

 
 Capcom: “Creator of entertainment culture that 

stimulates your senses.” 
 Nintendo: “Putting a Smile on the Faces of Everyone” 
 Bandai Namco: “Dreams, Fun and Inspiration,” “Fun 

for the Future,” and “Dreams, Fun and Inspiration” 
 Koei-Tecmo: “Creativity and Contribution” 
 Konami: “Valuable Time” 
 SEGA Sammy: “Continuing to create moving 

experiences and making life more colourful.” 
 Square Enix: “To spread happiness across the globe by 

providing unforgettable experiences.” 
 
Nintendo is particularly interesting. They take the 

rather insipid motto of “putting a smile on the faces of 
everyone” and adapt it to show the consistency of their CSR 
strategy. 

 

 
Figure 4: 2-Page Spread from Nintendo CSR Report 2019 

 
On the two-page spread, 7 and 8 of their CSR Report 

2019, they show how their three priorities flow from smiles. 
Their priorities are not just putting smiles on the faces of 
Consumers, but also, as mentioned above, putting them on 
the faces of their Supply Chain partner employees and on 
the faces of their Employees. 

Needless to say, the CSR Report 2019 is full of smiling 
faces, with bu

6 As mentioned by Konami’s President’s in his message. 

Furukawa, the President. Ironically, while the Report is full 
of smiling stakeholders, the President is represented as a 
serious and responsible president of a Japanese company. 
To be fair to Nintendo, the pictures of senior management 
in the annual reports reviewed almost all showed serious 
Japanese men in dark suits. There is probably little room 
for play when it comes to the boardroom. In fact, there often 
seemed to be a contradiction between the attention to 
diversity, the rhetoric of fun, and the visual representations 
of the seriousness of the business. Japanese gaming 
companies are shown to be run almost exclusively by 
serious men. 

Smiles and seriousness are important to the socio-
ethical challenge to gaming that companies face as 
international organizations like the WHO and public 
opinion focus on gaming disorders. Japanese videogame 
companies like Nintendo promote themselves as 
responsible companies creating “a circle of smiles in 
society” (CSR Report 2019, 10), but many also mention the 
WHO designation and respond with what they are doing to 
help players avoid unhealthy playing. The challenge is that, 
on the one hand, companies want to present their basic 
business of selling games as being something good for 
society in that it provides entertainment. At the same time, 
they have to deal with the perceived societal problems of 
excess gaming. This is the case for both long-established 
companies and emerging (mainly smartphone) videogame 
companies. The annual reports and CSR reports have to 
navigate this ethical space, or they appear uninformed to 
potential investors. They need to reassure investors that 
they are not unaware of the issue and that they have ways 
of navigating it. 

9. Conclusion 

To conclude, many Japanese companies are working to 
uphold the United Nations Sustainable Development Goals 
(“2030 Agenda for Sustainable Development”) that 
consists of 17 goals and 169 targets pledging to “leave no 
one behind, but each in their own way and to varying 
degrees.”6 While some companies have a clearer set of 
CSR initiatives to meet these goals than others, as noted 
earlier, our aim was not to test the validity of their 
initiatives but to understand the kind of discourses used to 
frame how Japanese game companies promote responsible 
gaming to combat values and beliefs that games are 
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unhealthy. We found that Japanese game companies 
continue to strive to meet the goals set by the UN’s SDGs 
in the following ways: 1) Initiatives for protecting the 
environment; 2) initiatives for ensuring ethical supply 
chains; 3) initiatives for promoting work-life balance; 4) 
initiatives for community building at the local, national and 
international levels.  

What is new is how companies respond to the WHO 
recognition of gaming disorders. Considering that some 
companies preface their CSR reports with the WHO 
recognition of gaming disorders, they are aware that they 
need to address the issue and reconcile it with a rhetoric of 
smiles and fun. Japanese game companies are taking 
various measures to show people that game companies and 
games can have a positive impact on individuals and 
communities, but what is missing is a coherent ethical 
response to the challenge of gaming disorders. We expect 
to see the issue either fade away or be addressed more 
explicitly in the future. 

What is interesting is what issues are avoided or 
downplayed. We have mentioned the contrast between the 
predominantly serious male representations of senior 
management that stand and initiatives around gender 
balance. There do not seem to be serious attempts to 
diversify management. Five other issues that Japanese 
game companies seem to care less about include 1) Games 
and disability; 2) Senior citizens and an ageing Japan; 3) 
Race and LGBTQ representation in games; 4) Human 
trafficking; and 5) Global inequities and famine. The 
absences raise questions about whether the game industry 
has a responsibility to address such issues or if annual 
reports are the place for ethics? The same could be said 
about the academy. What can or should research like this 
paper try to achieve? Our view is that academic 
publications can contribute to the emergency of a healthy 
public discourse around the ethics of the game industry, but 
that we need to be careful about being prescriptive. Public 
dialogue is more important at this juncture than normative 
injunctions. 

Finally, while this approach of using corporate 
documents has the advantage of drawing attention to CSR 
issues as articulated by companies, it has a number of 
disadvantages that we need to acknowledge in the hope that 
they can be overcome in future research. First, it focuses 
exclusively on published corporate discourse and therefore 
overlooks how ethical issues might be discussed in public, 
on social media, in the press, or, for that matter, how the 

companies act on their rhetoric. Second, as noted above, we 
have focused on the larger game companies with 
international reach. Smaller Japan-focused companies also 
need to be reviewed to see if they present different 
perspectives on ethics. Thirdly, these reflections do not take 
into account the games themselves that are developed by 
the companies reviewed. To what extent is company policy 
determined by and determining the business opportunities 
and game genres pursued? How do companies that have 
multiple interests, including gambling (pachinko), 
represent themselves? Finally, how do company policies 
evolve over time and in response to social pressures? 

References 
Adachi, E. 2004. Kigyo no Shakaiteki Sekinin (CSR) 

Nihon ni Okeru CSR no Genjo to Kadai. Horitsu Jiho, 
November, 2004. 
https://www.jri.co.jp/company/publicity/2004/detail/1
101a/. 

BANDAI NAMCO Holdings. 2019. Fun for the Future! 
BANDAI NAMCO Group CSR Activities. August, 
2019. 
https://www.bandainamco.co.jp/en/social/csrdatabase
/index.html. 

Bernstein, J. 2013. “Why Human Rights Activists Are 
Furious At Nintendo.” BuzzFeed News. June 26, 
2013. 
https://www.buzzfeednews.com/article/josephbernstei
n/why-human-rights-activists-are-furious-at-nintendo. 

Capcom. 2019. Captivating a Connected World: Capcom 
Integrated Report 2019. 
http://www.capcom.co.jp/ir/english/data/annual.html 

Conger, K. 2018. “Google Removes ‘Don’t Be Evil’ 
Clause From Its Code of Conduct.” Gizmodo. May 
18, 2018. https://gizmodo.com/google-removes-
nearly-all-mentions-of-dont-be-evil-from-
1826153393. 

European Commission. 2011. A renewed EU strategy 
2011-14 for Corporate Social Responsibility. 
https://eur-lex.europa.eu/legal-
content/EN/TXT/?uri=CELEX%3A52011DC0681. 

Gasser, U., Zittrain, J., Faris, R. & R. Heacock Jones, 
Internet Monitor 2014: Reflections on the Digital 
World: Platforms, Policy, Privacy, and Public 
Discourse. Berkman Center Research Publication No. 
2014-17 (Dec. 15, 2014). 

Grossman, D. L. C. and G. DeGaetano (1999). Stop 
Teaching Our Kids To Kill: A Call to Action Against 
TV, Movie & Video Game Violence. New York, 
Crown Publishers. 

Hall, J. 2003. “Ethics in Video Game Journalism.” Online 
Journalism Review. April, 2003. 
http://www.ojr.org/ojr/ethics/1049994303.php. 

Hirata, M. 2008. Keieisha Jiko Tohchi Ron. Tokyo, 
Chuokeizai-sha. 

19



REPLAYING JAPAN Vol. 3 

Jenkins, H. 2010. “Foreword.” Ethics and Game Design: 
Teaching Values through Play. K. Schrier and D. 
Gibson. Hershey, New York: Information Science 
Review. 

Joffe, M. 2014. “Conflict Materials and Games.” Blog 
Essay in Video Games of the Oppressed. August 22, 
2014. 
https://videogamesoftheoppressed.wordpress.com/201
4/08/22/conflict-minerals-and-games/. 

Kawamura, M. 2009. Nihon ni Okeru CSR no Keifu to 
Genjo. Feb 25, 2009. https://www.nli-
research.co.jp/report/detail/id=38077?site=nli. 

MacIntyre, A. 2007. After Virtue: A Study in Moral 
Theory, University of Notre Dame. 

McCormick, M. 2001. “Is It Wrong to Play Violent Video 
Games?,” Ethics and Information Technology. 
Volume 3, No. 4. 

Neuendorf, K. A. 2017. The Content Analysis Guidebook. 
Los Angeles, Sage. 

Nintendo. 2019. “CSR Report 2019” (Digest Version). 
July, 2019. 
https://www.nintendo.co.jp/csr/en/pdf/nintendo_csr20
19e.pdf. The full report sections are available at 
https://www.nintendo.co.jp/csr/en/report/partners/ind
ex.html 

Nintendo Co., Ltd. 2019. “Modern Slavery Transparency 
Statement.” September, 2019. 
https://www.nintendo.co.jp/csr/pdf/ModernSlaveryTr
ansparencyStatement_en.pdf. 

Reynolds, R. 2002. Playing a “Good” Game: A 
Philosophical Approach to Understanding the 
Morality of Games, IGDA. 
https://inst.eecs.berkeley.edu/~cs10/fa10/readings/vid
eogames/extra/reynolds_ethics.pdf. 

Schreier, J. 2020. “Ubisoft Family Accused of 
Mishandling Sexual Misconduct Claims.” Bloomberg 
Businessweek. July 21, 2020. 
https://www.bloomberg.com/news/articles/2020-07-
21/ubisoft-sexual-misconduct-scandal-harassment-
sexism-and-abuse. 

Sicart, M. 2005. “Game, Player, Ethics: A Virtue Ethics 
Approach to Computer Games.” International Review 
of Information Ethics. 4: 14-18. 

Valentine, R. 2019. Nintendo continues marginal 
improvements to ethical mineral sourcing. 
gamesindustry.biz. August 22, 2019. 
https://www.gamesindustry.biz/articles/2019-08-22-
nintendo-continues-marginal-improvements-to-
ethical-mineral-sourcing. 

Corporate Resources 
Bandai Namco Holdings Inc. 

https://www.bandainamco.co.jp/en/social/csrdatabase
/index.html. 

CAPCOM Co., Ltd. Integrated Annual Report 2019. 
http://www.capcom.co.jp/ir/english/data/annual.html 

———. CSR site. 
http://www.capcom.co.jp/ir/english/csr/. 

Colopl Inc. https://colopl.co.jp/en/ir/library/report.html. 

Cyberagent Inc. 
https://www.cyberagent.co.jp/en/ir/library/annual/. 

DeNA. https://dena.com/intl/ir/library/report.html 
———. https://csr.dena.com. (Jp only) 
GungHo Online Entertainment, Inc. 

https://www.gungho.co.jp/en/csr/. 
———. https://www.gungho.co.jp/en/ir/library/business-

report.html. 
KOEI TECMO Holdings Co., Ltd. 

https://www.koeitecmo.co.jp/e/company/csr/. 
———. Annual report. 

https://www.koeitecmo.co.jp/e/ir/library/annual-
report/. 

Konami Co., Ltd. 
https://www.konami.com/socialsupport/en/. 

———. IR data. https://www.konami.com/ir/en/ir-
data/co_download.html. 

Mixi, Inc. https://mixi.co.jp/en/ir/docs/annual/. 
Nintendo Co. Ltd. 

https://www.nintendo.co.jp/csr/index.html. 
SEGA SAMMY Holdings Inc. 

https://www.segasammy.co.jp/english/pr/commu/csr_
report/. 

SQUARE ENIX Holdings Co., Ltd.  
https://www.hd.square-
enix.com/eng/ir/library/ar.html. 

TOSE Co., Ltd. 
http://www.tose.co.jp/en/ir/library/index.html. 

20


	REPLAYING JAPAN vol.3 13
	REPLAYING JAPAN vol.3 14
	REPLAYING JAPAN vol.3 15
	REPLAYING JAPAN vol.3 16
	REPLAYING JAPAN vol.3 17
	REPLAYING JAPAN vol.3 18
	REPLAYING JAPAN vol.3 19
	REPLAYING JAPAN vol.3 20
	REPLAYING JAPAN vol.3 21
	REPLAYING JAPAN vol.3 22

