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ABSTRACT

Amidst digital globalization on a grand scale, the Japanese video game industry has shifted from its nature as a purely
business venture towards becoming an indispensable tool in cultural diplomacy or soft power. Therefore, the objective
of this study is to assess the extent to which video games produced in Japan qualify as an effective means of cultural
exchange and language dissemination from the perspective of soft power. Through a qualitative descriptive analysis
approach combined with systematic literature review in relation to peer-reviewed academic papers from 2014 to 2024,
the current paper explores the role played by the international community in the use of language contained in video
games. It is found that features associated with interactivity and immersion in games, particularly RPGs and visual
novels, play a significant role in stimulating the intrinsic motivation of players and thus facilitating second language
acquisition in an informal way. Moreover, the inclusion of seiyuu acting, cultural simulations, and well-developed
plots serves as efficient triggers that aid in transmitting sociolinguistic values to the international community. The
involvement of the digital ecosystem and external interactions, according to the findings, facilitates better language
retention. Consequently, this paper concludes that the video game industry is a valuable soft power tool that provides
Japan with both economic gain and hegemony over the culture. Relative to traditional media, video games,
characterized by negotiated meanings, present a more suitable context for learning, making language dissemination
one of the main features of contemporary public diplomacy in Japan.

Keywords: Game Industry, Language Dissemination, Soft Power, Incidental Language Learning, Cultural
Diplomacy
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INTRODUCTION

Background

Currently, cultural appeal (soft power) has become the foundation of diplomatic tools used by countries in times
of rapid digital transformation. For the last ten years, Japan has managed to consolidate its position of the leading
cultural diplomacy hegemon in Asia based on the successful use of popular culture products. According to Heng
(2017), modern Japanese soft power relies heavily not only on cultural exports but also on "Cool Japan," the project
dedicated to promoting anime, manga, and especially video games all over the world via digital technologies.

At the moment, the penetration rate of the video game industry is even higher than that of the film industry or
music industry. Leading Japanese companies such as Nintendo, Sony, Square Enix, and Sega have created a network
of interactive entertainment activities that influence the everyday lives of millions of people (Akbas, 2018). Contrary
to movies, video games involve cognitive activity and require constant communication with the game. In particular,
interaction with RPG and visual novel games provides a considerable amount of exposure to Japanese written language
and sounds, thus raising curiosity about learning Japanese among foreign players.

Many previous academic works have been devoted to the investigation of the potential of anime as a language
learning tool. However, very few scientific works have focused on the issue of the Japanese video game industry as
the instrument of soft power for the spread of language. Therefore, the main aim of the current work is to investigate
the effectiveness of the video game industry of Japan as a means of language dissemination in the context of soft
power.

Problem Identification

Japanese-produced games often present strong cultural elements, text-based menu systems (hiragana, katakana,
kanji), and the use of original voice acting (seiyuu). This condition creates a space for unintentional language
acquisition. Players are often driven by intrinsic motivation to learn Japanese independently to overcome obstacles in
the gameplay or to understand the storyline, especially in games that have not yet been localized into English.

Objectives and Novelty

Although most previous studies had discussed anime’s role as a media for learning Japanese language, most of
them that specifically highlighted the mechanisms of the Japanese video game industry as a soft power instrument are
still relatively limited and have not been comprehensively mapped well. Therefore, this study aims to discover and
analyze on how the Japanese game industry functions as a global language dissemination medium through the point
of view of soft power. This study is expected to provide new theoretical insights for people or instances regarding the
effectiveness of interactive media as a modern cultural diplomacy tool and its implications for Second Language
Acquisition methods.

LITERATURE REVIEW
Soft Power and Cultural Diplomacy in the Digital Age

The the original definition of soft power which was described as a country's non-forced attraction, has now
transformed alongside technological advancements. According to Akbas (2018), Japanese soft power depends mainly
on cultural diplomacy which operates through the Cool Japan strategic approach. The export of creative products
which includes fictional characters and visual designs functions as a commercial item that enables the spread of
ideological beliefs and cultural traditions. Additionally, the effectiveness of video games as a modern-day tool as soft
power for diplomacy because video games functions as contemporary diplomatic tools because they enable players to
experience the entire national cultures which include their traditional practices and linguistic features according
Febriani and Putri (2024), who shows that video games can be used as a medium to convey cultural traditions,
language, and values from a nation on a wide, systematic scale.Incidental Language Learning through Video Games

In addition, language acquisition is no longer limited to formal classrooms. According to Peters (2018), the
importance of out-of-class learning (extramural learning) through exposure to entertainment media should be
considered. In the context of video games, Rodgers and Heidt (2021) identified the phenomenon of incidental language
learning, where an individual's primary goal is to complete game missions, and not to learn or study. However, due to
repetition of interaction with the game interface and cognitive demands to solve narrative puzzles, players typically
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absorb vocabulary, grammar, and phonology without the affective filter that usually arises in formal academic
learning.

The Role of Interactive Japanese Games in Education

According to Pujadas and Mufioz (2019), the use of interactive audiovisual media leads to significantly more
effective vocabulary acquisition. In the Indonesian academic context, the use of games as a means of Japanese
language learning has been proven by Kusumadewi and Setiana (2023), who have found that such game-based
programs could significantly improve learner’s intrinsic motivation to remember new words and improve memorizing
vocabulary. Despite the fact that Japanese games were mostly not designed specifically for language acquisition, their
complex narrative and strong emotional content make them an effective means of language acquisition by foreign or
global players.

Although most studies focus on anime as a language dissemination medium, studies on video games offer a
different distinction of interactivity. Games from Japan, especially the Role-Playing Game (RPG) and Visual Novel
genres, possess unique characteristics in the form of complex narratives (often containing hiragana, katakana, and
kanji) and the use of original voice acting (seiyuu). Unlike films, in video games, interactivity implies language
comprehension as a prerequisite for progressing through the plot. Therefore, Japanese commercial games effectively
become powerful soft power tools for language dissemination globally.

METHODOLOGY

This study uses a qualitative descriptive method with a systematic literature review (SLR) approach. The data
collection process involved the identification and analysis of the most influential academic sources, including articles
and reports published within the period between 2014 and 2024. The main focus are the intersection of digital media
studies, sociolinguistics, and international relations aspects. Based on empirical data from various international studies
on L2 (second language) acquisition and cultural hegemony, this research evaluates the technical mechanics of video
games, such as branching narratives and auditory stimuli function as instruments of soft power. The analysis is then
construted to compare in between different genres and their respective effectiveness in language dissemination.

DISCUSSION
Analysis of Interactivity Mechanics and Language Acquisition

The biggest strength of the Japanese video game industry lies in its interactive nature, which necessitates active
information processing. Scholz and Sykes (2020) noted that such video games creates an ecosystem of "negotiated
meanings," whereby the player should have a knowledge In regard of the language to continue to progress the game.
Bytheway (2015) suggests that the player develops their cognitive strategies for mapping visual context with kaniji.
Furthermore, Reinhardt (2019) notes that the digital literacy built during gameplay allows for more natural language
acquisition due to the player's participation in the narrative.

Auditory Stimuli and the ""Seiyuu™ Phenomenon in Soft Power

The recent studies shows that Japanese soft power is mainly operates on a strong auditory identity. The use of
professional seiyuu (voice actors) adds an emotional aspect to the language. Franciosi (2017) found that synchronized
audiovisual exposure in video games improves one’s vocabulary transferability from digital world to the real life
communicative environment. This aligns with the "Cool Japan" strategy cited by (Heng, 2017), where popular culture
serves as an emotional bridge to players. Thorne (2016) highlights that engagement with game characters hones a
positive attitude and affinity towards the target language, in which reinforcing Febriani and Putri’s (2024) findings on
how interactive attraction disseminates sociolinguistic values organically.

Incidental Learning and Extramural Impact

Learning a language itself does not stop when people stopped playing a video game. Sundqvist (2019) introduced
the concept of "extramural learning,” where interactions within digital communities and forums could strengthen the
language retention. Chen and Yang (2021) noted that players actively seek explanations of certain ingame-specific
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words, in which referring to the practice as “motivated information seeking.” Rodgers and Heidt (2021) proved that
exposure to the narrative-heavy games nowadays could trigger the automatic grammatical pattern recognition.

It should be noted that Peters (2018), emphasizes that out-of-class (extramural) media exposure contributes more
significantly to language learning and language proficiency effectiveness than in a formal classroom alone. In
confirmation of the aforementioned hypothesis, Kusumadewi and Setiana (2023) demonstrated that extrinsic
motivation provided by game design features could promote vocabulary acquisition. These combined factors allows
players to achieve higher literacy levels without the "affective filter" of formal education (Pujadas & Mufioz, 2019).
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Research Findings: Data Visualization

Table 1. Effectiveness of Game Components on Language Dimensions

Game . . L
Component Primary Mechanism Linguistic Impact Key Reference
Narrative Branching Dialodues Social Context & Keigo Scholz & Sykes
Systems g g Mastery (2020)
Audio (Seiyuu) Auditory Input Phonology & Listening Speed Franciosi (2017)
Interface (Ul) Repetitive Exposure Kanji or Kana Recognition Bytheway (2015)
Community Extramural Idioms & Long-term .
Hubs Interaction Retention Sundavist (2019)
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Graphic 1. Correlation between Gameplay Engagement and VVocabulary Retention

Analysis: The data suggests a "threshold effect" where consistent interactive immersion lowers cognitive barriers,
leading to rapid vocabulary acquisition beyond 15 hours of weekly play.

CONCLUSION AND RECOMMENDATION

Conclusion

Based on the literature analysis and discussion, it can be summarized that the Japanese video game industry
functions as a highly effective, efficient and superior soft power instrument in disseminating the Japanese language
globally. The RPG and Visual Novel genres delivers two essential gameplay elements which set them apart from other
cultural diplomacy tools because they enable players to interact with game mechanics and experience deep story
immersion. Through visual interfaces, sociocultural environmental simulation, and intense phonological exposure via
original audio (seiyuu), Japanese games succeeds in creating an incidental language learning environment. Games
lower the player's affective filter, transforming the usually stressful foreign language learning process into an
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experience motivated by curiosity and pleasure. The gaming industry business in Japan produces financial returns
which support national economic growth while serving as a prominent public diplomacy tool that naturally enhances
and improves language skills and cultural understanding which makes Japanese soft power more potent to global
audiences or community.

Recommendation

For future research, it is recommended to conduct empirical studies or quantitative research involving direct
surveys to international gaming communities to statistically measure the level of improvement in their Japanese
language proficiency. Furthermore, for game developers, it is suggested to start considering bilingual accessibility
features or in-game cultural glossary modes to bridge the entertainment and educational aspects more optimally. For
governments and policymakers, continuous support for the local game industry, including the expansion of subsidies
for the localization process of Japanese indie games to the global market, will be highly crucial to continue expanding
the reach of this soft power in the future.
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