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Abstract (500 words)
 	The exponential growth of historical video games and player population has made it possible to promote a nation's cultural and historical graphic representations via this animation platform. Unlike traditional animation, video games engage players with "rendered" graphic representations in real time to provide authentic and immersive gameplay experiences. In this computational analysis of players' post-game experiences of Japanese historical video games among non-Japanese players, we employ the latest text mining and sentiment analysis techniques to examine whether playing Japanese historical video games can enhance cultural understanding of Japan.
Historical video games were found to evoke players' emotional attachment, identify, nationalism, and social interactions with the virtually generated gaming space in a distant country (Halegoua & Polson, 2021; The Authors, 2024). Well-known Japanese historical games such as Ghost of Tsushima, Total War: Shogun 2, Nioh 2, and Trek to Yum could educate non-Japanese players' cross-cultural competence of Japan. Despite their rich multi-modal animation rendered in real-time, (historical) video games have rarely been examined to understand their roles in enhancing players' cross-cultural competence of a foreign country. We situate our study within the literature areas of imagined community and post-gameplay narratives of historical games as a shared virtual experience. Our proposed study integrates the latest computational techniques into the study of cultural, economic, historical, and technological factors of these Japanese historical video games by focusing on text mining post-gameplay experiences of non-Japanese players.
Our study investigates whether historical gameplay can lead to the imagining/ consumption/gameplay processes by socially constructing "imagined communities" through interacting with these animation elements (RQ1). Through the analysis of recurrent keywords, key phrases, extracted topics, and overall sentiment in game players' experiential discourses, our study attempts to demonstrate the relationship between gameplay, animated Japanese culture, and non-Japanese players' cultural understanding of Japan (RQ2).  
Our study extended from existing analytical techniques of players' experiential discourses, which are often conducted through discourse analysis methods (Jones et al., 2015; The Authors, 2024). After playing these historical video games, our text mining method employed QDA Miner and its affiliated WordStat 8 programs to analyze words, phrases, themes, and structures of players' experiential narratives. The text mining technique has received acceptance and legitimacy in social science and humanities fields since 1960 (Bastin & Bouchet-Valat, 2014) and has spread to the study of video games (Bragge & Storgårds, 2007; Ho & Zhang, 2020). Çallı and Ediz  (2023) used text mining techniques such as topic modeling to analyze user experiences after playing three Metaverse games (Minecraft, Roblox, or Play Together). We will compile our experiential discourse corpora by web scraping comments, responses, and posts from YouTube, Twitch, Steam, Reddit, and other gaming community platforms to search for the keywords of well-known Japanese historical video games. These experiential narratives allow us to empirically assess whether interacting with cultural-historical graphic design elements in Japanese historical video games will affect players' cross-cultural competence.

	1
	YOWEI
	KANG
	ykang1@aum.edu

	2
	KENNETH C. C.
	YANG
	cyang@utep.edu
	
	



