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This exhibition is a sequel to 'GAME START: mastery
of the Game Exhibition,' which was held at the
Shoko no Mori Exhibition Corner at the Faculty of
Literature in our university from July 8, 2022, to
October 21, 2022. We aim to further develop the
content of the first exhibition and contemplate the
future of video game exhibitions in museums.
We also attempt to explore how museums can
contribute to video game archives.

The contents include the Family Computer, Super
Famicom, Game Boy, PlayStation, NINTENDO64,
Sega Saturn, Family Computer Disk System,
Game & Watch Multi-Screen Donkey Kong, and
PlayStation 2, each accompanied by three
corresponding game titles. Additionally, we
will display six past exhibition catalogs to
illustrate how video games have been presented
in museums.

This exhibition provides an opportunity for all of
you to consider how you perceive video games as
museum artifacts and where they fit within the
continuous history of video games. Video games
are not merely entertainment but represent a
culture that must be preserved for the future.
Let's think together about "video game archives"

in museum!
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