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The outcomes of the research achievements cover international conferences

and forum, scientific articles, and business cases addressing to scholars, practitioners, and policy
makers.

Six conference and forum presentations are made during the period of research project. These
conference presentations exchange the knowledge and share among scholars and also other
stakeholders, in the geographical area of Asia Pacific, American, Europe, and Africa. In terms of
publications, a manuscript is published as a section in the book "People Centric Innovation
Ecosystem™ with Cambridge University Press. Another manuscript is published as a working paper with
university research institution. In addition, a case publication is in the final process to be
published in an internationally reputed case center, a manuscript has been submitted and under
reg:gw of a SSCI journal, and another manuscript will be submitted to a SSCI journal for review and
publication.
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Theinitia research background contains two main dimensions. One is about its scientific background
on the effects of culture on innovation, and another is on the industrial background of Japanese character-
based video games.

(1) Regarding the scientific background, the two relevant field of culture and innovation have been
largely studied separately but less on their relationship, especially in an international business
context. Previous studies have been often emphasizing on the national cultural distance as barrier
or impulse for innovative products’ adoption in international new markets. We intend to approach
comprehensively on the aspect of culture to configure it from multiple perspectives to affect
innovation.

(2) Interms of industrial background, we utilize Japanese character-based video game industry to
focus our study giving its successful performance in an international market. Albeit its high
international performance and numerous studies in Japan, there have been a limited research in
the field of management using Japanese video game industry, and a general lack of the particular

focus on culture to explore innovation in an international business context.

A multi-level cultural configuration framework was proposed to study the effects of culture on
innovation in an international business context of Japanese character-based video game industry. Interactive
effects on culture and innovation have been the focus of attention in our research work to achieve further
understanding of the topic with several propositions set to guide the study. Two particular research
objectives are:

(1) To explore and test the interaction configuration of culture and innovation in an international

business context.

(2) To explore the particularity of Japanese character-based video game as a digital culture industry

which combines the features of creativity and technology.

We employed a three-stage work program to carry out research project. The research methods consist of
three independent parts and interconnect between them.
(1) Stage 1: Systematic literature review to identify the existing knowledge pool on the study topic,
and identify the gaps.
(2) Stage 2: Qualitative case study to explore the companies in the industry to gain insights of firm
evolution on culture and innovation in their internationalization process.
(3) Stage 3: Quantitative survey study to collect data with pre-designed survey to test our hypotheses

generated after studiesin previous stages.



We proposed to have at least one research paper to be presented in an internationally reputed conference
and one submitted to a Socia Science Citation Indexed (SSCI) journal, in terms of scientific outcomes of
the research project. At the moment of writing this report, we have presented the research papers in four
internationally reputed conferencesin Europe, America, Asia, and Pecific region, in addition to two invited
keynote speech in Africa. One manuscript is published as a section in abook with an internationally reputed
publisher, and one manuscript in aworking paper series. One business case is in the process of publication
and one research article has been submitted to a SSCI journal. Some results of the research are highlighted
in the following with others to be appeared in the published works or in the future publications.
(1) Through a systematic literature review
of 687 articles identified from the Web
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type B) has the potential to be further
explored. The type C) often implicitly takes innovation as a corporate culture or culture industry
as creative industry, however there is a large ambiguity in its definition to be further uncovered.
The type D) existsin the published articles where there is no direct relationship between these two
factors in the manuscript.
(2) Our literature review refines the
previously proposed general Figure 2: Culture configuration effects on international innovativeness
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adjustment mainly is reflected on the ! . o e
dimensions of innovation to be explored. A e =
thorough review suggests that existing N /
innovation studies related to culture have Ir-:‘et;:::;tia:lae'r
been focusing the most on the dimensions
of creativity & technology innovation, R& D/ New product devel opment, innovation adoption and
diffusion, and innovation capability and process. The major differences from the initial proposed
framework lye on the dimensions of management innovation and business model innovation.
While innovation capability and process are closely related to management innovation in
international business, it seems that the innovation adoption and diffusion has taken popularity
which also suggests a potential to study business model innovation due to a general lack yet in
international business.

(3) Thevideo gameindustry is particular in terms of itsinterconnectedness among different industries

and create fuzziness of industrial boundary. While this exists in general video game industry



around the world across Figure 3: Openess and fuzziness in Japanese character-based video game industry
entertainment industry,
computer industry, and telecommunication  p

industry, the Japanese character-based

video game industry is the creation of
several culture industries besides these
general industries (See Figure 3).

Integrating and diffusing culture content

across sectors of movie, music, sports, g et
manga, and anime, Japanese character-
based video game industry brought B
innovative business model with crestive
product to revolutionize the
conceptualization of games in the video
game industry, beyond the disruption
created by the technological innovation.

(4) The innovation ecosystem of culture
industry is complex and Japanese
character-based video games merge the spaces of multiple sectors and interchange the content.
Our study on the particular sector within the video game industry identifies the relevance of
content culture such as the popularity of manga has largely influenced this niche market and even
the revolution of culture industry of video games. The dominance of Japanese video games since
the 1990s started with the earlier characters created by Japanese companies to be integrated into a
story-line of game design rather than the competitive gaming predominating in the arcade video
games from the USA. Our study of cases has also identified the relevance of open culture in the
digital platform type of innovation ecosystem that the company is based on. The commonly shared
cultural value of the Japanese character-fans is the essence for the business model of QooApp to
be created around and sustain its growth. The case results the relationship of innovation in the
revolution and revival of a culture industry such as the video game (Type C in Figure 1), the
reinforced culture of Japanese content and development through an innovative business model
creation (Type B), and the mutually reinforced relationship between creativity/ innovation and
culture, as well as the cultural configuration in the international innovative product adoption

process (TypeA).
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