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A Study for Cataloging Works for Video Games
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Games have now become a widely accepted cultural resource around the world,
and many practical game education and research initiatives have been implemented. On the other hand,
the holding and cataloging of games in archive institutions are limited. To address this issue, we
have examined the development of data structures and data creation for the purpose of appropriate
search and identification, using a specific archive as a case study. In games, identification at the
title or work level is emphasized by users, and this is also the fundamental unit in web databases.
We defined a logical data structure that associates these with materials and published it in a
machine-readable format. We also automated the data connection with web databases and explored
practical challenges and advantages by providing widely accessible online catalogs with integrated
data sets to users.
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