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This research project, "Aesthetic consideration of the immersion in digital
games,” has examined the concept of immersion in digital games (games that use digital computers),
which are representative form of play in our age, from an aesthetic point of view. Ultimately, it
was to elucidate the relationship between the real world and the fictional world (or virtual world)
in the modern media environment.

This research project was based on the achievements of comprehensive research on illusion and
immersion that the researcher has conducted so far, and has further developed it, along the three
axes of play, media, and player identity, clarifying the mode of immersion peculiar to digital
games.
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