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Presenter Notes
Presentation Notes
Hello everyone — I’m William Huber, associate professor of game studies, from Falmouth University. Thank you for joining this planning session.�
Because this is a planning session, I’m not presenting finished research. I’m doing two things.

First, I’ll describe the edited volume we’re developing — the core intervention, the kinds of chapters we’re looking for, and why Final Fantasy XIV is such a useful shared object for thinking about long-running digital games.

Second, I’ll sketch one proposed chapter of my own, as an example of the kind of contribution we’re inviting — a chapter on machine translation and AI-enabled tools in the FFXIV mod ecosystem, including a short micro-history of real-time translation mods from 2020 onward.

And then, in the last couple of minutes, I’ll make a very explicit invitation: we want to recruit additional contributors, especially Japan-based researchers and collaborators working on game history, production, localisation, community practices, and platform cultures.  


mailto:william.huber@falmouth.ac.uk
mailto:william.huber@falmouth.ac.uk

What this sessionisfor/ ZDOtw v >3 D

)

Edited volume in formation (not finished results) R m X Rz BER (TR OFEERTIEA W)
Share concepts + methods for long-duration games =EGERYT — L OB & HEmaHE

Today: volume overview + one chapter pitch AH 2R+ ERERE (1K)

Goal: recruit additional contributors HiY : HEFEOEE

\I/EVSO?Ecially welcome: Japan-based + transregional O AL - B B DR TR & 45 (- &

After me: Prof. Akinori Nakamura: Dr Mattias van 2%/ T AT A+ 77> A X (Mattias van
Ommen (volume contributors)” Ommen) B+ (XEZFEE) |

Contact: william.huber@falmouth.ac.uk - Even a rough idea is welcome.
B ¢ william.huber@falmouth.ac.uk- 7 757 A4 7 7 CHEL T,


Presenter Notes
Presentation Notes
Just to set expectations: this is an edited volume in formation, so I’m sharing a framing and a chapter pitch rather than finished results. After my opening, we’ll hear from Professor Akinori Nakamura and Dr Mattias van Ommen, who are also contributing chapters to the volume.
This panel is meant to  explain our ambitions for this project, and to appeal to others working in Japan and encourage participation. We’re open to a wide range of disciplinary approaches — but we hope that each contribution will aspire to methodological innovation, precisely because the cultural field we’re studying has been reshaped so quickly by live-service models, streaming, influencer economies, globalised production chains, new AI technologies, and new business models.
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Presenter Notes
Presentation Notes
Let me begin with the basic problem statement — and it’s almost embarrassingly simple:
�Studying games is not easy, whatever your disciplinary commitments, because the object of study continues to shift dramatically from year to year.  
�And the shifting isn’t only a matter of “internal technologies,” like graphics resolution or AI sophistication. It’s also about platforms, where engagement happens, the duration of play, the distribution of attention, and relationships with other cultural forms.  

If your methods were developed in a context of offline, single-player titles played on dedicated hardware over twenty to forty hours, those methods are ill-suited to live-service games available on multiple platforms, played for a decade or more, sometimes for tens of thousands of hours, and sustained by mixed revenue models.  
�And crucially: a long-durée play experience is more than a different aesthetic or narrative structure. It introduces a dialogical relationship between producers and audiences — and it’s inside that relationship that new techno-social practices appear.  
�That word, “dialogical,” matters for us: in persistent worlds, players do not only interpret content — they respond to it, route around it, mod it, stream it, archive it, argue with it, and sometimes directly change what producers do next.
�So: if we’re going to take long-running games seriously as research objects, we need concepts and methods built for maintenance, iteration, and long-term negotiation, not just for texts or products.
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Presenter Notes
Presentation Notes
This volume positions itself explicitly as “after the MMO boom.”
�A first wave of MMORPG studies — sometimes jokingly called “World of Warcraft studies” — was strongly shaped by an anthropological perspective. Dominant themes included the study of social worlds and communities; ethnographies of player groups; game economies and labour; and narrative and formal analysis.  
�Many of the scholars in that wave contributed to the Terra Nova blog, which ran from 2003 to 2014. In the blog’s final post, Edward Castronova explained the shutdown by arguing that immersive 3D communal places had not consolidated as the “substantial thing unto itself” some expected — instead, we saw an “unbundling” of the parts of virtual worlds.  
�What’s striking, from our current perspective, is that persistence did not disappear. It dispersed.

Persistence is now a genre-agnostic feature of many hundreds of games — from Roblox and Minecraft to Grand Theft Auto and Genshin Impact.  

At the same time, older MMOs and virtual worlds persist into their second, and even third, decades — including Final Fantasy XIV and Guild Wars in their second; and titles like Second Life, EverQuest, World of Warcraft, Final Fantasy XI, Ultima Online, and others entering their third.  

And these games often produce significant income for their publishers despite major shifts in game and media ecosystems. That persistence compels us to reconsider them as artefacts through which we can understand those changes.  
�So we aren’t trying simply to add another title to an existing history of MMORPG research. We want to recalibrate how long-running digital games are understood as cultural forms.  
�And that brings us to why FFXIV is such a useful case.
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Presenter Notes
Presentation Notes
Final Fantasy XIV is simultaneously:
a persistent online world,
a decades-spanning serial narrative within a major transmedia franchise,
a platform for player creativity and performance, and
a continuously redeveloped commercial service operating across regions and media ecologies.  
�
That combination matters. It means FFXIV is not only “a world,” and not only “a game,” and not only “a service,” and not only “a franchise text.” It is all of those at once — which is exactly why it makes a good anchor for a cross-disciplinary volume.�
Studying such an object demands approaches that combine textual analysis, production studies, platform studies, localisation research, community ethnography, and a historiography of live digital systems.  

So the book’s core claim can be said quite simply:�
We should understand long-duration games as evolving cultural systems rather than discrete products or bounded “worlds.”  �
That phrase — “persistent cultural systems” — is not just a metaphor. It names a shift in what counts as evidence and what counts as method: patch notes, community infrastructures, moderation regimes, influencer economies, localisation pipelines, and code itself all become part of the cultural object.
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Presenter Notes
Presentation Notes
What we’re proposing with this edited volume is a shift in the unit of analysis.
�Instead of treating a game primarily as a finished artefact — a text, a product, or even a single “world” — we treat long-running games as persistent cultural systems.

Persistence isn’t just “longevity.” It’s something produced through a combination of:
- ongoing redevelopment and patch cadence,
- governance and moderation regimes,
- localisation and cross-regional circulation, and
- platform and community infrastructures that sit around the game, including tools, archives, and sometimes code itself.�
So the object is not only what’s inside the client. The object is also the living system of maintenance, iteration, and negotiation that keeps a world inhabitable over time.

A key question we want the volume to answer — from different angles — is: how does a world persist by being repeatedly remade?

(Transition) With that in mind, the next slides show what kinds of conversations this lets us bring together.
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Presenter Notes
Presentation Notes
One reason we’re excited about FFXIV as a shared case is that it forces conversations together that are often kept apart.

For example, there’s still a gap between Japanese and Anglophone game studies literatures — not only language, but different canonical debates and methods.

There’s also a gap between single-player narrative studies, which often assume a bounded text, and online community research, which often centres social life but can under-theorise the serial redevelopment of the game itself.

Similarly, platform economy work on streaming and influencer cultures doesn’t always connect to fan practices like translation, documentation, or mod toolmaking — even though these are all infrastructures that sustain persistence.

Finally, preservation and historiography often struggle with live-service worlds that are versioned, replaced, and partially lost.�
So “persistent cultural systems” is partly a bridge concept: it gives us a shared way to talk about temporality, versioning, and continuity across these research traditions.
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Presentation Notes
We’re imagining a set of chapter clusters that orbit the shared problem of persistence.

One cluster is persistence and redevelopment — patch cadence, expansion cycles, and the cultural “rhythms” those cycles produce.�
Another is localisation and cross-regional circulation — not just translation, but how norms and practices travel, diverge, or get stabilised by official pipelines.�
A third is player–developer relations and governance — the longer-term negotiation that happens through official communications, moderation, controversy, and informal settlement.

A fourth is platform cultures: streaming, creator economies, influencer marketing, and the way knowledge and norms are produced around the game.

A fifth looks at AI technologies and global production chains, including what changes in live operations, QA, community management, and tool ecosystems.�
And finally, there’s historiography and archiving: how to write histories of worlds that constantly replace themselves.

(Transition) To make this concrete, I’ll now sketch one chapter proposal — not as a definitive model, but as an example of the kinds of methods and objects we’re inviting.
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Presenter Notes
Presentation Notes
My chapter is about language and access — specifically: how grassroots machine translation and AI-enabled tools reshape communication and accessibility in FFXIV.�
The core move here is to treat translation as infrastructure, not just as a linguistic layer.�
In other words: translation systems shape what kinds of sociality are possible, what kinds of misunderstandings become normal, and who can participate comfortably.

And I’m also interested in mods as a site of negotiation and governance — because translation tools sit right at the intersection of player need, platform constraints, and publisher enforcement.

Empirically, I want to foreground communities outside the officially supported language set — with a particular emphasis on Spanish- and Portuguese-speaking players, the Iberosphere, where the translation and mediation work is especially visible.

(Transition) To see why this matters, we can start by contrasting the logic of official translation support with what mod ecosystems enable.
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Presenter Notes
Presentation Notes
FXIV’s official approach to cross-language communication is, in many ways, deliberately conservative.

The in-game translation tools aren’t designed to give free-form expressive translation. They stabilise cross-lingual play through constrained phrase-based systems — which reduces friction, and also reduces the chance of harassment or miscommunication escalating.�
But that stability comes with a cost: expressive range is limited, and language communities can become siloed.�
At the same time, the broader language ecology matters: full official support for Japanese, English, French, and German, and then separate partner-operated versions in Korean and Chinese, which are often infrastructurally siloed.�
So you get a predictable “gap”: people who want richer communication, or who sit outside official support, are pushed toward informal solutions — and that’s where mods enter.

Mods extend affordances for access and expression, and they also become social infrastructure: not only tools, but norm-shapers.�
(Transition) The next step is: how do we study that ecosystem in a way that’s historically grounded, rather than purely anecdotal?
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Presentation Notes
Methodologically, I’m proposing a mixed approach.�
First, I want to build a micro-history of translation mods using repository milestones — tags, releases, and commit histories — treating them as a kind of public archive of grassroots infrastructure. It’s imperfect, but it gives us timelines, forks, acknowledged lineages, and moments of consolidation.

Second, I want to do software and code studies in a light-touch way — focusing on affordances and constraints: what gets translated, how channels are handled, where context is lost, and how the tool imagines “a conversation.”

Third, I want interviews — both with tool developers and with users — because the cultural meaning of these tools isn’t in the code alone; it’s in why people build them, how they use them, and what risks they perceive.�
The Iberosphere focus matters here: Spanish and Portuguese streamers and community organisers often function as informal mediators, translating not just text but norms, updates, and community knowledge.

So the contribution I want the chapter to make is: translation as grassroots infrastructure within a persistent world, analysed through a governance lens — because these tools live in a space that is simultaneously practical, cultural, and regulated.

(Transition) With that as the “how,” I’ll close by returning to the book-level invitation: what kinds of chapters would complement this, and what gaps we’re actively trying to fill.
“You’ll see that breadth reflected in the next talks as well—Professor Nakamura and Dr van Ommen approach the persistence question from different angles.”
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Let me end with a very explicit invitation.
�
We’re especially hoping to recruit chapters that bring Japan-based materials and perspectives into conversation with broader work on persistent worlds.
�
In particular, we’d love contributions on Japanese-side production histories and localisation labour; comparative governance and moderation across regions; platform cultures around streaming and creator economies; community infrastructures like Discord and wikis; preservation and historiography of versioned worlds; and AI tooling in live operations — QA, community management, translation, and automation.

If any of that overlaps with your work — even if it’s emerging or partial — please talk to me after the session or email me.

And the final thought I want to leave you with is simple:

Long-running games persist by being repeatedly remade.
FFXIV is a uniquely rich case for studying how that remaking happens — technically, culturally, and institutionally — over time and across regions.

Thank you.
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