Introduction

As one of the most beloved games of all time, Disney and
Squaresoft’s Kingdom Heart$2002) is a crossover between
Disney’s animated films and Squaresoft’s Final Fantasyideo
game series, focusing on main protagonist Sora’s search for

his missing friends through various Disney worlds and
fighting the forces of darkness. As a crossover between
Disney’s films and Squaresoft’s video games, Kingdom Hearts
acts as a crossover of American and Japanese culkhese
trends end up being factorin the directionconcerninghe
game’s story and characters.

Development

* Concelved with conversations abdotiper Mario 64

» Approached Disney with the idea

» Struggled with who would be the main character
(Mickey Mouse or Donald Duck)

» Story was revised upon feedbackfyal Fantasy
creator Hironobusakaguchi

* The roles of characters lik&airiand Ansemwere

changed Kingdom Hearts Picture Source:
nttps://www.cnet.com/news/kingdomheartsandwhen
judginga-gameby-its-covergoesso-right/
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Mickey Mouse Picture Source: https://mickey.disney.com/
Donald Duck: Picture Source https://economictimes.indiatimes.com/magazines/panache/some
fun-factsabout-disneysmost-popularcharacterdonald

Context (American Culture)

1. Pushback against video games
1. Result of avid players committing mass shootings
2. EXxposure to violent games causes aggressive thoughts, feeling
behaviors, and arousal, and decrease In helping behavior
2. Response to 9/11 terror attacks
1. Avoidance of imagery of violence and mass destruction
2. Disney’s Lilo and Stitcla (2002) climax was altered due to the
attacks

3. Popularity of the fantasy genre and famifendly material
1. Cinema leaned toward family friendly and fantasy films

2. Success dflarry Potter and the Sorcerer’s Stone and Lord of the Rings:
The Fellowship of the Ring2001

9-11 Picture Source: https://theconversation.com/woipadlitics-explainerthe-twin-tower-bombings9-11-
101443

Kingdom HeartsAn Unusual Context (Japanese Culture)
Crossover of American and - saaeics on apocaypic rises and a school romance

* Inspired by the success Nkeon Genesis Evangeligi9951996)

J apan ese C L Itu e . .Followed specific gender roles

Male protagonist is a high school student who is an “observer” of

Presented by Cooper Newton (In Progress) the heroine's suffering,

» Male protagonist loathes himself for Incompetence
* Female heroinenvincible warrior who loves the protagonist and
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