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EXTENDED ABSTRACT 
Throughout the 1990s, the Walt Disney Company worked with several videogame 

development studios to make games based on their intellectual property. Though the 

games most often remembered are based on Disney’s characters and animated features, 

they also licensed games based on their theme parks. North American audiences 

received only Adventures in the Magic Kingdom (Capcom, 1990) for the Nintendo 

Entertainment System. Developed by a Japanese team, the game’s portrayal of what 

should ostensibly be the Florida park proved to be a Disneyland amalgam interpreted 

for English-speaking audiences. Three additional games however, remained in Japan. 

In 1994 and 1995, the Japanese toy and entertainment company TOMY published a 

pair of Tokyo Disneyland games developed by a studio called Graphic Research Co. 

Mickey no Tokyo Disneyland Daibōken (Mickey’s Great Adventure in Tokyo 

Disneyland) was released for the Super Famicom in 1994 and Tokyo Disneyland: 

Mickey no Shinderella Shiro’ Misuterii Tsuaa’ (Tokyo Disneyland: Mickey’s 

Cinderella Castle Mystery Tour) in debuted on the Game Boy in 1995. Tokyo 

Disneyland: Fantasy Tour (TOSE, 1998), closed out the decade to celebrate Tokyo 

Disneyland’s 15th anniversary.   

These three games are curious texts: videogames that adapt a theme park “localized” 

for Japan from America. Tokyo Disneyland opened in April of 1983 through a 

partnership initiated by the Oriental Land Company who wanted to work Walt Disney 

Productions. While Tokyo Disneyland seemed like just an American export of its 

Anaheim park, it was actually a complex negotiation between Japanese and American 

cultures (Raz 1999). Thus, they provide insight into how the Japanese Disney parks 

were presented to their local audiences—both in terms of theme park operations and 

promotional material. And they serve as examples of how the theme park experience, 

rides, and attractions are adapted into games (Schweizer 2016; Makai 2019).  

These games are a product of a moment in time representing the 10-15 years following 

the original opening of Tokyo Disneyland before the resort expanded to include Tokyo 

DisneySea. The history of the Disney parks is contained within a huge range of 

material. There are first-hand accounts of the employees and contractors who designed 

and built the parks, the second-hand stories compiled by historians, design plans and 

corporate documents, the physical parks themselves, documentation and memories of 

visitors, and the plethora of paratextual media produced for and about the parks. Florian 

Freitag (2019) refers to these paratexts—which include objects like concept art, maps, 

brochures, and software/apps—as ‘metaxextual’ because they are designed as self-

presentation. These sorts of texts are worthy of rhetorical examination. 
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To discuss these games, I begin with the question of translation and localization. With 

the support of a student researcher, we have translated the three Tokyo Disneyland 

games into English and performed our own scholarly localization in the process 

(O’Hagan 2017). The translation requires considering not only the usual subtleties of 

language but also the specialized terminologies of games and the subject matter of 

theme parks. Translating the games into English for analysis is only the first part of the 

equation—though they are in Japanese, they are based on an entertainment venue and 

media properties that were brought to Japan from America which makes it important 

to consider the localization of Disney broadly into Japanese before translating it back 

into English. Because Tokyo Disneyland is managed by the Oriental Land Company, 

the ways they chose to use their license of the American company’s intellectual 

property provides us with insight into what they valued in their own parks.  
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