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Nobunaga's Ambition (original title in Japanese: Nobunaga no yab6 {ER D &)
is a series of historical simulation games in the Sengoku and the Azuchi-Momoyama
periods of medieval Japan. As a strategic war game, it is highly regarded by experts

around the world.%’

Today, it is not unusual to find military simulation games that consider not only
combat but also territory management, diplomacy, geopolitics and other factors, but
when the first work in the series was released in 1983, it was a pioneer in full-fledged
historical simulation games.*® Since 1988, the market has expanded to the world, and
now more than half of total sales are overseas.* In 1998, an internet version was also
released, which was well received due to its online gaming style, which was rare at the
time, allowing players to play against users from all over the world at the same time. As
the Sengoku period is the most popular era in Japanese history, this work has attracted

support from all ages, and 16 titles have been released to date.

In games, like in historical facts, the victory keys are not only in battles and
territory management, but also in building roads, trading with merchants or Christian
missionaries, holding tea ceremonies, improving manufacturing technology for guns and
naval ships, receiving official titles from the Imperial Court, and other commands
unique to the Sengoku period. Recent productions have used high-definition 3D images
for maps and battles CG.®° The popularity of this series is probably largely responsible

for the fact that such an advanced academic knowledge of medieval history has
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become known to many people. It has also had a significant impact on the historical
subculture in contemporary Japan. Tourism promotion and exhibitions of Sengoku
cultural heritage in collaboration with Nobunaga's Ambition have been held throughout
Japan.® NHK Taiga Drama, one of the most famous and prestigious historical drama
series by NHK (Japan Broadcasting Corporation), uses 3D maps from Nobunaga's
Ambition in 2016% and 2022%. Until now, also, Nobunaga's Ambition has been derived

from video games to novels®, comics,® and musicals®®.

There are indeed several events based on historical facts. These were in the form
of quests and occurred by fulfilling conditions, such as taking control of a particular
castle, and the lords, vassals or forces may learn some sKkills. Failure conditions are also
set. If we do not want to kill particular characters, or if we hope enjoy a story that differs
from the historical facts, it is an option to choose not to challenge these conditions. In
terms of experiencing the ‘if’ of history, this is a great feature, especially for fans of the
Sengoku period who have a wealth of knowledge.®” New scenarios and characters can
be added by purchasing power-up kits or downloading additional data. This makes it
possible to play the game for a longer period without getting bored. Depending on the
game, it may be possible to enjoy a parallel world of history by adding historical
characters from China, Mongolia and Europe, as well as from ancient or early modern
Japan. In the latest title in the series, the Al controls the individuality of each lord to keep
the players motivated. In many cases, the user's forces expand in the second half of the

game, and repeating the simple task of destroying smaller forces can become boring.

81 For example, from 14 March to 9 May 2024, an event was organised to visit historical sites and museums in Gifu,
Fukui and Shiga prefectures and check in using the Nobunaga's Ambition's location-based access function to receive
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Fukui Shiga ni Shutsujin! Available at: https://www.biwako-visitors.jp/guide/detail/788/
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Therefore, the Al forces are designed to become as powerful as the user's, so that the

user and the Al can compete on equal terms until the end of the game.®®

Not all the content reflects historical facts. For example, many popular Sengoku
lords®® have a brave and handsome appearance, while many lesser-known Shugo lords”
have eerie insidious whitewashed make-up. This may be an expression of the stereotype
that samurai are robust, while aristocrats are decadent. These stereotypes are probably
due to the widespread prejudice in the early modern period against the court nobles as
weak and lazy, and in the modern period for the samurai, namely military officers, as
hard-working and skilled in valour.”" In fact, Kototsugu Yamashina LU} § #&, who
appears in the game as the contact person for the Imperial Court, also wears white
make-up and speaks in a unique tone (he cannot be controlled by the player as a
military lord). Several fictional characters made famous through dramas and novels’?,
also appear, while Ryukyu Kingdom (current Okinawa prefecture) and Ainu (the
Japanese law’® regards them as indigenous peoples to Hokkaidd) do not appear, out of
consideration for political issues.”* From 1994 onwards, it became possible to play
some princesses as warlords, even if they had never participated in wars in history.”®
This is thought to have been influenced by the growing ideology of gender equality, as
well as an attempt to expand the popularity of the game among females. Although itis a
well-known historical fact that a few princesses have served on the battlefield in

Sengoku period, it was not very common.”®

Nevertheless, efforts have been made in recent years to reflect the latest

research, for example by correcting data on characters who are considered to have
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unfairly low ability values.”’ It was also highly regarded as a tool for learning history even
in schools, with more than several hundred real-life characters and castles appearing.’®
This series has had a significant impact on Japanese medievalism, and at the same time
has made people aware of the enjoyment of learning about the Sengoku history.
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