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In this file photo Japanese video game designer, writer, director and producer Hideo Kojima speaks
on stage to present his new video game ‘Death Stranding’ during the Tokyo Game Show in Makuhari,
Chiba Prefecture.—AFP 

Video game
‘Death Stranding’ 
bids to rekindle hope
In a world fractured by political populism and

divisive voices on social media, can a video
game build bridges to harmony? The Japanese

auteur behind “Death Stranding” hopes so. The
much-hyped title comes out for Sony’s PlayStation
4 on Friday and is the first creation of Hideo Ko-
jima, the acclaimed designer of the Konami studio’s
mega-selling “Metal Gear” series, since he went in-
dependent in 2015. Set in a post-apocalyptic fu-
ture where the United States of America has
broken up and a curious form of rainfall accelerates
ageing, “Death Stranding” centers on a mission to
deliver packages and help rebuild a communica-
tions network in what is now known as the United
Cities of America.

Enemies abound, intent on keeping communi-
ties isolated, including the undead. The protagonist,
Sam Porter Bridges, is voiced by Norman Reedus
from zombie TV drama “The Walking Dead”. Other
members of the A-list cast include James Bond
stars Lea Seydoux and Mads Mikkelsen. Kojima is
explicit about the contemporary parallels to his
storyline.  “President (Donald) Trump right now is
building a wall,” he told the BBC in an interview.

“Then you have Brexit, where the UK is trying
to leave the EU, and it feels like there are lots of
walls and people thinking only about themselves in
the world. “In ‘Death Stranding’ we’re using
bridges to represent connection-there are options
to use them or break them. It’s about making peo-
ple think about the meaning of connection.”

The concept goes as far as blocking any option
to interact negatively with other players, according
to Kojima. Instead, you can give them positive
feedback and leave items for others to use.  It is a
far cry from the all-against-one, fight-to-the death
option on the hugely popular game “Fortnite”, or
the hate-filled commentary of so much social
media. Titles like “Fortnite” and “Call of Duty” rely
on bursts of furious action, and are lucrative
propositions on the e-sports circuit.

Mad Max meets Postman Pat
But Marc Alonso, a gaming expert at the market

research provider Euromonitor International in
London, noted that the most-bought title so far this
year was the more immersive “Red Dead: Redemp-
tion II”. “So there’s definitely room for that along-
side the e-sports side of it,” he told AFP, predicting
“Death Stranding” will prove “one of the most in-
fluential and popular games of the year”.

“It pushes the frontiers of gaming and cine-
matography. It’s essentially an interactive movie
and that’s something we’re seeing more of, like in
Redemption, with clear storylines that are well
crafted and well acted,” Alonso said. “‘Death
Stranding’ is taking that to the next level, and Ko-
jima’s many Metal Gear fans will help it boom.”
Still, the slow pace of the game-play and the sur-
real nature of some of the narrative have attracted
adverse comment from a few reviewers. 

One otherwise laudatory review at thesix-
thaxis.com said ‘Death Stranding’ mixed various
storylines including “Mad Max” and “Postman Pat”,
adding its own “very odd focus on bodily excre-
tions”. Other reviewers have criticized Kojima for
pretentiousness. But most have reveled in the cine-
matic and immersive qualities of his game, and the
scale of his ambition.  On metacritic.com, “Death
Stranding” scores a favorable aggregate score of
84 percent. The word “masterpiece” crops up in
several appraisals of the game.

Its backers at Sony are banking on that trans-
lating into Christmas season sales to sustain the
PS4 console business in the face of competition
from mobile and streaming platforms. A PC version
is due out next year, as is a next-generation
PlayStation 5 console.  But there is no word yet on
a version of the game for Microsoft’s Xbox, after
Kojima went into partnership with Sony following
his departure four years ago from Konami.—AFP 

Hideo Kojima, creator of the hugely anticipated Death
Stranding game released this week, turned a family obses-
sion with film into a talent for making highly cinematic video

games. Best known for his acclaimed Metal Gear series, Kojima
spent nearly 30 years at Konami, a major firm that he has said he
joined because they were the only games company listed on the
stock market at the time. He was born in 1963, to a family ob-
sessed with movies. When he was young, his parents began a tra-
dition of watching a film every night.

“I wasn’t allowed to go to bed till the film had finished: the op-
posite of how it is for most children,” he told The Guardian in an

interview. The tradition had a huge influence, and as he got older
he was encouraged by his parents to see movies by himself at the
cinema. They would give him money for the ticket, but on the con-
dition he came back and discussed the film’s themes and its impact
on him. He lost his father when he was just 13, and at university he
initially studied economics, before switching gears in his final year
and deciding to enter gaming. His mother supported the move, but
his friends were strongly opposed, and the social pressure had an
effect: he chose to work at Konami because it was listed on the
stock exchange, giving it a prestige he thought might justify his
decision.

‘Continue as long as I live’
A year after he joined in 1986, the first iteration of Metal Gear

was released, which saw gamers controlling special forces opera-
tive “Solid Snake”, and encouraged to avoid and outsmart enemies
over engaging in direct combat. Several sequels followed, devel-
oping the stealth ability of characters and featuring the cinematic
cut-scenes that would become a signature of Kojima’s work. He
achieved cult status however with the 1998 release of Metal Gear

Solid, a game that one review declared “comes closer to perfec-
tion than any other game in PlayStation’s action genre.”

Further sequels followed, and as his star rose he created his
own production unit inside Konami. In 2005 he won an MTV life-
time achievement award for the Metal Gear series.  “I have to say,
even though I have received this award, let me state that I will not
retire,” he told a cheering audience. “I will continue to create
games as long as I live.” In 2015, he shocked the gaming world by
announcing he was parting ways with Konami and would run his
studio as an independent firm. Speculation raged over the reasons
for the split, with some citing Kojima’s near-obsessive desire to
control all aspects of production on his games, or Konami’s al-
leged strict controls on employees. Others pointed to the indus-
try-wide shift from console games toward mobile devices.

Prone to loneliness
Kojima has said the decision was not an easy one, with his

family deeply opposed and banks reluctant to lend to him despite
his international fame. —AFP 
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