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In recent years, concert works that appropriate video

game structures and mechanics as frameworks have emerged.

However, the ontological status of the sound generated
in these works remains ambiguous: whether it behaves
as a functional "sign" to drive the video game system,

or serves as "music," an aesthetic entity for appreciation.
This study aims to clarify the essential characteristics of
concert works based on video game frameworks, focus-
ing on Musical Squash Game, a piece designed for im-
provisation by two pitched instrumentalists. The analysis
adopts Jgrgensen’s theoretical framework, specifically the
distinction between "gamespace" and "gameworld," and
the classification of "ecological sounds" and "emphatic
sounds" within gameworld interfaces. By applying these
concepts to the sounds generated in this work, this paper
describes how the act of performance is embedded within
game mechanics. Furthermore, through an examination
of the fictionality of game acts drawing on Juul and Mat-
sunaga, alongside an analysis of the work’s use of ani-
mated notation, this study reconsiders the essence of per-
formance and presents new aesthetic possibilities at the
boundary between video games and musical works.
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