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Death is foreseeable for all of us, but how do you react to an unexpected death of a child or young person? School shootings seem to be a common thing in modern society especially in America, in fact 51 percent of American college students think about dying in an accident (Middleton, W. C.). Many people have different reactions to death of loved ones or of a complete stranger which is perfectly shown in the 2000 Japanese film Battle Royale (Kinji Fukasaku). But how does that contrast to a real life situation? Well by looking more in depth into the film as well as the anime Danganronpa (Seiji Kishi); which is based upon Battle Royale awesome now kill each other…we doing things a Battle Royale in here (Faulerro), comparing both to find any similarities between them, we will be able to work out the connection they hold with a real life situation. In many cases death is seen as a taboo that no one wants to break, a person talking so openly about it can be mislabelled as depressed or can even be named to the extent of psycho, which may be the case for some people (Middleton, W. C.). 

In Battle Royale (Fukasaku) 42 9th graders are sent to a deserted island with explosive collars around their necks, the game is simple, kill each other and be the last one standing, break the rules or try to escape and the collar will explode; the last survivor is allowed to leave the island. Battle Royale (Fukasaku) on some level shows how different each student reacts to and fights for survival in this game of death that they are being forced to play on an island with no means of escape; this is a similar situation to many students in school shootings. If students are stuck in a class they have to hide, in which, in a way is them fighting for survival, take for example the 1996 school shooting in Dunblane and how the students hid in a cupboard, Harrild and Blake took shelter inside a cupboard in the gym, bringing as many children with them as they could, as Hamilton continued his fusillade. (Bauer). It is apparent in Battle Royale (Fukasaku) that the government is behind the whole ‘game’ as a way to help the economy, by reducing the ‘troublesome’ students boycotting school. Students boycotting schools is something that isn’t new, reports have shown that students have been boycotting different schools for many different reasons whether that be because of racial assaults (Chen) or gender based differences (the guardian). But how does the government and media showcase these school massacres; it is hard to tell whether what they, the government and media, are showing the full truth or whether they have twisted the truth to create more of story including the overlap of measures of frame-changing and salience (Glenn W. Muschert, Dawn Carr). By doing this and creating an even bigger story it means that the shootings would get more media and bigger coverage, which has both pros and cons. It could help ensure that there is more done to create safer environments and stricter laws, but it could also create future shootings with more people trying to gain attention and terrorise a wider audience having mass media on school shootings is a perfect way to do so. During the time when the Battle Royale book was published (1999) and the film was released (2000) there had been a total of 11 school shootings in total in America (Wikipedia) that’s nearly one every month, with 24 deaths in total, in these cases 2 of which the shooters were believed to be mentally ill the rest don’t actually say whether they were or not but either way there was a definite psychological reasoning behind them. If we were to compare these cases to the killings in Royale, a lot of these cases revolve around gaining revenge rather than for political reasons like in Royale.

However in Danganronpa (Kishi) all the students remain in the school, are forced to kill each other by a black and white bear named Monokuma and then sent to trial, if they find the killer than the killer gets killed and they continue till one survivor remains, if not the rest gets killed and the killer walks free. The plot to this is similar to Battle Royale (Fukasaku) except this time it is in a school environment unlike Royale which was on an island. By being set in a school Danganronpa (Kishi) sets a perfect scene for most people to see what an actual school killing might look like, unlike Royale which cannot portray the same environment. Danganronpa (Kishi) sets a scene of young people of different shapes, sizes, ethnicity and sexualities battling out to survive in this school of death, these four traits are each key reasons for bullying in real life school environments. This bullying then can lead to different results including homicide and/or school shootings, Case studies were conducted of 15 school shootings between 1995 and 2001 to examine the possible role of social rejection in school violence. Acute or chronic rejection—in the form of ostracism, bullying, and/or romantic rejection (Leary…). Other studies showed that most of the boys who opened fire were mercilessly and routinely teased and bullied and that their violence was retaliatory against the threats to manhood; that White boys in particular might be more likely than African American boys to randomly open fire; and that the specific content of the teasing and bullying is homophobia. Like Battle Royale (Fukasaku), Danganronpa (Kishi) has a source behind the whole ordeal, unlike Royale it is not a government plan, but a single person, Junko Enoshima. Enoshima appeared to have multiple personalities and created the character of Monokuma, for her entertainment creating the hope and despair, black and white, in people. Seemingly Enoshima is psychotic and a megalomaniac, by setting all this up she wanted to gain power few mass killers actually suffer from a diagnosable, serious mental illness such as schizophrenia, bipolar disorder and psychotic spectrum disorders. A 2004 analysis of more than 60 mass murders in North America, for example, found that just 6% were psychotic at the time of the killings. And when it comes to mass shootings, those with mental illness account for “less than 1% of all yearly gun-related homicides”, a 2016 study found (BBC). This clearly shows that even though most school shooters are not suffering from a mental disorder there is still some psychological reasoning behind why they decided to become school shooters, for instance bullying does appear to play a vital role in most of the shootings, as expressed earlier on. Just like we did with Royale if we look at the time between when the Danganronpa: Trigger Happy Havoc video game was released (2010) and the Danganronpa: Kibou no Gakuen to Zetsubou no Koukousei anime was released (2013) there was a total of 55 school shootings in America (Wikipedia) that’s more than one a month, we can see a slight increase with the shootings which may have to do with more bullying than before, especially since social media is a lot more popular than it was back then so there’s also more cyber bullying as well. With 72 deaths in total, with only 3 of the 55 shooters believed to be mentally ill, 2 of the shootings was believed to be because of bullying and 8 of the shootings were believed to be gang related. If we compare these killings to the ones in Danganronpa, most of these shootings revolve around gang related incidents, which could be a way of gaining power to show who the strongest gang is, this is similar to Danganronpa in a way because Enoshima was trying to show dominance by spreading fear amongst the other students. Now comparing these shootings with the ones from the older ones, 1999-2000, we can see how the reasonings behind the shootings have changed over the course of time with the rise of new technology and influence of violence in the media in the shootings from 2010-2013.

In conclusion Battle Royale (Fukasaku) and Danganronpa (Kishi) both look at death in the eyes of students or young people, whilst still showcasing political and megalomaniacal viewpoints. In doing so they decipher how many influences and reasons why school shootings and massacres are created and portrayed within the real world. Even with being just over a decade apart,  Battle Royale 2000 and Danganronpa 2013, they still represent what society at those times were like and still are, with not much changing about school shootings apart from stricter gun control in some places. Both Royale and Danganronpa were controversial at the time they were made, but that doesn’t stop them from reflecting on modern society that is happening today. However, Films, TV shows and Video Games such as Battle Royale and Danganronpa have been blamed on massive occasions for violence and killings were blamed by parents, educators, and government officials for inspiring a 13-year-old boy to stab his teacher to death with a butterfly knife (Sparks..) even though in most cases this is not the reason more often or not they still get blamed and even those who committed the crime admit that was the reason for doing so The reach of the Slender Man had gotten so far that in 2014 the character was heavily linked to the stabbing of a 12-year-old girl, Payton Leutner. She had been lured to the woods near her home in Wisconsin, US, stabbed 19 times and left for dead. The reason for the attack by Anissa Weier and Morgan Geyser, both now 17, was to prove the existence of the Slender Man. (The Sun)
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