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Educating the Next Generation of Game Developers in Japan:

First Year Experience and Jargon project
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Abstract: Educating the next generation game developers is a hot topic in universities and colleges all over
the world. In Japan, the game degree program is just beginning for some historical reason. In Spring 2020,
" professional university,” the new category of the higher education system, started in the digital game and
computer graphics field. In this paper, we take a progress report of the first-year experience in the Interna-
tional Professional University of Technology in Tokyo (IPUT Tokyo), Department of Digital Entertainment,
focusing the Jargon project to research the jargon among Japanese game developer cultures. In Japan, the
history of digital game development had segmented the game developer communities into several vernacu-
lar cultures. Examining game development jargon in Japan, we started educating with both local/global
terminology.
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sional university
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