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What is Gaming? Exploring Its Potential (Japanese)

ARI—ZDOBEWIE. T—LOEREVCEE., HENFEZF V. BXLEBERCIRICET 27 — LADORBMEICOWTEAMIC
ERTDIETHD, BIETIE. FEBIN-—T LI —LICET 2T —<Z2HABL. BRETI, BETIE. F—LH
HEPEXMRRICED LS ITERAINTLWALIE2FN, F—LOHENEREZRL-LT. BEENERAEEIRET
%, ZHRAMEBEZFOZENMBAL, HELZ2BL CEREREODHILE2ER/T 5, AMRHEIZ, BABETITS, JLPT N2IL
r. FRRIAEOBERBERENELELLET,

The objective of this course is to study the definition, history, and social impact of games and to explore their potential in
intercultural understanding and exchange from multiple perspectives. In the first half, students will research and present
on various game-related topics in groups. In the second half, they will learn how games are utilized in education and
intercultural exchange, discuss their social significance, and propose concrete ways to apply them. Emphasis is placed
on collaboration and deepening understanding through dialogue among students with diverse perspectives. The course is
conducted in Japanese. A Japanese proficiency level of JLPT N2 or equivalent is required.
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1. Through exploratory learning about games, students will develop the foundational academic skills of formulating
questions and thinking critically.

2. Explore the applications and social significance of games, particularly in education and intercultural exchange.

3. Compile research and discussions into a reader that conveys the multifaceted nature of games, developing skills in
information organization, editing, and communication.
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The 15-week course will proceed as outlined below, but may be adjusted as needed based on the situation.
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Weeks 1-8: Multidimensional Understanding of Games

. Orientation (Course explanation, group formation)

. Game Talk (Introducing favorite games and discussing their appeal)

. Theme Selection (Formulating research questions about games and deciding on group research topics)
. Group Work @(Research and preparation)

. Group Work @ (Research and preparation)

. Group Presentation @ (Group research presentations and discussions)

. Group Presentation @ (Group research presentations and discussions)
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Evaluation Method

Textbook and References

8. Group Presentation ® (Group research presentations and discussions)

Weeks 9-15: Exploration of the Potential Applications of Games**

9. Exploring the Social Applications of Games (Analyzing case studies in education, cross-cultural exchange, welfare,
etc.)

10. Group Work ® (Research and project planning on game applications)

11. Group Work @ (Preparation for the final presentation)

12. Group Presentation @ (Research presentations on game applications and discussions)

13. Group Presentation ® (Research presentations on game applications and discussions)

14. Group Presentation ® (Research presentations on game applications and discussions)

15. Reflection and Summary (Sharing key learnings, feedback, and course review)
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. Active participation in class discussions and activities, cooperation and contribution in group work (40%)
. Quality of research and presentations (30%)
3. Feasibility and innovation of proposals on game applications (30%)
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You will need to work with your group members outside of class to prepare for group presentations. The required time
may vary depending on the situation, but you should expect to spend approximately the same amount of time as the
class hours or more.
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This class will be conducted in person. The maximum capacity is 30 students. If the number of applicants exceeds the
limit, a lottery will be held.
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One-credit courses require 45 hours of study. In lecture and exercise-based classes, one credit consists of 15-30 hours of class time and 30-15 hours of

preparation and review outside of class. In laboratory, practical skill classes, one credit consists of 30-45 hours of class time and 15-0 hours of

preparation and review outside of class.



