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What is Gaming? Exploring Its Potential (Japanese)
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This course explores the definition of games and the mechanisms that generate "fun," while investigating the potential
for cross-cultural understanding and exchange through gaming. Conducted as an International Collaborative Learning
course where domestic and international students learn together, the class employs Project-Based Learning (PBL)
methods. Students will learn through a cycle of "Experience — Analysis — Creation — Presentation," focusing mainly on
analog games (board games, card games, paper-and-pencil games, etc.).

First Half of the Semester: Students will experience games with diverse mechanics and articulate the factors that make
them entertaining.

Middle Phase: The course will bridge the gap between analyzing existing games and creating original ones.

Second Half of the Semester: Students will work in groups to create and present original games.

Emphasis is placed on students with diverse values collaborating to deepen mutual understanding through dialogue and
to create new value together.

Note: This course is conducted in Japanese. International students are required to have Japanese proficiency equivalent
to JLPT N2 or higher.
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At the end of this course, students should be able to:

1. Analyze diverse game mechanics (e.g., hidden information, deck building, engine building, cooperative play) and
articulate the logic and factors behind what makes them "fun."

2. Execute the iterative design process (hypothesis — prototyping — playtesting — refinement) to improve the quality of
their work through trial and error.

3. Collaborate effectively in cross-cultural teams by facilitating smooth communication, building consensus, and
providing constructive feedback.

2I5EOREFUTOLS ICEDH L FETY A, EBRRAFICGCTCEEDOAIREELHY £,

F1-88 : KB E D (41> 7y k)

LAYV F—vay (A—RHEBE, BSBMN) + TARTLAY (KRT—14L)
2.7 —LDEFRLE + K8 - 2D

. EHSELEANT [MEH] + &8 - HFQ

4, (3R - ME] £BbHLAE + 58 - HFO

5.7 —LDT—hr7—EaviR—%v b + K& - DIF@

6. HERIAT — LDEER - HIFG
7. BRI EA L HRNT — L DEER - 5O



Evaluation Method

Textbook and References

Title

URL

Preparation and Review

8. KERD DHIEN (DITFEDE Lo LFHIET DL RDE)

F9-138 : SL—THIE (FIRTv )

9. #I{ED : F—T R, RERE (F—<RE)

10. 81E@ : A k&4 7 GUERR) 1ERL

1L4EQ® : TR ML A1 (F—T7AHE) L HE

122. 5@ : 7R b TLA 2 (F—T7HBEEFE) LWE
13. #IF® : JRIEAR, LYy T—v a3 VERF

FE14-150 : BREIRYIRY
14, BHEHEEK - A0
15. RRHE - RBE2Q / 2FOBIEL 74— KNy o

The 15-week course will proceed as outlined below. Please note that the schedule is subject to change based on class
progress and other factors.

Weeks 1-8: Experience and Analysis (Input Phase)

. Orientation (Course overview, Self-introductions) + Ice-breaking Activity (Interactive game)

. What is a "Game"? (Definitions) + Experience & Analysis |

. The "Four Elements" that Create Fun + Experience & Analysis Il

. "Inefficiency," "Inconvenience," and Fun + Experience & Analysis Il

. Game Artwork and Components + Experience & Analysis IV

. Experience & Analysis V: The World's "Big Three" Board Games

. Experience & Analysis VI: Globally Renowned Games Born in Japan

. From Experience to Creation (Summary of analysis methods & Explanation of the production process)
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Weeks 9-13: Group Production (Output Phase)

9. Production I: Group Formation & Planning Meeting (Theme selection)

10. Production Il: Prototyping (Creating the initial test version)

11. Production IlI: Playtesting | (Internal group evaluation) & Refinement

12. Production 1V: Playtesting Il (Cross-group peer evaluation) & Refinement
13. Production V: Final Adjustments & Presentation Preparation

Weeks 14-15: Presentation and Review
14. Final Presentation & Trial Session |
15. Final Presentation & Trial Session Il / Course Wrap-up & Feedback
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Class Participation & Contribution (50%) Evaluated based on active participation in class discussions and activities, as
well as cooperation and contribution to group work.
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Analysis and Production Reports (30%) Evaluated based on assignments analyzing games and reports documenting the
production process.
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Quality of the Final Product (20%) Evaluated based on the quality, creativity, and completeness of the final game
produced by the group.
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Students are expected to actively collaborate with group members outside of class hours for discussions, scheduling,
filming, and editing. While the time required will vary depending on progress, please expect to spend an amount of time
equivalent to, or exceeding, regular class hours.
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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.



