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Game education at the Digipen Institute of Technology and its implications for professional and vocational university
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1.1 %ATHRR

T AR EREICET HEITME L LTE, R
(2014) [1] BFEL WD, Z O SEMTH — LEZEITE LWk
Rafid, S — 2R EBEOTFELE KRR EE 2

. RRETILTIC 2014 FLIED & — LFEZE L OV — LB
FHHEZKDRPUTEREZ L TN, ERD DRV A
BH/RLTWEKRET v b MOT U TRKZORY
K2 BN 2T, ZhREI 7R 7 — LBRFEEHE OTED HIZoO0
TEHTD.

1.2 {xE%

TUNRTRREE, —RRRMEITR L TE RN
DD, 7= LHER OB TIE—BAFAEE L O R a R TH
L. ZOHEML LT, AIKORYIHIZERT L. ERO=
— AN LI L, BIGDKD D A XNV EAR 2 T2 FAEDHE
FHEBE & U CHEER LTV D m08, Rkt LB Z b 7
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HLTND LW TTICRGER (T o 72,

1.3 SHFik

AR TR OT —F MBI A, TV TR RS2 bh
D &3 % BALRBEBE ~ D B & BV A A ST ARG O RREE A AT
S, FURVIRRZBICBONTIE, 0 bESEbY,
BREFEEMICERICEWVSIS TEEICES LTV
Raymond Yan EI=REACxE L, il L 5 M & B v fR4A 4% Fha
L7z (FAASEM A (2018 4 11 A 14 HXU02018 4 11 A
15 H)

2. F—LXRORFIRGR

21 F—LEXICHATIRHTIT—4

7= LBREHE OBREFED T, ETIEFEOS — AT
LOEICERBT D, 7 AU IOERFR Entertainment
Software Association (ESA) DIEFIZ LD &, 2017 D K[EIT
B D7 —LpEEOTE LIE, RifEND 18% #4 L7225 360 (&
RMCELTZ [2] .

#F1 kEF—rpEEOE
(ESA A [2], [3], [4] &b &ITHERR)

s 5e b [P
2014 224 fE Fv -

2015 235 & v 4.9%
2016 304 & Fv 29.4%
2017 360 f& K1 18.4%

T—=bDT Ty 7+ —LbEMAELTBY, 1ERDFEEE
M7= D72 5T, BUETIT N Y a U RE A VR T
DT —LbH LR, SHITIE VR MR EOH LW
THRAZABBET 572, ZORITVINEIERL TS

TR AESHE Newzoo (2X 5 &, 2RI D7 — A




M5 B AR T, 2018 FEITHTFLL 13.3% &8 D 1,380 (R R
VHIBICET D REL &g TV D, T HENA VLI
AL 25.5% HE W) RERMOETL, SFFD TEN
A NS EROYHEBZ D Z ENTHRENTWD. 5%
bR O S — AEEITHEE MR LT TITL L
Newzoo TPl LTk, 2021 AIIFZE RN 25K 1,800 {F
RAVHBNZET D & IAA TV [5].
22e RAR—VER

FETIE, e AR—YOHFRMREY L3 b, F—L¥
ROFREEZHBHL LTS, Newzoo NE L OWEIZLD
&, 2018 DO EMFRITI T D e AR —VINAILHIFLL 38.2%
WO RMCET D& TRINTNS [6].

#2 AftH e AR—VINA

Tl 385 K22 7223, FxIN% T, 2018 FHAETIL 526
BRI KA TND [11].

2 RH{AD Higher Education Video Game Alliance 7% 2015
FICHEBRLEREEICLD L, 2Nb0 70 s T AOREES
7o bDOFER 1AELINITI T 2RI 91.3% & IEFITm
<, 2KV % 8% LRIDFERZ R L TWD. BiotiT -
Pl b2 ®H =% 558% N7 —L¥ERT, (LHE~OMHEE L
82.9% & IEHITm

ZERIHEMAZE Princeton Review NBEIHFE L TWNDH &7 —
LTPA B RO — LBH O 2018 FFEALK KT %
7L, LT o@bh [13].

W [12].

K3 T=LT A ROT = LRI RET o F T

(Princeton Review, 2018 [13])

(Newzoo, 2018 [6]) NEAT | KF4 (FTfEHh)
Ph ek P 1 University of Southern California (Los Angeles, CA)
2016 4fg9300 75 v | - 2 New York University (Brooklyn, NY)
2017 6 & 5500 J7 RV 32.9% 3 DigiPen Institute of Technology (DIT) (Redmond, WA)
2018 (T48) 9 {& 600 77 KL 38.3% 4 Becker College (Worcester, MA)
5 Rochester Institute of Technology (Rochester, NY)
e AR—> NH b 2018 TR CHi4ELL 15.2% H & 7 6 University of Utah (Salt Lake City, UT)
D517 ENIETHZENRIATNTEY, 2014 FiZidm 7 Michigan State University (East Lansing, MI)
N—=hE YRR CREA Y /AN T =) DBKRETHOT 8 Worcester Polytechnic Institute (Worcester, MA)
e AR—Y F— L&k L7z, 2017 EITiT 2 ¥ RS R 9 Hampshire College (Amherst, MA)
BELTHDT e AR—Y T 0T T AMIBEZEHIEZTY 10 LaSalle College Vancouver (Vancouver, British Columbia)

ANTEY (7], e AR—=YF— A& D KENO KT
13 2018 FHI/E THI 50 IITHIM L TV S [8].
23 KES—LERODEARKR

= BEEDFRITEN, = AR T HEA b EM
DENEFHAE D, ESA D 2018 FEFEMMAEIC LD &, KE
2B 57— ABEEEOIT 2,700 #12L E, F—ABEIC

BB 350 65,000 LA EIZ K 5 [9].

ESA (2 X% & 2018 D7 — LR OEHIMEILE 97,000 R
JVTC, 2017 AFEEEBLHA TH BT o TR IE O SR
A 61,372 F/L [10] EHARTHELLEWI EBHERD.
23 F—LTHA UBERSHEHREOEH KA

ESA OFANTIL, ' — LIRS — LT YA V2P TH
NRREFMZE G TH2REOT 0 7T A, 2013 ORISR

—PNLDOFEA Y 7 N=T KF (USC) 1220 T, Ty
2= F YA T ADPREEM E W T2 T KRFDET NV
—ATHYHODF TS| (AR 2014) ZEARSNTVD
LEXD. ), AT M OT U TRRFEICER L,
1998 EIZHEFLCTHID TH— MBS DL D2 5% BRbA L 7=
[14] & FDLNDHELH, ATIC 2 2 F CHBIICHEZ %
FTREPIZONDTHET 5.
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DOHFMNLFEAE LT SAZ LY. 1988 4, Claude Comair 73,
AV Ea—F v Ial—valrkOT=A—va rathy
AFHE DN Y —s8— BC IZERSE. HEFEOFEO RN
> THEFHRAMOMRRICHELZT 25X 51222b,
IZ3DT =A—LarDhb—=ra—AEHR LI L
DERED L7257 [15].

[@ 4 Comair I3fERE O KEEANTH S Nintendo of
America (NOA) D1 %GT, F—Lr7a /7 I 7Da—

1990 4

A % L[AFESL. Z )Y DigiPen Applied Computer Graphics
1994 FEITIE 7 — LPBAFE, 1995 421213 3D =
VEa— BT = A= a Dy T AR E 2D, 1996 4,
Uy v b oNEEBERELZ RS (HECB) 23, 7 Vv LF

KEFEOHENT O T T NERE. WOFNTa s T hbio

School &£720),

7= Bachelor of Science in Computer Science in Real-Time
Interactive Simulation (ZE/ER b AKD 7 — AT, 2017 K
ST 900 ALAEDAZFEAZEH L TWD [16].

1998 4, T UNUIHRFEIL NOA v A 71 Y 7 bR
HEOHDLIAKEY U ML REY RIZF v 3258
#5. [A4E, Comair X NOA & Nintendo Software Technology
ZILRRRALL, BT OEEICEDL L OIS, Yan b, X4
¥ Nintendo Software Technology (ZED 72 65 P~ TR
KFEOH ) F 27 MEVIZH LA —-ANTHY, 7V~ T
FERZEE NOA DBIRIC OV T THHIZ NOA OYFEDHET
b o TR ROBEMER VE B2 KZ V] (2018) LibRD.

NOA 137 IRy TRRZEICH L TESENFIT—E{T-
TELT, ERO=— X ERBZ DT R P —WFEL
L CBYE D EZ RS TV D

o, TUNRVIBRELERRFEL VO ERELZERL,
MBSO NMR R A M52 LT, B L Rkt %
KbRWEHITLTWD] (Yan 2018).

29 LTHRRBERITEZT PO~ TRRFIL, 2008 HI12i
VB R =), 2011 ARITIT AN T F v XA EBIER L
HEE OB RFRRL I A DX v — FRF L BT 1
7L EERTDHRLE, BRENICLEENEZESDOOH .
3.2 4 ERETAHE

2018 FRIZERAL 30 A A M 2 7o 7 U TRRFENR, [
WO Z R EM T =D
\ZHFE SN2/ — 24 Portal Thb.

%, Valve Software fL7>% 2007 &
COF—NE, FUR
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CIRREORALLICL > Tl RER LT
ERSES/IAN

2005 fF, 7Y TRRFETEHNNICHES LD Career
Fair |2 Valve Software fLtOfEENSZIN L. & 2 CH LA H
RO - EMNE
T NTE ot VR E BT Valve R EIE, HIME LI-%4
F— L RO CTHEE A
Jiti. FDOHFIITILFEAIFRE D Gabe Newell HE N Tz,
TLE T —3 g D%, Newell IE Narbacular Drop Dl
F—LZ2ZOHTEEHRML, Valve DS —bxT i
RS L7zpidh~ L BB T 5. 25 LTmEm LIy —24
Portal (% 2008 4=, Game Developers Choice Awards [18] |ZC
FHH, RBEH T — LT YA VH, RORES T — LB 2%
H. 2012 fRITIE Time #6723 17— A HNCFE D HE(E S — 2 100
)T Portal AN L, 2013 FFICiE= = — 3 — 7 ERET
BREND T —A 14 fEShO—DIZ, /Ny 7
~ LA AT Portal MEH SN DREE L2 [19].

BLIETZRV DI, Portal Ofitil & 72 % Portal 2 &, [FEkD
WFE A A CHITES NIz R TH DH. 2009 4D Career Fair |2
B LT Valve $HB23, 1LV AL LOHIEL -7 — 4
WCHAERD, T2 NI LREHEHALIZOTHD. fE,
Portal 2 & 5T 400 HARLL EDEY RiFEH L, /2L T
RN EWD DFER L 7o 7.

TFUNCTIHRRZOFAEICL DZEET, ZhE ol
300 VL BIT RS USRS — A7 Tl < BREROFR 7R &
DURESEENDD, A T AXCT v M —LDOKEM &
=N 5 Independent Games Festival [20] DZEKZITTH

I57ENCELTERY, HROFROT TRS %2

T EOIER A R OFEAETHIZK D HREE LWE
BIZE T, 7OV IRRFTERTEWVER 2B 0D X
IR, BUETIET VXV TR R FZOREEZEM LT
203 550 #HLL L, ZRBEAE N o 72 7 — AHUTIE 1,000 A
LLEICET S [21].

2014 ££(T1F, Halo R EDIEMmTHON D T —oath
Bungie 7% Destiny Z Hil{E L TR Z IO T, ZDHfE
bV 7 =TT ARy =T = A—F—7p L, 25
LU DT AR TRRZEDO AN - Tz,

LEoTHl

, 'Narbacular Drop [17]] &\ 9 3D /SX )b

LB r—y g v EbE
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3.3 #4£

F IO TREREFEDAE L MO KRFOFAETIE, — K5
BRI DO BEE O THETH 5 KEBE A & —
ke, TURVIHRZOERAERITN 1,100 4 [22]
L, BLTE TRV, 2017 FHROAHESRIL 56% [22] T,
AR Princeton Review 07 > 3% > 7 AL 10 B D& ¥4
A 43% LIRS D L EOS, TAKRTIE S Y ¥ 2 T L kGt
A —BRAB LT A7), 0NV X2 T 252858
BEFF S TEAREDEOVEAED, F ) HEE D RLFVE
I D] (Yan 2018). T OEFITITATER O EWFEH & 2050

BRI D0, TIURVIRRFOSE, KETIEE L AR

—FTDHIRFMPRD TND Z & L RIFL T
HERLNTWD [23]. [F VR THRRFTIEEKRAELLT
Extgl Lic7a s o a [24] OFEICHENL, PRE L
DELSH->THL S EZRMAYICIREEL TWD ] (Yan
2018). ¥z, TUHN T —h, T=A =g, F—LAh-
TYA L, R EFT A L ORBFICBNTEIR— b7+
VAORELROHNTEY [25], HEICELT—EDR
FADBELINTNDZ L FAEEZFRNZSD VIS
TWno.

—J5, ZE3ERIT 43% [26] T, Accrediting Commission of
Career Schools and Colleges (ACCSC) DRI X 5 & 2017 4E
DOV 74% (57 72%, 1857
84%) [27]. T DOEFITILEAITEITH 570,
THRRZORIEAED 10 L OFLFILA 81,300 KT, &
KEED 15 ELLETHD L aBEx DL, B¥EELLOMN
BMEAFEF @2 L 2MA 25 [28]. XBOX Entertainment
Studios ¥ %+ —® Shannon Loftis 1%, 7 P~ LREK%E
DIEFEEIZONT [EEMR AT VA2 T2, Mk & 75
BB 2910 LFHEL THY, F IO DOFFHE—
STEVRLTND.

34 A)FaIL

T UV TIRREOFAET BIL, ST IR
LD ON. FOMMBIE, MO TEREMZR DY ¥ 2T AME
NIZHD. FhiTn I NTaryBa—H YA TR,

TR

=TV, FLTCT— b 22—Vl THAL D
KEL ZOOA T AV BN, 15 9ifE, HtE2

PR ODE 11 SR EET D [30]. B2 AT BS 1% (Bachelor of
Science), MFA X (Master’ s of Fine Art) & T¥h 5,
#Fa TURVIRKED X2T L

(DigiPen Institute of Technology, 2018 [30])

=) i
Computer BS in Computer Science in Real-Time
Science Interactive

BS in Computer Science and Game Design

BS in Computer Science

BS in Computer Science and Digital Audio

BS in Computer Science in Machine Learning

MS in Computer Science

Engineering BS in Computer Engineering

Art, Music, and | BFA in Digital Art and Animation

Design BA in Game Design

BA in Music and Sound Design

MFA in Digital Arts

FHRIFIAFRERTT CICERLEZEEL TWDH72), [ AFEH

> & R PR 035 15 AT RE 7 MEBK 0D 22 R
W5 | (Yan 2018).

EDa—2A LA TEATHE T v =7 MUBE (L
R 2014) OFMEEIGT-LTBY, FELLIIRELZBELT
BHEL 72 D AXNVRFIREH I OT 2N 6, Bie D HFH A
DFETS & F— LA MA, ZELWAT L TRMOFEEM
nY=Z MBIV MAALTNL.

IrYzl MIEoTL, E¥ELadRNL—rvarad 5
LBV e ves MIERD HET LT
BbbEDDTIERL, AR Career Fair % % i L CEEE
WEEORIZANOND KO- TRY, EENRT 4 —
NNy 7 2B 6N05720F The<, EXXIFNIE Portal O
DEDICEDOEERMIERET L5 —2 bR 6N 5.

oY=l NIRETDOA U E— vy TITEE
B2 D ELAERT, AV H =y TEELE LTRD D
Bal, R¥Oa—F7 4 x—4—%@BLTHLIAR, a—F
A= H—PBREDT 4 — Ry 7 ZIRICEEOREEE
ETHUMB LI o TN D,

() Xa2T AOEROHENRENWZ &, TLTENES

2725 T
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— NI TND Z I o T DR & _ERROE W
FAPEE DMAITH D] (Yan 2018).

Z O XS IZBIBITIT O EREE T, B m MR & 2R EIREER
LT Z itk »C, TEENReAT VAT, RNk
NERDENIAM ] DEENDIBREEATND EF X
5.

3.5 SEEmME

T IONR TR RZORMERIX 129 4 T, F4 11 AR L
THERT L 4 OEIA [31] 720 T, 7 T ALEITD AN
HT, 7Y MRV AR IZENERLDO T A—TF I
A B =0 [32] .

AT L, BOm B e K OB B Tl L S TS
NEBEEDDLLDD, T=A—a 0T VX LT — b
T =BT YA ROHIEE W o TR 72 3BT, B4
LR EN D BIGORAIM CRREEX CE o 7r >
Ty ¥afAENEERDL. (205 RPERITEEATYE
VAR o TR, FALHITRELE L CBIGO R
HRIZ B AL D225 TV 2] (Yan 2018) .

#5 FOSLTRKEOWM Sy 2 7T 0K
(DigiPen Institute of Technology, 2018, [33], [34], [35])

S R L B 211

Animation Walt Disney Feature Animation, Microsoft (art
and director), Sucker Punch Productions, React
Production Studios, etc.

Digital Arts Nintendo (lead artist), Microsoft (lead artist),

Pixar, DreamWorks, Warner Bros, etc.

Game Wizards of the Coast, Microsoft (developer),
Software LucasArts Entertainment (designer), Electronics

Design and | Arts, Microsoft Game Studios, etc.

Production

Animation Walt Disney Feature Animation, Microsoft (art
and director), Sucker Punch Productions, React
Production Studios, etc.

3.6 HEER

F UL TRKFEDF ¥ LA TR LTE S RO, fidk
IS EDORR BN, BT RX L, A LRRE L
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WATL TR MO ERR Yo V=27 MZHHESND
Production Labs [36] T®H 5. Y 7 b T = TS A X VA Z
L CEBNTZE WS A —T v 7 a TRIOZERM I, 4 A
MOBLE T, FELLMCLRS m Y= hOI—T 4~
TEATH1D, MFEETT VT 2ENRRAOND . TOHKT
FEBORETH = V=TT A T —Teb el A
DHIRW,

[Tey=/ b2BLT, FAELLIIRETFALI L%
EENIEHT R4/ 1T T, Fry=7 b2
Uy — & LTORBREFALLY, F— A TOMLFEOED T %
FAIZY T LR E AR RITU I L 7p 2 AL RN
WZEHIZHT DS %155 ] (Yan 2018).

Production Labs 1ZF ¥ >/ SZRNICZHH Y, D HH—>
X7 a7 BIRIZIENR D . RUA MAR— RO, il
DFEOERET DR b LA HIZAS.

iz, TRV v RTFA 2T 257 EDHD
Va—F 4 U ERYUY RTH A U EREF T Sound
Lab [36], T ¥ a—F—x2 V=TV IDFENa Y
2= H D=V 3D SV X —REEARIIELD
Electrical and Computer Engineering (ECE) Lab [36], = L Tx ¥
F 0B =T YA 7 EITHRIA<IEM 4% Ceramics Studio
[36] 72 &, SEIERMRNPTEELTND.

37 F v )T YR—

T IR TRRAL, SR A XV 2B DT ICHEDS
T, FID B FIATT o R s Tl IR AR Rl A 2 g
BTELE), MMETHAR—FI D2 %2Ivva iy
DTND. ERNOY —LEEDOTLHO—DLl>TNDY
YU RUML REY REWI SEHE AN L, BB TH =
FAN= FeHb BT F v UNANBE, LI T —0A
Ny M EELTWD [37].

3.7.1 Company Days

L EIMNCF v SRR E, FELET IR TR
it D2 L BIEIC—B, ZWVRHTEIC T, ZE LV HE
TIEFIAT O, FAEDBBIHEIZOWTEALD, ELCREE

(ZX9 D7 4 — RNy 7 2R/ § 5720 T, R
EDOEINEBNITOND Z L bbb D, REAERH T 57—
A HZUN.



#£6 T U ITRKED Company Days (235 1) 2 SN2
% (2018 4 10 H)

(DigiPen Institute of Technology, 2018)

H & 13

2018 - 10 A 1 H | Turn 10 Studios

2018 410 A 4 H | Bethesda (Zenimax)

2018 4 10 H 8 H | Facebook Games

2018 4 10 H 11 | ArenaNet LLC

H

2018 £ 10 A 15
H

Nintendo (NOA, NTD, NST)

2018 & 10 A 18
H

Facebook Reality Labs

2018 A 10 A 22
H

Magic Leap

2018 4 10 A 25
H

Mimic Technologies

2018 4 10 A 29
H

Strange Loop Games

3.7.2 Career Fair

FIZ—JE, RIATbNLIF Y VT A~ 2ENS 80
LU EOREDY 7 V—2 —T2 b8 % ¥ XA HEF Y, %
EEMOFELLOT 0T e 7 NERTT L. FATL BT
—AEREL TR Y27 FOR— 73 U T2, 20

BCTA4— Ry 7 250, RSO 257120 T 5.

AR Portal O E, £ XIT Career Fair 2054 F 72 kL)
BlDO—>ThH 5.

2017 4EJEIE, 125 4 DAICHT L, 40 #ho4idE (43RS
f%#F 90 4) MBNMLT- [38] .

3.7.3 Job & Internship Fair

BEREOT —ABFLELLRED, BIEkCA X —r Ty
TOEBEEZIT D, —fRAIRF U T AN T,
3.7.4 DigiPen Job Portal

BRI LI 2R E RO AR — N AR D BN — 2L
RIFEEELZT v e —RL, YarZ—F% L0, itk
IS DT RN A& RDIZD T 5 Z ENARE. BEDY 7

N—H—=bTH U MR LU ORBEREBR LY, B
JEEZE L0 T 5.
3.7.5 Tt

Xy N —F v 7T OEHEES L 7D Game Developers
Conference (GDC) [39] (ZAENBIM LT W K D ICEHIK
RO E ALY, FEOR Y NU—F U T2 ZET D
U—2vay FefWic v, RN RIEE REIOE R ik &
T2V 5728, ZMES>EX DAV R — N A4 LT
W5,

4. BHYIZ

Ty R UMNBEBE ORI D L, U b NITIEE
e — LA ER RN DE T 420 #ULEEE - TS
[40]. ZDOFTHRICEENPETLTND L FEVFEWD
IFSLH A L, 7O TRR AR & BRI b v
ERFHRNRORE R L TE .

T VNIRRT, BEREE 2RI 5 i < h
VRN, ERO=— X RATE M BRI & L COER
DIEFITRENVFRTH DL EFRD. BB LI LD IZEDIE
X2 IR —/VBUIC & DB 2235 BrP A A iz
THEZEX THEICHBET 27 TH 2. 2 HHDETR
bz FEEE L, & DI CEHEMBOEE ik, EFE
VAT LI EES L EENRBERED TH D L DiEH
ThHDH. BPEBWTULRE S — 2 HEITRFBICEY ANLD
ZLIOWTT AT I I RBLENSIEIRIEXRTT 4 778
BRITRIA (EFE 2011) . 24U, &8 & IRITh D 7 — A4
DAKRIZE > THRATHWVIHEZZ T TV L EEEZRZD
EBAEOTS—ABEIIRESENE LS5 TWEH EREIC
BT 55 FESVICEENRBE LT O [HIBKRT &
WO I DRIE SITIE Y T, EERAREE RS ZCEE
Th D LD R, # OB RISk 5 872 72 R 72
HEZBBETOHHELSELDICLT VX THRRED
VAT ANREPEORBIIENREHTHY, SHELD
HBEBANZOFELIY AND Z & B3R TR Wi 4«
DT LBBED T — LFEEDOFRIEICOBRN DO LD H
ERES T, KRR EH DT — DEED—DDORRIT I8 D Hk

IS .
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