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About DigiPen
As the first school in the world to offer a bachelor’s degree 
in game development, DigiPen has advanced the game 
industry for 27 years by helping students become world-
class software developers, engineers, designers, and artists. 
Located in Redmond, Washington, with branch campuses 
in Singapore and Spain, DigiPen offers undergraduate and 
graduate degrees in subjects relating to video game design 
and development, hardware and software engineering, fine 
arts and digital art production, and sound design, as well as 
summer workshops for students in grades K-12 and continuing 
education courses for adults. DigiPen students continue to win 
numerous national and international awards, and graduates 
have gone on to create ground-breaking games, animations, 
software, and hardware for hundreds of different companies.

A LEGACY OF EXCEPTIONALISM

For over a quarter of a century, DigiPen Institute of Technology has led 
innovation in higher education and inspired thousands of students to work 

toward their dream careers in software and hardware development, video game 
production, real-time simulation, art, and animation. By fostering excellence, 

creativity, and lifelong learning, DigiPen continues to build on a legacy of 
exceptional education year after year.

DigiPen Institute of Technology
Redmond, WA

DigiPen Institute of Technology Europe-Bilbao
Bilbao, Spain

Quick Facts as of 
October 2014

 ■ 1,028 students attend DigiPen. 

 ■ 19% of students are female. 

 ■ International students make up  
11% of the student body. 

 ■ The faculty-to-student ratio is 1:13. 

 ■ DigiPen has campuses in the United 
States, Singapore, and Spain.

D I G I P E N  I N S T I T U T E  O F  T E C H N O L O G Y
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Why DigiPen

Academic Foundation
DigiPen’s degree programs give students a 
comprehensive understanding of the academic 
fundamentals of their field. From their first semester on 
campus, students are challenged to dig deep into the 
theoretical frameworks that form the basis of modern-
day art, science, and engineering.

Applied Learning
Students at DigiPen also go beyond the textbook 
— putting knowledge and theory into daily practice 
through extensive project coursework, building 
software, games, computer graphics engines, traditional 
and digital animations, prototype hardware, and more 
from the ground up. By learning through experience, 
students become not just users, but innovators in their 
respective fields. 

Collaboration
Just like in the workplace, DigiPen students succeed by 
learning how to work effectively with others. Students 
collaborate on their yearly projects and leverage 
teamwork and communication skills to accomplish highly 
complex projects that bring multiple perspectives and 
disciplines together.

Faculty
DigiPen’s faculty includes Ph.D. academics and 
experienced professionals from industry-leading 
companies like Microsoft, Nintendo, Disney, Pixar, 
PopCap Games, Atari, Sucker Punch Productions,  
and Activision. With most of its faculty employed full-
time at DigiPen, they are able to facilitate students’ 
growth over all four years of their education rather than 
just a single semester.

Recognition and Achievements

 ■ DigiPen is the first college in the world to offer a 
bachelor’s degree in video game programming.  

 ■ DigiPen students have won more awards at the yearly 
Independent Games Festival than any other school in 
the world.   

 ■ DigiPen has been ranked among the Princeton 
Review’s top four game design schools in North 
America since 2010, ranking #3 for undergraduate 
schools in 2015. 

 ■ In 2014, DigiPen student animations earned a total of 
21 film festival official selections, including selections 
at national and international film festivals. 

 ■ In 2013, the Economic Development Council of 
Seattle and King County honored DigiPen Founder 
and President Claude Comair as one of the region’s 
Economic Development Champions at its 41st Annual 
Economic Forecast Conference, crediting DigiPen for 
its significant contributions to the development of the 
regional economy. 

 ■ From 2011 to 2014, four DigiPen student game teams 
were selected to present at the Tokyo Game Show’s 
annual Sense of Wonder Night. 

 ■ In 2010, the student developers of the game GEAR 
won the $100,000 Grand Prize in the Indie Game 
Challenge non-professional category. In 2012, the 
student game Nitronic Rush won the Indie Game 
Challenge “Gamer’s Choice” Award. 

 ■ In 2008, DigiPen Corporation was awarded Boeing’s 
“2008 Supplier of the Year – Technology Category” 
for software that DigiPen developed for Boeing. 
DigiPen also received a Boeing “Performance 
Excellence Award” in 2013. 

 ■ In 2006, the independent research group 
enterpriseSeattle named DigiPen as one of three 
major contributing factors (alongside Microsoft and 
Nintendo) to the exponential growth of the game 
industry from 2002 to 2006.
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Entire DigiPen Student Teams Hired by Valve 
to Create Portal and Portal 2

Seven DigiPen students landed the opportunity of a 
lifetime when Valve Corporation hired their entire team to 
turn their DigiPen senior game, Narbacular Drop, into a 
professional title. Their game became Portal, and went on 
to win “Game of the Year” at the 2008 Game Developer’s 
Conference. Several years later, Valve hired another 
DigiPen team — this time to work on Portal 2 — after 
seeing their student game, TAG: The Power of Paint.

Student Success Stories

Nitronic Rush Team Goes the Distance

Following the success of their arcade racing game Nitronic 
Rush — a 2011 student project that has been downloaded 
over a million times — three of the team’s graduating 
developers founded the independent Refract Studios in 
Seattle. In 2012, the team successfully took to Kickstarter 
to fund their first game Distance, a spiritual successor to 
Nitronic Rush.

Graduates Contribute to Bungie’s Destiny

In 2014, Bellevue-based studio Bungie (creators of the 
Halo series) launched Destiny, which quickly became one 
of the most successful new game franchise debuts of all 
time. At least 25 DigiPen graduates — including software 
developers, artists, and animators — had a hand in 
bringing the game’s epic, sci-fi universe to life. 

Student Awards

Since 2001, DigiPen students have won over 
100 awards from national and international game 
competitions, including the Independent Games 
Festival (IGF) and IGF China.

Competition Awards
Honorable 
Mentions 

Independent Games Festival 39 5

IGF China 14 0

IndieCade 6 0

Penny Arcade Expo 5 0

Indie Game Challenge 8 0

Independent Propeller Awards 7 4

Other Competitions 30 0

Totals 109 9
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Video Game Portal 2 ©  Image courtesy of Valve Corporation. Video Game Destiny ©  Image courtesy of Bungie.

Video Game Distance ©  Image courtesy of Refract Studios.
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Other Programs

Continuing Education
For working professionals interested in learning about 
digital art and animation, game development, game 
design, mobile app development, or ceramics, DigiPen 
offers a series of online and on-site continuing education 
courses each semester and during the summer session. 
These courses are designed for individuals looking to 
explore new interests or enhance their overall knowledge 
in these topics.

Pre-College Program
DigiPen’s Pre-College Program is a challenging four-
week program for students who have completed their 
sophomore, junior, or senior year of high school. This 
program is designed to provide a preparatory experience 
for high school students interested in a potential career in 
the fields of game programming and development, game 
art, game design, music and sound design, or computer 
engineering.

ProjectFUN
Now entering its 20th year, ProjectFUN engages 
elementary, middle, and high school students in the 
arts and sciences by immersing them in the tools and 
techniques of today’s high-tech careers. There are over 60 
workshops in fine arts and animation, video game design 
and development, multimedia production, music and 
sound, robotics, and engineering which enhance students’ 
critical thinking skills, improve their knowledge of core 
subjects like math and physics, and excite their interest in 
the academic concepts underlying modern technology. 

Technology Academies
DigiPen offers Technology Academies in Washington and 
around the U.S. and Canada for junior and senior high 
school students interested in learning more about the 
subjects of video game programming and development, 
3D animation, robotics, and multimedia communications. 
Students can also attend an online version of the 
Technology Academy. Depending on the school district, 
students participating in a Technology Academy are 
eligible to receive high school credit.

Degrees Offered

DigiPen’s degree programs give students a comprehensive 
understanding of the academic fundamentals of their field 
while preparing them to effectively apply what they learn in 
a professional environment.

 ■ Bachelor of Science in Computer Science  
in Real-Time Interactive Simulation 

 ■ Bachelor of Science in Computer Science  
and Game Design 

 ■ Bachelor of Science in Computer Science 

 ■ Bachelor of Science in Computer Engineering 

 ■ Bachelor of Science in Engineering and  
Sound Design 

 ■ Bachelor of Fine Arts in Digital Art and Animation 

 ■ Bachelor of Arts in Game Design 

 ■ Bachelor of Arts in Music and Sound Design 

 ■ Master of Science in Computer Science  
(Full and Part-Time Available) 

 ■ Master of Fine Arts in Digital Arts  
(Full and Part-Time Available)

DIG IPEN PRESS K IT
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History

1988 Mr. Claude Comair founds DigiPen Corp. in 
Vancouver, Canada.

1990 DigiPen begins its training program in 3D 
animation and begins working with Nintendo  
of America to establish a video game 
programming certification program in Canada.

1993 DigiPen Corp. establishes the DigiPen Applied 
Computer Graphics School.

1996 The Washington State Higher Education 
Coordinating Board authorizes DigiPen to  
offer its Bachelor of Science in Real-Time 
Interactive Simulation program.

1998 DigiPen opens its campus in Redmond, 
Washington. The inaugural class in DigiPen’s 
Bachelor of Science in Computer Science 
in Real-Time Interactive Simulation program 
begins. The last cohort of DigiPen’s students  
in Canada graduates in 1999 as DigiPen 
relocates all of its programs to Redmond.

2002 DigiPen is accredited by the Accrediting 
Commission of Career Schools and Colleges.

2004 DigiPen begins offering two new degree 
programs: the Bachelor of Science in Computer 
Engineering and the Bachelor of Fine Arts  
in Digital Art and Animation.

International Campuses

DigiPen Institute of Technology Singapore 
510 Dover Road, #03-01, SIT@SP Building,  
Singapore 139660
(65) 6577 1900  |  singapore.digipen.edu 

DigiPen Institute of Technology Europe – Bilbao
Virgen del Puerto 34, Edificio A 48508 Zierbena,  
Bizkaia, Spain
(94) 4706500  |  www.digipen.es 

2006 DigiPen begins offering the Master of Science in 
Computer Science degree program.

2008 DigiPen opens its first international campus in 
Singapore at the invitation of the Singaporean 
government. DigiPen adds two new degree 
programs: the Bachelor of Arts in Game Design 
and Bachelor of Science in Computer Science 
and Game Design.

2010 DigiPen moves to a new campus and begins 
offering a part-time option for the Master of 
Science program.

2011 DigiPen opens its first European campus at  
the invitation of the Bilbao, Spain, Chamber  
of Commerce.

2012 DigiPen adds three new degree programs: the 
Bachelor of Arts in Music and Sound Design, 
Bachelor of Science in Engineering and Sound 
Design, and a full-time and part-time Master of 
Fine Arts in Digital Arts.

2015 DigiPen begins offering the Bachelor of Science 
in Computer Science degree program.

Contact Us

DigiPen Institute of Technology
9931 Willows Road NE, Redmond, WA 98052 USA
866-478-5236  |  www.digipen.edu 

www.facebook.com/digipen.edu 
www.twitter.com/DigiPenNews
www.youtube.com/WatchDigiPen

For external affairs and public relations, contact 
Angela Kugler at akugler@digipen.edu.
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