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Abstract

In the long history of game industry of Japan, there are many game development materials. Most of them have 
been lost without preservation, because many developers did not think they were important. Game development 
material preservation becomes more important because many materials have been lost even in 2024. In the paper, 
the concept of game development material preservation is supposed, and the game development material 
preservation in SQUARE ENIX “SAVE project” is reported.
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