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Global Game Jam: a case study in the theory and practice
of game development in higher education in Japan

SHINJI R. YAMANE Tt

This paper try to figure out the game development in higher education espe-
cially in the computer science and localization into Japan. Global Game Jam,
the largest annual game development event provided by IGDA in co-operation
with ACM, provides a typical example to introduce the game development into
the different higher education courses. We provide a brief review Global Game
Jam and discuss some points that Global Game Jam bring into the traditional
education. Finally we paper take a preview of Global Game Jam 2011 in Japan
and future plan.
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