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Teaching Game Design in Computer Science Education using

Curriculum Framework

SHINJI R. YAMANED2:2)

Abstract: This paper examines the case study of teaching the game design in computer science(CS) ed-
ucation in Japanese universities. Contrary to the US and Europe, there have been fewer experiences on
this topic about the game design in CS (information science) degree program in Japan. Bridging between
IGDA Curriculum Framework and CS Curriculum, we found that computer science education with game
design (game development) also works well in Japan.

Learning CS with game design may improve past CS topics. For example, we redesign the social re-
sponsibility of computer professionals with the ethics of UX(user experience) design. Finally, the game
developer education as the degree program also works well in Japan. It also will bring to CS a new
powerful perspective.

Keywords: curriculum, game design, game development, computer science education
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