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Computer Science Reform from the viewpoint of
Game Studies

SHINJT R. YAMANE(!

In many university all around the world, game studies (game design, game
development) degree programs are increacing today. In this paper, we review
the status of game studies in the computer science. In U.S. universities and
colleges, there are some models and visions about the mission of game studies
described by the computer scientists. We examine the leaderships and visions
in this 10 years review.
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