gooooooooo

Vol.2012-CE-116 No.4
2012/10/13

IPSJ SIG Technical Report

Collaborative Learning and Development
in Fukushima Game Jam 2012
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Abstract: Game jam, a recent approach of game development, has spread around the world and provided
the every process of the real game development. IGDA Japan, in corporation with Minamisoma city, had
ever held Fukushima Game Jam in 2011 and 2012. In Fukushima Game Jam 2012, the kids workshop was
held as co-located event. Additionally, the local high school students were invited to the development team.
This report explain these new challenges from the viewpoint of human resource development.
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