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Game development and Computer Science Education: 20 Years Review
and New Direction

SHINJI R. YAMANE!D2:2)

Abstract:

This paper tries to figure out the game development in higher education especially in the computer science.
In many universities all around the world, the number of game studies (game design, game development)
degree programs has been 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 in about 20 years review. Finally we point out the future
direction of computer science education in Japan and other follwing contries.
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Table 3 Bachelor of Science in Computer Science (USC, 2014)
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