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Approach — Using video games as learning materials of CS

*Video games — good concrete examples for learning CS and Informatics
- Easy to grasp the mechanism of computational behavior by visual and auditory effects
- Closely linked with the history of evolution of computers
- Aot of real sources — a variety of interesting examples can be found
- ‘Classic’ or ‘bad’ games are preferable for observing computational behavior
*Enhance learners’ interests and learning motivation for CS
- Easy to lead learners aware that every behavior of computers around them has some reason

based on CS theory and technology
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Implementation

Introduction to computer science through video games (2010-, at Okayama University)

- An elective general course for every student who doesn’t have enough basic knowledge of CS

- A total of 15 lessons, each 90 min long

- Lectures of basic CS theory and applications with a veriety of videos & screenshots of video games
Result

- High attendance rates

- Keeping and improving the students’ motivation for learning CS
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