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ABSTRACT

Method of making For the improved game industry, this society was permitted as an
incorporated association for spearhead of game society from Ministry of Culture &
Tourism on February 14, 2001 with a sense of duty and a strong will toward a powerful
game country. This society has objectives of academic research and distributions on
creations of game contents, technologies of game producing and developments of game
cultures. We will develop the game culture and industry through an industry-academic
cooperationsby each expert field, and spread out academic activities for cultivation of
policy, technology, education, etc of the game industry in the future.
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