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Computer-aided Gaming Simulations has attracted attention as useful tool fot learning by doing” style education.
Among them, games which people can participate in through the Internet become more important because of
nowadays diffusion of computers. But it is difficult for non-programmers to make such games, and most of people
who need to make such games — teachers, scholars and so on — are non-programmer.

In this study, a new framework is proposed. This framework enables non-programmers to make such games.
This framework includes 2 parts: the domain specific language “Karina” and its translator. Karina is a language
used to describe a game scenario. The translator translates the scenario into a CGI program. By sending the CGI
program to a server anyone with an internet connection can play the game.

Using this framework, non-programmers can make games by themselves and these can be used for education and

research.
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