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Toward Effective Approaches to Educational Use of Digital Games
Toru Fujimoto

Abstract

Recently the educational use of digital games has become an emerging research theme. Researchers,
especially in the United States and Europe, have been exploring this theme and have made available
valuable knowledge concerning various ways to introduce digital games into the classroom. Nevertheless,
researchers and educators in Japan have not yet established the structural understanding essential
to make more effective use of such digital games. This paper introduces recent relevant research
findings and sheds light on what educators who wish to introduce digital games into their classrooms
must consider in order for their efforts to bear fruit

Keywords: educational games, game-based learning, digital games, serious games, gamification
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Computer games for general education of computer science —A practice of a course “Introduction to
computer science through video games” —
Hiroyuki Nagataki

Abstract

This paper presents the overview of “Introduction to Computer Science through video games” . It is
a general education course in Okayama University that introduces basic knowledge of computer science
by using various examples of video games. This course is designed for students who are interested
in video games or computer science. In this paper, I practiced the course in first semester of 2010
and 2011. Many attendees in the courses evaluated that connecting computer science with video games
encourages understanding the fundamental notions in computer science

Keywords: computer science education, computer games, practice
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Winning Ways for Mathematical Games and Mathematics Education

Masao Ishikawa
Abstract
From the point of view of mathematical education and training, we explain how to introduce mathematical
games played by two persons
We describe each state of the games as an application of mathematics, and explain how to use mathematics
to analyze Wythoff’ s NIM and the
Sato—Welter game

Keywords: mathematical plays, winning strategy, wythoff’ s NIM, sato-welter game
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Language Education and Games
Eiko Kato—Otani

Abstract

This paper discusses how games can be used effectively in the language classroom and is based on the
contributor’ s own experiences as a language teacher as well as a language learner. Games used in
language education can motivate students to work on mastering their target language more actively.
However games must be used carefully planned to be beneficial in language classrooms. Digitalized
versions of popular language games are also introduced

Keywords: language education, Pictionary, motivation

- FAYR—= R —=LOHEERMORS —FZ 2550 %m0 EZ D NTHODT H5—
A ERY AR

Pk

RA Y TIREBERBE b OR— R —ARNHTICHKEEINTND, F—2DT —< 3O TEHETHY, Fhx
DEFBZBIT2H 6P HERMRA 2T 7 armEA TS, R— RKF—0%, BETSHZ L0a0
AV BT arDEREE 25D, BEOEBO N —=0 TR 5EVWIEKRT, L THLHEHBENTH D,
ZDOEIRBEZIIESNTHUT-o T D, A HBKEOYERBE ~DR— K7 — L8 ADORIE BARI I
ML= ET, FlioESE2ET VW ONOT —H &R, EHI12, R— RF—L0BMRMERICOVTHER
45,



¥—U—K KR—KF—»L, 2N 2T 7

Educational Uses of German—-style Board Games for Imparting the Joy of Thinking and Developing a Zest
of Living
Takaya Arita

Abstract

In Germany, hundreds of new board games are designed and published every year. The subjects of the
games cover as vast a variety of themes as anyone could ever think of, including all kinds of social
interactions in life. My basic idea is that board game playing is very educational as it will develop
their basic ability of thinking while providing them with a joy of thinking and social interactions

This article reports on the current state of my trial-and-error approach of education using German
board games in Nagoya University and shows some aspects that show its high evaluation. The modern
significance of board game playing is also pointed out

Keywords: board games, social interaction
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Attitudes of elementary school teachers and information and communication technology (ICT) use in
school education
Miyako Sakurai, Yuichi Wada, Eitaro Sekimoto

Abstract

The relationship between the attitudes of teachers regarding the use of Information and Communication
Technology (ICT), with the current status of ICT use in school education was investigated. Elementary
school teachers responded questionnaire designed to measure attitudes, as well as the current statues
of ICT use in classroom teaching. Exploratory factor analysis of the responses indicated the following
factors: (a) Lack of confidence about using ICT tools, (b) Interests and willingness, (c) Positive
feelings, and (d) Skepticism. Moreover, several factor scores were significantly related to age and
gender. Furthermore, correlation analyses indicated that anxiety was significantly associated with
the degree of recognition and the frequency of ICT use. It is suggested that teacher—training programs
designed to decrease anxiety about using ICT tools would increase ICT use in school education.

Keywords: ICT implementation in education, elementary school teachers, ICT use, attitude surveillance,
factor analysis
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English rhythm learning and changes in EEG using RIM with beat
Hideko Nakano and Kiyohisa Natsume

Abstract

The rhythm instruction was conducted using an English rhythm instruction material (RIM) with the beat
sound placed at the positions of stressed syllables (Beat), while another type of RIM without the
beat sound (No—beat) was conducted to the control group (No—beat G). During the RIM learning, the
reproduction rate (PR) of the targeted rhythm for the Beat Group (Beat G.) and No-beat G gradually
increased. In addition, the difference in inter—stress interval (ISI) between pre—test and post—test
in Beat G. was significant, while that in No— beat G. was not. Pre— and post—test have different English
sentences which includes targeted rhythms. Meanwhile, EEG in the subjects of Beat G. recorded revealed
that only 6 wave power measured at the frontal midline region significantly correlated to their PR.
These results suggest that the beat in the RIM might enhance the English rhythm leaning and acquisition.
Moreover, measuring 60 wave power at the frontal midline region could help to see how individual
learner is really learning

Keywords: english rhythm, EEG, theta wave power at the frontal midline region, beat sound, learning
enhancement, ISI

CFEORLRESISHT TRAL Y7 by =7 BAFREHEE OIH LA
VERRRNEE - B EMERRD - &8 - R

o

REFRIL D Y 7 N = TREE X, 52 on-fEIcd 2 I — IV ETOEMEZFAEABGDELHL,
iRz Qg3 7V —7HE Ch D, ZN—7 T LITHIEOHESD 5 ROMRRIFIEN B T2 D T2 OIE BRI A FL 2 12
KL, ITN—TORENECL > THREFELRE S B D, ATk, R (7 0—7FdE TR
B0 3 SORZDEFZIZEHY ANDZLETENLORBEEZEL, FEORLIREGIEHT TR A5
V7 N = TRREEEFERT D, AR TIHEEICERY AN RZ MO T RIZOWTHRRS & &bz, T
B 18 AR LR 22 AEFECHEES E 228 2 TR URRE 2 3240 L 7= 8 A RIS O W TEME 21T 9,

I

F—U—RRX2ME, Y7 bU=TBREE, SRS

Implementation and Evaluation of Visualized Software Development Exercising to Increase Students’
Motivation Kazuhiko Sato, Kentarou Kurashige, Yoshifumi Okada, Sato Saga

Abstract
Software development is a problem—based learning (PBL) exercise in which students working in groups
are asked to find their way to a resolution for a given task. Due to that the progress and approaches
to the task differ from group to group, it is difficult to capture the situations of the group working.
Moreover, the approaches of guidance to the students in groups are also different because the groups
are various in the abilities. To solve these problems, we embed the three visible factors,
‘Activities’ , ‘Group Features’ , and ‘Challenge’ , into this exercise to bring up the motivation
of the students. In this paper, we describe how to figure out the visible factors and report a comparison
of the evaluation on the exercises that were conducted in FY2006 and FY2010.

Keywords: visualization, software development exercising, problem—based learning



