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An Avatar Robot as Part of a Learning Environment: Focusing on Students’ Performance in Special Needs
Education
Makiko Kishi

Abstract
The paper examines how an Avatar Robot as part of a learning environment can help students to create
a proactive and collaborative  “performance” based on a practice in special needs education. The

concept of “performance” 1is used in performance phycology, seizing on Lev Vygotsky s discovery
that young children learn and develop because they are supported to do what is beyond them. The author
discusses about ICT and the learning environment by illustrating the process of students’ newly
generated performance and the activity of simultaneously being being—who—you—are and
who—you—are—becoming through which they grow.

©Keywords: An Avatar Robot, Performance, Design of a Learning Environment, ZPD, Relational Activity
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Utilization and Deployment of Robots in the Medical and Nursing Fields
Nobuhiro Sakata

Abstract

This article focuses on the utilization and deployment of communication robots, particularly in
the medical and nursing fields. I will explain how to think and use the communication robot as a new
technology. I will also explain the influence of the presence of the communication robot, the
relationship between the two types of users, technology literacy, and examples of usage. This time,
I will use this commentary to show why communication robots are interesting as user interfaces in
the medical and nursing fields
©XKeywords: Communication Robot, Medical and Nursing Fields, Technology Literacy, Human Resource
Development

CEL VAL R E TR A Y b
BRBAKRERED: IR
ek
By MEFEEKECN B, FEIEAT 7 L LTORKy FOMitEE D5 2 L BEETH
B, AWITI, EHRIOEBRELZ ST A —UAY MOHAL, =y rF—U Ay MEEca Ry oL
TWBZLERLELT, BRy MCESERIEEVNTFA VT BN LD, £f, T %



—URAVIMFOOEEERDIARELT, (1) a3Ia=r—TaZ2ETIRTRAE, (2) FHEO
HE - £ 28I B2 BT, TAENORICE T 7 =Y A "OEREDSHTL, =27 —
VAV MNEBIEHITRBEAEE L EEGEAS VR Y PN =B X OGERZ Ry MIoWTEH L S,
OF —U—F ZHIEEuRy b, = F—=URA b, FEUGEHLA, aRy MEE, TA

Learning with Robot for Enhancing Engagement
Akihiro Kashihara

Abstract

In introducing robot as learning media, it is essential to uncover the suitability of robot to
learning. This paper focuses on engagement in learning, and discusses why and how robot could
contribute to enhancing engagement. Following the discussion, this paper also demonstrates how to
design learning with robot. Considering contexts requiring communication such as collaborative
reading in English and requiring attention/concentration such as lecture, in this work, we have
designed robot partner for collaborative reading, and robot lecture. The results obtained from case
studies with these robots suggest that learners’ engagement could be enhanced
©OKeywords: learning with robot, engagement, collaborative reading, robot lecture, design
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“Learning by Teaching” Communication Robots for Computational Thinking
Yusuke Hayashi, Masanori Fukui, Tsukasa Hirashima

Abstract

Programming education is attracting attention, with the word “programming thinking” as the key
And, in Japan, since it is a cross curriculum that incorporates programming education into existing
subjects, it is a problem how to implement programming education. This paper introduces a model for
development of programming thinking using Venn diagram, Yes / No chart, visual programming language,
and communication robot, introduce its practical case and learning environment based on it. The
characteristics of this model are to conduct programming with the goal of deepening the understanding
of the contents to be learned in the subject for classification, and to make the abstract program
the concrete thing as the interaction with the robot
©Keywords: Computational thinking, elementary education, learning by teaching, critical assessment
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Prototype of Job—opening Information Learning Support System through Dialogue in Group Learning
Shun Okuhara, Msaaki Tanaka, Koichi Muto, Hiroko Suzuki, Ryo Sugawara, Takayuki Ito

Abstract

This research proposes an automated explanation system of the technical terms with voice recognition
for career support. When students do not understand complicated career related words, they cannot
reach consensus in the discussions. This system support teachers’ instructions intelligently in group
learning. When students have inadequate knowledge, teachers need to intervene the discussion for giving
further knowledge. However, the teacher cannot intervene with many groups at a time. Therefore,
we provided a system to support students rather than teachers in group learning. We experiment to
analyze the effect of the automated learning support for words in the job posting sheet at
auto—teaching. This experiment compares students who use this system and those who does not use the
system. The students discussed the problem on the job posting. We found that the experimental group
had a higher score than the controlled group. There was a significant difference between two groups.
Results show that the system adequately teaches terms, and there was a prominent effect on students
learning.
©Keywords: group learning, education, ITS
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A Study of Foreign Language Education in the Era of Mobile, SNS Diffusion : Development and Educational
Design of ° Wave Chinese “You (Jf%) 7 ° , ° Little You “ UNE) 7 °
Tomiko Yuyama, Maiko Shinozuka, Noriko Takeda

Abstract

Popularization of mobile terminals and the prosperity of SNS have widely penetrated into daily
communication activities and exert a considerable influence on the qualities, learning style and
needs of learners who learn foreign languages. This paper aims at considering the possibility of
educational use and educational design, focusing on mobile applications as a tool for foreign language
learning inmobile popularization, SNS prosperity era. Specifically, it is about examining effective
educational design that develops nonstructural learning activities that rely on learner’ s
subjective use into structural language learning activities necessary for acquiring a foreign language.
For the consideration,we will take up the ’Wave Chinese “You(J#%)”’ which the authors are developing,
and the interactive learning application of quiz format ~ Little You “ (/IfE) 7~ using SNS. We
will consider examined through the case of Chinese language education, and we would like to contribute
to the future preliminary study of foreign language education and language education research.
©Keywords: Mobile app, Chinese language, Second foreign language, Interactive learning, “Wave Chinese
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Poor Computer Operation Skills of College Students: Focusing on Japanese Typing
Naoko Nagasawa

Abstract

This paper discusses the problem of “college students’ poor PC operation skills” from the viewpoint
of keyboarding. According to a questionnaire survey targeting college students, when writing a
2, 000-character report, about 80% answered that they would do all the work on a PC. However, about
6% would type on a smartphone first. Inaddition, about 13% would draft by handwriting or on a smartphone.
Students using smartphone and handwriting have low self-evaluation on ICT skills towards the future
To improve their self-evaluation, it is necessary to use the PC more frequently from primary and
secondary education and to get used to the keyboard.
©Keywords: Smartphone, PC, Keyboard, Typing
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Verifying the Effectiveness of Improvement for Practical Software Development Exercises to Encourage
Subjective Learning
Kazuhiko Sato, Shun Hattori, Sato Saga

Abstract

In this study, we applied project—based learning and problem—based learning in a software development
exercise for undergraduate students. This exercise was the result of an earlier one, which has been
conducted since 2010, to improve practical skills among such students through collective software
development. As with the earlier exercise, the aim with the present one was to give opportunities
for students to learn by themselves while acquiring knowledge and skills. We found that the present
exercise had a good learning effect. However, the load on the students was high, and it was difficult
for them to complete the assignments on time; accordingly, the degree of completion of the deliverables
was not high. In this paper, we clarify the problems we observed with the present exercise and identify
the possible effectiveness of various improvement measures
©Keywords: Problem—based Learning, Project—-based Learning, Software Development Exercise
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Proposal of Digital Teaching Materials System by Gesture Operation Using a Three—dimension Depth
Sensor
Takenori Kanai, Yuri Tanioka, Yoshihisa Nakano, Shuhei Koyama



Abstract

In cooking practice in a registered dietitian/dietitian training course, students first take notes
on the teaching materials while watching the teacher’ s demonstration. After that, the students are
divided into their own groups to practice. However, in cooking training, there are cases where the
process is complicated and it is difficult to confirm the teaching materials with bare hands during
cooking. Therefore, it is thought that the introduction of an education support system that can be
operated without contact will increase the learning effect. In this study, we developed a digital
teaching material system that enables gesture manipulation using Kinect in cooking practicing. This
system consists of a 3-D depth sensor (Kinect) that monitors the motions of the operator, a display
monitor, and a PC with an application to control them. In this system, we conducted a questionnaire
survey on dietitian training course students after they actually experienced using the system and
examined the usefulness of the system.
©Keywords: Learning Support System, Cooking Class, 3-Dimension Depth Sensor, Gesture Operation
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Development of an Application called “Kotobanarabe” for Learning to Create Sentences Using Voice
Cards in pecial Support Education
Madoka Katsui, Kohei Fukushima, Tsutomu Shimomura

Abstract

“Yoice card” 1is a phrase card that character image files combined reading voice. In this research,
an application called “Kotobanarabe” for learning to create sentences using voice cards was
developed for learning of children who need special support. The developed application was
implemented a function that connects multiple voice cards and can output voice as one sentence. In
addition, the function to judge the correctness of the completed sentence was added. In practice
using “Kotobanarabe” , even Child who is not good at character recognition was able to voluntarily
work on learning to create sentences
©Keywords: Voice card, Development of an application, “Kotobanarabe” , Special support education,
Elementary school education
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Development and Evaluation of Introductory Teaching Materials for Elementary School Programming
Kazuya Takase, Shingo Shiota
Abstract
Teaching materials for programming, such as Scratch and VISCUIT, have been utilized for elementary



school programming. However, such teaching materials present difficulties in comprehension for many
teachers in using the materials in their instruction. Previous research pointed out that these
materials had difficulty in applying to group learning and costed to prepare learning environments
such as tablets and Kkits. In this work, we developed some teaching courses to solve these issues
by using a new physical programing teaching material. These teaching courses are designed for all
grades in elementally school with easy and intuitive operation. Using these introductory materials,
we conducted an experiment and questionnaire survey at elementary schools. The results of the
questionnaire survey administered to the students at the elementary school showed that it was
effective for the children and teachers to use the materials

©Keywords: Elementary School, Programming Education, Physical Programming Teaching Tool, Introductory
Material
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Verification of Results of a Study on the Effectiveness of ICT Teaching Materials in Classrooms
Featuring Adaptivity Counselling
Akira Morisaki

Abstract

This paper discusses the verification of results of a study on the effectiveness of ICT teaching
materials based truancy support that is being performed in classrooms featuring adaptivity
counselling in Nagoya. The verification was not limited to a questionnaire; it also included an
analysis of the history of learning that the ICT teaching materials are based on. By combining these
approaches we could discover the relationship between the development of independence and changes
in learning behaviors.
©Keywords: ICT, Absenteeism, Study support, Proactive learning, Learning log
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Development of a Teaching Program in Information Ethics to Discuss the Trouble Caused by Online Video
Streaming: A Practice Case Targeted at Upper Elementary Grade Students
Masaki Takeuchi, Manabu Abe, Daisuke Fujikawa, Kyosuke Yamamoto, Tsuyoshi Saito

Abstract

As online video streaming services become more common, it can be said that there is a growing number
of problems invited by such services. As part of this study, we developed a teaching program on the
theme of information ethics, which included original video material that tells a story about a child
facing problems due to an online video streaming service. Through the test classes that were delivered
to bth and 6th grade elementary school students, significant differences could be found before and
after the survey, in terms of questioning the students’ perceptions of online video streaming. Their



free description answers indicated that they had their own opinions on the topic by the end of the
class. However, there is still room for improvement regarding the in—class discussion process
©Keywords: Information Ethics Training, Online Video Streaming, Trolling/Flaming
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The Development of a Teaching Program to Learn about IoT: Incorporating Digital Teaching Material
and Application Development Exercises
Tomomi Furubayashi, Kohei Sato, Manabu Abe, Daisuke Fujikawa, Shota Wada, Satoshi Arasaki,
Ai Ogawa
Abstract
IoT (Internet of Things) 1is attracting attention as a technology that supports society;
consequently, there is a need to develop a teaching program to learn about the mechanisms of IoT
and its uses in society. In this study, we developed a program that incorporated interactive digital
teaching material and application development exercises. The results of the study revealed that the
implementation of such a program for high school students can improve the learners’ understanding
of IoT.
©Keywords: IoT, Digital Teaching Materials, Application Development, Information Department



