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ICT Teaching Materials that Helps Acquiring English Expressions: Utilization in the Obi Period in
Elementary School
Masao Okamoto

Abstract

The game and flashcard teaching materials, aiming to let elementary school students acquire the
English expressions were developed and utilized during the obi period, which refers to the time at
the beginning of English lessons. Analyzing students’ utterance of the interview tests, students
who cannot utter certain expressions appropriately at the first term could spontaneously utter the
same expressions at the third term. Using the appropriate intonation of the end of sentences was
also confirmed. There is a possibility that this method can contribute to improving students’
speaking skills.
©OKeywords: Game, English expression, Utterance
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Development of an English Language Learning System Aided by Knowledge Communication
Technology: Towards the Development of Fundamental English Language Skills
Hirokazu Yokokawa, Satoshi Nakamura, Hiroki Tanaka, Koji Shimada, Tomoyuki Narumi,
Mayu Hamada
Abstract
With the advance of globalization, the development of English language skills among Japanese
people is an important issue that plays a role in strengthening Japan’s international competitiveness.
However, the fact that the basic English language skills are not sufficiently established is a decisive
factor preventing the efficient development of Japanese people’s English language skills. This paper
introduces the basic design of a pilot version of a training system with top-down tasks and feedback,
which is being developed with the aim of acquiring the language competence and operational skills
required for fundamental English language proficiency.
©Keywords: vocabulary, syntax, story retelling, implicit learning
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Learning Elementary Chinese through On-Demand Online Classes: Learning Materials and
Learning Support for Self-Study
Kiyohara Fumiyo

Abstract

This paper is a record of an online class of elementary Chinese as a foreign language at a university.
To prevent the transmission of COVID-19, all classes in 2020 were conducted online on demand.
Students’ grades and learning outcomes (comprehension, achievement, and satisfaction) in 2020,
entered by students into the e-portfolio, were comparable to those from 2019 when face-to-face
classes were conducted.
©ZKeywords: Chinese class, online class, on-demand class

« AL N— RN T DGR - N E & B 72 ) GRS

PR PR & 2 - WRRERR RS ANEE - KBRS KRR
ek
VR 13ESEERICET HEENNE L, HEICITEHRANE LV E BEICEY TR TE S,
Z DR E R EREOREIIEL, X A7 @ L CREREA KBRS TREA) , TEg
By, THRRR) &) 3 XA T OFEFFEEEZR L CEM Lz, £72, ARCSET V2551, NE
B, TBEME] , THAE, R W) 408800, FEEOFEEERICET T v r—
FNREEITo 72, TOFER, VR Z2IH LIERERN B L TEEZFORVBELES &, FEMNELNE
BELISHDHZENRTELZ ENghoTo, ZO L, FEEFIIFEPHEDICHON, VR DBiEFFEICHH
THY, BDOL-UUZES TN LTV E W) BEKIES, HAAOREMLFIH L T - & HEEE
R LW E W) Bika i ESETEBY, 2L LTVR Z23EA LR Tm 0 R ERE EIZED
DNENSD Z Do T2,
OF—U—F: AX¥N—X, VR, &7 E, %A, Mozilla Hubs

Language Learning with a Sense of Presence and Immersion in a Metaverse Space: Practical
Application of Mozilla Hubs in University Basic Chinese Classes
Yukiko Watanabe, Satoru Odo, Tomomi Omae

Abstract

VR has a high ability to transmit non-verbal information, and it is possible to freely create
situations in virtual space that are difficult to achieve in the real world. Taking advantage of this
feature in Chinese language learning, we devised and implemented three types of language learning
methods: “Experience-Based Type,” “Interactive Type,” and “Indicative-Based Type,” which connect
memory for learning to experiential memories through tasks. Also, referring to ARCS model, we
conducted a questionnaire survey of learners’ willingness to learn from its four perspectives:
attention, relevance, confidence, and satisfaction. As a result, it has been found that lessons using
VR consistently attracted learners’ high interest and made them feel that learning is fun. In addition,
as the learning progressed, the learners came to feel strongly that VR was useful for language
learning and that it was suitable for their level and easy to understand. At the same time, students
became more positive about studying more Chinese through extracurricular activities. Overall, we
found that learning using VR has the effect of further enhancing high learning motivation.
OKeywords: Metaverse, Virtual Reality, Language Learning, Sense of Immersion, Mozilla Hubs
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Potential of VR and Metaverse in Foreign Language Education
Kojiro Yano

Abstract

Restrictions on face-to-face classes due to COVID-19 encouraged the introduction of digital
technologies for remote communication in various fields. Among them, VR technology has attracted
much attention, especially in the field of foreign language education, because it can provide more
immersive and embodied communication than so-called online conference systems such as Zoom.
Furthermore, in the past year or two, there has been a growing movement to utilize Metaverse for
education, which is based on large-scale virtual spaces. The technology to realize the Metaverse is
still in its infancy, and what is currently referred to as "Metaverse" differs in many ways from what
the term originally intended. However, it is expected that in the future, a world equal to or greater
than the physical world in which we normally spend our time will be constructed virtually, and that
new educational opportunities will arise in this world. In this paper, I first explain the concepts and
characteristics of VR and the Metaverse in the context of education. Then, I will discuss how VR
and the Metaverse can be used in foreign language education and what kind of developments can be
expected in the future.
©ZKeywords : VR, Foreign Language Education, Metaverse, Online Education, DX
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Implicit Memory and Big-Data Change English Learning Methods: What Should Researchers Do for
DX in Education ?
Takafumi Terasawa, Tomoe Masuoka, Yasuhiro Yamamoto, Ayumi Yamagiwa,
Akihiro Tanabe, Shingo Tsuda, Tamotsu Yamagami, Seiji Tsuda, Tsukasa Mao,
Koumei Shimizu
Abstract
In recent years, some reports have begun to show a significant relationship between the scores of
English proficiency tests and the amount of time spent studying in e-learning (microstep study)
developed by us. To date, no reports about e-learning exhibit a significant relationship with
comprehensive English proficiency test performances. These results are due to a learning method
based on the characteristics of implicit memory, which is the basis of language proficiency, and a
new data collection technology (scheduling) that collects a large amount of longitudinal data with



matching time conditions to achieve effective English vocabulary acquisition. This paper introduces
the features of implicit memory, which is the foundation of linguistic ability, and a scheduling
technology that takes these features into consideration to collect high-quality longitudinal data.
Furthermore, by introducing a new test principle, we achieved the automation of formative
evaluation, which supports knowledge acquisition. Finally, based on the background to the
development of the ‘microstep study’, we consider what each researcher should do to advance DX in
education.

©Keywords: implicit memory, e-learning, individual optimization, big data, DX
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An Analysis of Trends and Factors in Teachers’ Rule-Making in a Classroom “1:1 Device”
Environment
Kyohei Sakai, Natsuko Tanaka, Kazuya Takase, Michitaro Nakamura

Abstract

In this study, we conducted a survey with elementary and junior high school teachers to determine
the tendencies and factors influencing their rule-making in a “1:1 device” context. This suggests
issues regarding future rule-making in “1:1 device” classrooms. The study provides the following
three major results: (1) as teaching experience increases, the less the number of teachers who set
rules for limiting device use and managing terminals for children in lower grades; (2) as confidence
in own teaching increases, the greater the number of teachers who set rules for device use for
children in higher grades; (3) as the degree of device use augments, the less the number of teachers
who set rules for limiting device use for children in middle grades. These findings provide
suggestions as to the prospects and challenges for teachers endeavoring to promote rule-making on
information and communication technologies in “1:1 device” environments.
©Keywords: ICT Education, GIGA School Program, Information Moral Education, Rule-making
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Development and Practice of a VR Field Observation Program for Junior High School Students to

Estimate the Sedimentary Environments: A Case Study in the Shiramazu Formation of the Neogene
Chikura Group



Ko Nishizawa, Kenji Yoshida, Hirofumi Mino

Abstract

We developed a VR field observation program for junior school students to estimate sedimentary
environments, which is one of the science class topics in junior high school. We conducted a case
study of the Shiramazu Formation of the Neogene Chikura Group. The questionnaire survey and
analysis of students’ worksheets indicated that: (1) VR field observation effectively motivates
students, and (2) junior high school students can sufficiently estimate the depositional environment
through VR field observation. VR field observations can be implemented to match the actual
conditions of schools and regions. Also, this can be achieved by reinforcing VR image data from other
outcrops as well as increasing the number of target areas and sedimentary environments to be
estimated.
©Keywords : VR, Field Observation, Sedimentary Environment, Junior high School
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Development, Implementation, and Evaluation of Learning Materials for Sixth Grade Elementary
School Students to Understand AI Image Recognition

Kiichiro Okubo, Shota Itagaki, Kazunori Sato, Satoshi Nakagawa, Tomohiro Yamamoto,

Tatsuya Horita
Abstract

In this study, we propose a learning program on Artificial Intelligence (AI) for sixth grade
elementary school students based on direct experience of Al-based image recognition. The lessons
are evaluated based on the students’ willingness to use Al, their understanding of it, and changes
in their impressions of it. Each class comprises two credit hours of experiential learning on the
mechanism of Al-based image recognition, followed by an additional two credit hours of learning to
experience the solution of familiar problems using Al. The obtained results suggest that experiential
lessons on Al promote the understanding of Al among the students significantly, positively
influencing their impressions of Al and improving their willingness to utilize it.
©ZKeywords: Artificial Intelligence, Elementary Education, Image Recognition,
Integrated Learning Time, Career Education
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Class Practice for Junior High School to Introduce Programming with Tablet Device and micro:bit
Daichi Tsukiyama, Yoshinori Mikawa, Ryota Yamamoto, Tsuyoshi Mikami

Abstract

Programming education in junior high schools has been made compulsory since the 2021 school
year. However, teachers are concerned about the lack of budget, teaching materials, and resources.
Teachers also expressed concern about the effective use of the ICT environment. In this study, we
applied micro:bit and tablet devices as a low-cost environment for programming practice. We
introduce the class environment and contents in our practice. As an evaluation of the class practice,
we conducted a questionnaire, a quiz, and an interview with the teachers. The results showed that
the tablet device facilitated interaction among students in group activities and made it easier for
them to learn programming. On the other hand, we revealed issues to be improved in terms of class
time and difficulty level.
©Keywords: Junior High School, Class Practice, Programming Education, micro‘bit, Tablet Device
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The Effectiveness of Video Materials in the Instruction of Elementary Japanese for Children
Wataru Okazaki, Tomoyuki Narumi, Keiko Akimitsu
Abstract
In Japan, there are few educational materials for children from foreign countries to learn the
Japanese language, especially digital materials. Therefore, the authors developed video materials
for the initial Japanese language learning, consisting of 24videos with scenarios and 24 vocabulary
learning videos. We examined the effectiveness of these materials througt Japanese language
instruction at elementary and junior high schools, conducting questionnaire and interview surveys
for instructors and support staff in charge of the instruction. The results indicated that the video
materials were generally easy to understand and use in instruction. Further verifying the
specifications of videos and methods of use is necessary for future studies, narrowing down the
factors related to the learning effect.
©Keywords: Teaching Japanese for children, Education for children with foreign backgrounds,
Teaching elementary Japanese, Video materials
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Continuous Teaching Practice of Prevention Education for the Internet Addiction and Gaming
Disorder in Junior High-School and High-School
Toshiro Tsuruta

Abstract

The author developed a continuous program for preventing gaming disorder and internet addiction.
One hundred twenty students participated in the program for four years from 2018 (in 8th grade) to
2021 (in 11th grade). The program included subjects such as special activities, information, health
and physical education, science, and home economics. The students answered a questionnaire
concerning internet addiction tendencies at four time points (prior to the start of the program, at the
end of junior high, at the end of the program, and six months after the end of the program). The
results showed students’ internet addiction tendencies changed for the better, and time spent on
games was reduced. This effect was maintained after program completion.
©Keywords: Internet Addiction, Gaming Disorder, Special Activties Class, Junior High-School,

High-school



