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Disaster Education Utilizing ICT: Internalizing Disaster Preparedness through its High
Expressive Capabilities
Hiroyuki Mitsuhara

Abstract

The first step in protecting lives from disasters is “internalizing” disaster preparedness
—making it a personal priority—and disaster prevention education is a promising approach to
achieving this. However, conventional methods tend to be monotonous and cause stagnation and
lack of engagement, creating a demand for innovation through the utilization of ICT. This paper
focuses on the utilization of ICT to promote active learning and the internalization of disaster
prevention, specifically by visualizing disaster scenarios and enhancing their realism. Also
this paper introduces case studies of disaster education utilizing XR and discusses the future
outlook, including the potential application of Generative AL

©OKeywords: Disaster Education, Internalization, ICT, XR, Generative Al
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ICT-Enhanced Disaster Education for Fostering Personal Relevance: Utilizing Fieldwork and AI-
Generated Disaster Narratives
Hisashi Hatakeyama, Masahiro Nagai, Masao Murota

Abstract

This study designed a three—phase disaster education program integrating fieldwork, learner-—
created disaster timelines, and Al-generated firstpersonnarratives to foster personal relevance
toward disasters. A system called “moshimo” was developed to generate disaster narratives from
learner timelines and implemented with high school students. Pre— and post—surveys revealed
significant increases in anxiety and total disaster awareness scores. Follow-up interviews
indicated that the narratives made disaster situations more vivid and emotionally salient, and
that some students subsequently undertook concrete preparedness actions
©XKeywords: disaster education, local characteristics, personal relevance, Bosai narrative
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Risk Assessment Tasks for SNS Posts and Elementary School Students’ Perceptions Through the
Period for Integrated Studies in Elementary School
Noriyuki Matsunami

Abstract

This study focused on the risk that personal information may be inferred or identified from
fragmentary information accompanying social networking service (SNS) posts (e. g., location, time,
background, and third-party information) and examined an evaluation framework for visualizing
judgments of risk recognition and avoidance strategies among elementary school children. An
assessment task was administered using the test function of Google Forms to 208 fifth—grade
students at two public elementary schools in Tokyo. Based on the results, an explanatory lesson

(45 minutes in total) was conducted as part of the Period for Integrated Studies . In the
evaluation test, we analyzed the points at which stumbling was likely to occur in process skills

(the extraction of clues in images and post text, exploratory strategies such as searching, and
verbalization of the grounds for judgment) . In addition, free—description reflections after the
explanatory lesson (201 valid responses) were content—analyzed and organized into 18 codes and
five categories. As a result, while a certain level of correct responses was observed in tasks
using visual clues, stumbling became evident in tasks requiring fine—grained estimation, multistep
exploration, and judgment based on situational information in the post text and verbalization of
the grounds for judgment. In the free descriptions, “check/be careful before posting” was the
most frequent, suggesting that the lesson may promote the verbalization of behavioral strategies.

“Scary/anxious” was also confirmed to an extent, suggesting the need for instructional design
that presents concrete judgment perspectives (e.g., checklists) without being biased toward fear
arousal. These findings constitute basic materials for examining preventive and proactive
instructional designs related to SNS posting from the perspective of school safety

© Keywords: SNS, Assessment tasks, Personal Information, Period for Integrated Studies,
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A Study on the Development of Risk Perception Supporting Self-Regulation in Smartphone and Social
Media Use among First—Year Junior High School Students



Takuya Yoshida

Abstract

This study conducted a questionnaire survey using the Internet Addiction Test (IAT) with first-
year junior high school students in 2024 at three time points—April, June, and October—to examine
changes in self-awareness and risk perception regarding smartphone and social media use. The
distribution of IAT scores gradually shifted toward higher levels over the course of the school
year. In addition to increased awareness of usage time, more students began to recognize the
impact of their use on learning. These findings suggest a shift from implicit use to more reflective
awareness. At the participating school, the IAT was positioned not as a diagnostic tool but as an
opportunity for self-reflection. Through the visualization of results and sharing with parents, a
support environment was established that avoided excessive control and instead encouraged students’
self-regulation. Although the study is limited by its reliance on self-reported data and its focus
on a single school, the findings suggest that students’ self-awareness of smartphone and social
media use evolves over time and that risk perception may gradually develop. From an educational
perspective, these results imply that providing structured opportunities for reflection, rather
than imposing external restrictions, can support the development of students’ self-regulation in
technology use

©Keywords: Social Networking Services use, smartphone use, Risk perception, Self-regulation,
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Analysis of University Students’ Use of Generative AI in Education: Based on Attitude—Behavior
Theory
Fan Fan, Yohko Orito, Genki Ito, Misaki Uemura, Raimu Ujigo, Keisuke Kamada, Tsubasa Taniai,

Kirari Matsuura
Abstract

In recent years, the integration of Generative Al has advanced within educational settings,
drawing significant attention for its convenience in enhancing efficiency in report writing and
providing learning support. Conversely, concerns regarding risks such as confidential data leakage
and the potential for inaccurate information have also been raised, a trend also observed in
university education. The purpose of this study was to examine the impact of university students’
attitudes toward Generative AI on their actual usage behavior, mediated by their usage intentions

Based on a survey of 651 university students, this study employed a regression analysis within
the framework of the theory of planned behavior to verify the path model, while also conducting
comparative analyses based on student attributes and response patterns. The results revealed that
“"Perceived Learning Usefulness,” among the dimensions of usage attitude, exerted the strongest
positive influence on usage intention. In contrast, the link between trust in Generative AI and
usage behavior was limited. These findings suggest a strategic usage pattern in which students
prioritize practical convenience in their learning activities despite harbor anxieties regarding
the accuracy of information. Furthermore, clustering analysis based on response patterns confirmed



that usage attitudes vary significantly depending on student attributes such as gender.
The findings of this study provide implications for developing appropriate instructional policies
that foster students’ independent thinking
©Keywords: Education, University students, Generative AI, Usage behavior, Attitude-behavior
theory
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Identification of Attention and Inattention in Preschooler During Read—aloud Sessions: Automated

Attention Assessment Using Head Movement Speed
Noriyoshi Kumazawa, Hoshito Oba, Yoshihiro Shima, Shunpei Kamitani, Daisuke Tabuchi

Abstract

In early childhood education, educators implement diverse approaches to foster children’ s
concentration skills. Physical play is commonly incorporated in early childhood education settings
as a means to enhance preschoolers’ concentration, thereby promoting a smoother transition to
whole—group activities such as morning meetings and read—aloud sessions. In this study, we
developed a novel system to automatically and individually assess whether preschool children
sustained their attention during read—aloud sessions conducted following physical activities. The
system produces automated assessment consistent with early childhood educator’ s evaluations and
is implemented by analyzing the head swing speed of individual children. By modeling the head
movement speed time series data as the unit step response of a first order plus time delay system,
it was possible to identify the start time of the read-aloud sessions necessary for the
implementation of the automated assessment
©Keywords: Read-aloud Sessions, Preschooler, Attention, Automated Assessment, Head Movement Speed,
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Effects of the Presentation Order of VR-Based Workshop Observation and Direct Observation of
Physical Products on Idea Generation in University Lectures: An Empirical Study Using the
Manufacturing Process of Nambu Ironware
Yoko Usui, Yu Ando, Sumito Takayama, Senhiko Nakata, Yoshikazu Fujisawa

Abstract

This study examined how the presentation order of two learning activities—VR-based observation
of a workshop and its manufacturing process, and direct observation and tactile exploration of
completed Nambu iron kettles—affected idea generation in a university lecture setting. It also
assessed students’ perceived learning regarding the two activities. A lecture was designed
using the manufacturing process of Nambu ironware as the instructional content. During the
experiential phase, two conditions were implemented: (1) VR-based workshop observation followed
by direct observation and tactile exploration of physical products (VR-first condition) and (2)
direct observation and tactile exploration of physical products followed by VR-based workshop
observation (physical-first condition). Students’ perceived learning was assessed after the
lecture (n = 36), and idea generation was measured through idea—generation tasks administered
immediately after each presentation. Idea counts were analyzed at the group level, with eight
groups used as units of analysis. The results showed that significantly more students rated the
VR experience as providing greater learning benefits (x2(2)= 15.17, p <.001). In the first
presentation phase, groups assigned to the VR-first condition generated significantly more ideas
than those assigned to the physicalfirst condition, t (6)= 3. 37, p =. 015. A mixed two—way
ANOVA, with presentation order (VR-first vs. physical-first) as a between—subjects factor and
presentation position (first vs. second) as a within-subjects factor, revealed a significant
main effect of presentation order, F(1, 6)= 17. 61, p =. 006, Up 2 =. 746, indicating that the
VR-first condition produced more ideas overall than the physical-first condition. In contrast
neither the main effect of presentation position nor the interaction effect was significant
The total number of ideas generated across the two presentations was also higher in the VR-first
condition (M = 31.00, SD = 7.39) than in the physical-first condition (M = 12.00, SD = b5.23).
These findings indicate that, in university lectures, instructional design should consider not
only the introduction of VR materials but also how they are sequenced with physical observation
in order to support idea generation. The subjective ratings also suggest that students tended
to perceive VR-based workshop observation as providing greater learning benefits

©Keywords: VR-based workshop observation, direct product observation, university lectures, idea
generation, presentation order
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Understanding Elementary School Students’ Knowledge of Generative AL: A Comparison with University
Students
Kazuki Mitsui, Shota Itagaki, Ryota Fukutani, Tatsuya Horita



Abstract

This study aimed to examine the current state of elementary school students’ knowledge of
generative Al through a comparison with wuniversity students. Specifically, questionnaire surveys
were conducted to investigate knowledge of the mechanisms underlying text generation by generative
AT (Study 1) and knowledge of the appropriate use of generative AI (Study 2) . The results indicated
that even among students who use generative Al in their daily lives, the level of knowledge about
generative Al varied considerably depending on the aspect examined. In addition, comparisons
between elementary school and university students revealed that elementary school students
outperformed university students on some aspects. These findings suggest that the development of
knowledge about generative Al may not follow a simple pattern in which such knowledge increases
as students advance to higher levels of schooling
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The Relationship Between Information Ethics Risk Experiences and Usage Environment Factors Among
Junior High School Students: Characteristics of Each Risk Domain Identified through Hierarchical
Multiple Regression Analysis
Kyohei Sakai

Abstract

This study aimed to examine the relationship between information ethics risk experiences and
usage environment factors among junior high school students. A questionnaire survey was conducted
with 828 students from public junior high schools in four cities. Hierarchical multiple regression
analyses were performed using scores from twelve categories of risk experiences as dependent
variables. In Step 1, grade, gender, and residential area were controlled, and in Step 2, usage
environment factors—including smartphone ownership, frequency of home internet use, presence and
compliance with family rules, and use of filtering services—were added. The analyses focused on
changes in the coefficient of determination (AR2) to compare differences among risk types within
a unified analytical framework. The results showed relatively larger increases in explained
variance for excessive use and smartphone use while walking, whereas explanatory power remained
limited for some risk categories, such as meeting strangers online. These findings indicate that
information ethics risks are not homogeneous and that the structure of related factors differs
across risk domains, suggesting the need for multilayered approaches to guidance

©Keywords: Information Ethics, Usage Environment Factors, Junior High School Students, Hierarchical
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Proposal and Practice of a Reflection—-Based Design Thinking Learning Model in the “Information
Design” Unit of the High School Subject Information I
Satoshi Nosho, Shota Wakasugi

Abstract

In the high school subject Information I, the revision of the Upper Secondary School Curriculum
Guidelines expanded learning content related to information design and emphasized design thinking-—
based learning activities. However, previous studies have not sufficiently examined information
design within the Information I curriculum. Therefore, this study proposes a design thinking
learning model incorporating reflection to foster the acquisition of design thinking and improve
students’ understanding of the learning process involved in content creation within the
Information I “Information Design” wunit. A teaching practice using the proposed design thinking
learning model was conducted in the Information I “Information Design” wunit involving first—year
high school students, followed by a questionnaire survey. The results indicated statistically
significant increases in mean scores across all items, with effects observed in the “Prototype”
step and in Levels 1 and 2 of reflection. In contrast, the effects were limited with respect to
critical reflection and the “Empathize” step.
©Keywords: Information Design, Reflection, Design Thinking, Information I

BT — 2 FER%E R - HEELRFLEORE « 7 — % o8I B9 2 EiEet
—RETRERAR - FEHO A XL - REHRIEARIEE VO ERIZEB LT —
KIREE RS BREER - KIEE KT ER

ek
AWFTEIE, BRGRREEZ BETORFEERSRE LT, WGl 7 — 2 oWrcBE T 228825 L, 0
BRIRERFTH5Z L2 AME LIEHEEERMETH D, FEBRIT, HatmEfg, e, HEk
IR RERERRE ) D 3@ HIE 2, FRT - FRAEICE S O EITo7-, IIBFIIRFENLTHY, 5
HEY v I — N REIZ L ABERRZ AV, O, Wilcoxon DG 54T X NENMiE R &L ) Spearman DJIE
NFIBIRE 2 -, FOFER, 25 HATRTHEBIV3 20T I EFHEHEICBWT, FEEES®%OAE
e EAMEER I NIz, T2, FEIGENIR T DFHME & R AR E OMICIEOMHENED bz, kX,
HEELEREOKFEITKTT DHE « 77— Z W7 258G 8, SRR BRAEOHRE, AR A 720
FHRET) DI % 5-3 5 AlREME DS /RIZ S LT,
QOF—U— R #HE T —XFNEH, it - 7 —F 058, HEEK

An Empirical Study of Statistics and Data Analysis Learning among Prospective Teachers with a View
to Educational Data Utilization: Focusing on Changes in Statistical Understanding, Statistical
Skills, and Statistical Problem—Solving Ability

Shota Wakasugi, Satoshi Nosho
Abstract
This study examined the educational effects of a statistics and data analysis learning activity
conducted with university students enrolled in a teacher training program. Learning outcomes were
assessed from three perspectives: statistical understanding, statistical skills, and statistical
problem—solving ability, using a pre-post design. Data were collected from 30 students using a
five—point Likert—scale questionnaire. The Wilcoxon signed-rank test and Spearman’ s rank
correlation coefficient were applied.The results showed significant improvements in all items
and in the total scores for all three categories after the learning activity. Positive correlations
were also found between students’ evaluations of the learning activity and their learning outcomes
These findings suggest that statistics and data analysis learning activities may support the
development of basic understanding, skills, and problem-solving abilities in prospective teachers
Keywords: Educational Data Utilization, Statistics and Data Analysis Learning, Teacher Education
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Design and Implementation of the Inquiry Process (Problem—Setting Phase) Positioning Generative
Al as Thinking Support: A Case Study in the Period for Integrated Studies at the Elementary Level
Kohei Fukushima, Madoka Katsui

Abstract

This study examined a learning practice in the problem—setting phase of the Period for Integrated
Studies at the upper elementary level, in which conversational generative Al was used as thinking
support. It investigated changes in students’ perceptions and the relationship between dialogue
characteristics and self-evaluation through questionnaire surveys and analysis of Al-student
dialogue logs. Prior to the implementation, instruction on generative Al literacy was provided
The results indicated changes in students’ perceptions of using generative Al as thinking support
and in their willingness to use it for learning. Analyses of dialogue logs revealed individual
differences in students’ utterances and expressive characteristics, suggesting that interaction
with generative Al did not guide students’ thinking in a uniform manner. Furthermore, no clear
relationship was found between dialogue characteristics and self-evaluation, although a partial
association was suggested

Keywords: generative AlI, thinking support, inquiry studies, the Period for Integrated Studies,

elementary education
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Reframing Generative Al from a “Tool” to a Thinking “Partner” : A Mixed-Methods Study of a High
School “Public” Lesson on Refugee Issues
Satoshi Hasegawa

Abstract

In this study, a lesson on the theme of “refugee issues” was developed for a first-year high
school “Public” class, and students engaged in debate—like activities utilizing generative AL
Based on a qualitative mixed-research design, a qualitative analysis (analysis based on thematic
analysis) of post—class reflections revealed that students’ perception of generative Al had
changed from a ” tool” to a ” partner who thinks together with people.” Based on this redefinition
of the relationship, proactive use, usage decisions, and recognition of the human role developed
in a mutually interrelated manner. Quantitative text analysis further demonstrated that terms
related to these central concepts appeared intertwined throughout the reflections.
Keywords: Generative AI, Mixed Research Methods, Thematic Analysis, Co-occurrence Network
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Development of Kashito: An Application for Creating Structured Sheets to Visualize Classroom
Lessons
Yusuke Makabe, Yoshihisa Negishi, Kohei Fukushima, Masaki Yasui

Abstract

In a school setting, a “structured sheet” 1is a tool that arranges only teacher’ s questions
and students’ responses in chronological order to visualize a lesson. This study developed

“Kashito,” a support application designed to enable anyone in a busy school environment to
easily create structured sheets for objective lesson analysis. The application allows users to
place  three types of cards— “Teacher’ s Question,” “ Student’ s  Response,” and

“Interchange/Activity” -—while playing recorded lesson videos, and includes a function to export
the completed sheets as image files. In a practical trial where multiple teachers visualized a
single moral education lesson using Kashito, it was confirmed that all participants were able to
create structured sheets while playing the lesson video
Keywords: Structured sheet, Application development, “Kashito” , Moral education subject,

Visualization

AR AL EHHEEREEZEA LT ST I I REOT VA L ER
—ZAEOHCFEENOBEREHEL T—
O RNER KA

Pk

(BRI —FEE ) Bo7a 7o I 0 7iREokEL LT, [ERAL &L BREEREZEAN L-RE)
REFLER L, AELAR AL EOMEFETHEBIOIEVIRY > — F 20 L, ZAENED X 5 ITAR AL
EIEAL, EOXIRFODHFELNTNERF Lz, TORE, FAT=T M7 s v 7 m#o
BERO- DI T, FEHRICET ML LT TV ERHLNI T, £z, BHEEES
Floxt L, BHOOHEMRLCEOIIG U CHEESCEMZBIRTE D2 L 2FEE LTRZITIED TV, FESIK
WL, FEZT0 ST I IOEBEEEDIE), TarT IS0 LE/) EFEROBR, BHOFN
DB - WA, FENR— R F—L LTOERAL OFAMEREEZFVRE LTERLTEBY, AEBENACD
FEEDOBERIZEFG T 5 etk Rg ST,
OF —U— R : A Al, BHREESE, @ikl “er77I07

Design and Practice of Programming Lessons Incorporating Generative Al and Self-Paced Learning:
Toward Fostering Self-Directed Learning Skills in Students

Tetsuo Suemoto
Abstract
To improve a programming lesson based on ” conventional lecture—and-uniform practice”, we designed
and implemented a course incorporating generative Al and self-paced learning. Records of dialogues
between students and generative AIl, along with reflection sheets, were analyzed to examine how
students used AI and what they learned. The results showed that students frequently interacted
with AI not only for error resolution and programming knowledge acquisition but also for
discussions on learning support. Students positively evaluated the ability to choose their learning
pace and topics based on their understanding and interests as an advantage. Overall, students
reported gains in basic programming skills, reduced anxiety toward programming, changes in their
learning attitudes, and the utility of AI as a learning partner, suggesting that this approach may
contribute to the development of self-directed learning skills.



Keywords: Generative AI, Self-Paced Learning, Individually-Optimal Learning, Programming

- HIRB OEEICHE B LR DX HEME O SZERAIRRGT — TN SERERE E RN ERRORE 2@ L T—

T-oh i SEIE F/NFRE R - (SN KPR E F% & Tk
ek
B DX IZREMICHEE SN TWD D, R 2 L IR LHIR B O 2 FIITEN RO D, AW
i, BB OEEEICEH L, A/ R ER E LEHNOKRE DX IR 2 EKERHE &, EFOFTEK
IZBIT DN ERZ BAERNCHER Lz, EEFBELOIL, K5 DX OUHIERMEICH 2T Y, ICT IEHICX
T HARERAMEE R T RIR RS VMEA AR S -, —J, BRNEEROSHTTIE, Keller ™ ARCS E7 /L
PR LT LR, BB OTENLEEZ ICT 23 LTk, TBL) R THEER L ORI
Vo IEEMERAZELE L TELTWEZ ERHLMNI o7, Ei2, [FEIC L D EER e BN 32
#%o TAG) < e OFRERL, EEROMEE X2 Tz, BLEX D, K DX R HetE 3 5
WZ1E, HI R A0 m ISR O TIER L, BRE OO AN— RAZ2 T, HER-CERMEICRE LT
TENEETHDLZ ENRBEIND,
OF —U— R : KK DX - BHKEDOIEE - ARCS ET /L - INEE

Promoting School Administrative Digital Transformation: A Practical Study on Teachers’ Affect:
Cross—referencing Citywide Survey Findings with School-Based Practices

Megumi Fujisawa, Takeshi Morishita
Abstract
Although school administrative digital transformation (DX) is promoted nationwide, progress and
teachers’ perceptions vary. This study focuses on teachers’ affect, analyzing a citywide survey
of public schools alongside school-based practices at the author’ s school. The survey indicates
that schools at earlier administrative DX stages report higher anxiety and perceived burdens. In
contrast, an analysis of school practices using Keller’ s ARCS model reveals that teachers’
actions were initiated by affective factors—such as interest and relevance to daily work—-rather
than advanced ICT skills. Furthermore, hands—on peer support fostered “confidence” and
“satisfaction” after practice, sustaining the initiative. The findings suggest that sustainable
DX promotion requires reducing psychological barriers and prioritizing affective and relational
support over mere technical skill development.
Keywords: School Administrative Digital Transformation, Teachers’ Affect, ARCS Model,

School-Based Practices
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Implementation Status of Information Security Training by Boards of Education and the Current
State of Teachers’ Awareness, Knowledge, and Behavior
Mitsuhiro Watanabe, Hisayo Yamasaki, Tatsuya Horita

Abstract

This study examines school information security by juxtaposing the status of training provided
by boards of education with teachers’ awareness, knowledge, and behavior. The results indicated
two interconnected challenges: the formalization of training due to resource constraints on the
providing side, and insufficient updating of existing knowledge on the operational side. Taken
together, these findings point to a structural issue in which constraints on boards of education
may limit the extent to which training contributes to knowledge updating among teachers, thereby
reinforcing deviations from recommended practices. The findings suggest that bridging the gap
between the implementation and retention of training requires a retention—oriented design that



combines mechanisms for promoting behavioral change with manuals, FAQs, checklists, and other
tools that support teachers’ onsite decision-making
Keywords: Information Security, Boards of Education, Teacher Training, Transfer of Training
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Effects of VR Disaster Prevention Videos on the Awareness of Home Disaster Preparedness for Pre-—
service Teachers
Hinata Oshima, Chiharu Suzuki

Abstract

In this study, we analyzed the results of pre- and post-viewing questionnaires to examine the
impact of watching a VR disaster prevention video (Tokyo Fire Department’ s “VR Disaster
Prevention Education for a Direct-Hit Earthquake in the Capital: ‘B-VR—At Home Edition’ ” )
on the disaster prevention awareness regarding housing among 19 pre—service teachers who had
little direct experience with large—scale disasters, with the aim of examining it as a
transformation of consciousness. As a result, after viewing the video, there was a significant
increase in descriptions of specific instructional content focused on the physical environment
within the home, such as “securing furniture” and “ensuring escape routes.” Furthermore, while
the responses to the survey questions “Can you instruct children on how to evacuate safely?”
and “Can you convey the importance of disaster preparedness to children?” were negative in the
pre—survey, they improved significantly after viewing the video and became positive. On the other
hand, it has become clear that when students who have become teachers introduce this teaching
material in school settings, it is essential to verify the psychological impact of VR’ s realism
on students. Based on these results, it was found that the use of VR disaster prevention videos
helped pre-service teachers—who often feel anxious about teaching due to a lack of firsthand
experience with large-scale disasters— to clarify and visualize their instructional content
through simulated disaster scenarios, thereby enhancing their sense of self-efficacy and
influencing their disaster prevention awareness.
Keywords: Disaster Prevention Video, Virtual Reality (VR), Pre-service Teachers,
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Survey on Teachers and Parents’ Attitudes Towards Installing Cameras in Schools for Al Analysis
Shota Itagaki, Misa Takemura, Jun Takahashi

Abstract

A web—based survey was conducted targeting 2, 506 teachers and parents/guardians to clarify their
attitudes toward installing cameras in schools intended for AI analysis to improve school education.
Based on the results, we examined the main effects and interaction effects of ” position factors”
and ” location factors” to clarify how teachers and parents/guardians (position factor) perceive
the sense of utility and resistance regarding camera installation inside and outside the classroom
(location factor) . Through this investigation and analysis, we identified differences in
perception based on the positions of teachers or parents/guardians and discussed concerns that
should be considered when designing and developing camera—based systems for schools
Keywords: Attitudes survey, Camera, Al
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Development and Improvement of VR Learning Contents to Simulate Flame Reaction Experiments
Tomoki Minami, Shoichi Hirose, Yoshio Yamagishi

Abstract

In this study, we developed a learning system that realistically reproduces flame reactions and
simulates flame reaction experiments in a virtual reality (VR) space. The content includes flame
reaction experiments using an atomizer, as well as instruction on the ignition and extinguishing
procedures of a gas burner, an essential experimental tool. The results of a questionnaire survey
administered to participants after using the system were generally favorable; however, some comments
indicated that there was too much text to comprehend at once. Following this experiment, we
improved the UI/UX of our system, guided by feedback from previous experiments. A statistical test
was conducted to compare the learning effects of the previous and current studies, revealing no
significant differences between them. However, survey results from learners indicated that the
previously noted dissatisfactions had largely been resolved, suggesting that the UI/UX improvements
were indeed effective
Keywords: VR, Simulation, Chemical Experiments
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Using Minecraft to Support Students with Chronic Absenteeism: Building Safe Spaces in the Metaverse
Shuhei Miwa, Rie Chino, Hirokazu Todoroki
Abstract



In fiscal year 2024, there were 353,970 students with chronic absenteeism, and the metaverse
platforms are increasingly desired to support these students. This study introduces a case from
an educational support center that provides metaverse support using Minecraft. Initially, there
were many conflicts due to poor relationships among the students, but gradually communication
increased and students began to proactively maintain order within the virtual environment. Results
from the surveys on the sense of belonging indicated a trend similar to that of actual education
support centers
Keywords: chronic absenteeism support, metaverse, Minecraft, safe space
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The Impact of Remote Teaching Practices in Small Schools on Teachers’ Perceptions

Nanami Matsumoto, Takeshi Morishita

Abstract

This study aims to analyze the practice of remote education in small-scale schools and clarify
the relationship between instructional design components and teachers’ awareness. While distance
education had already become an important teaching method in small-scale schools, it has become
an even more commonplace educational approach since the spread of COVID-19. Previous research has
pointed out that distance education in small-scale schools is characterized by “ensuring diverse
educational opportunities” and “securing access to diverse information sources, ~ but how these
are concretely realized in practice has not been sufficiently examined. This study examined these
aspects through analyzing classroom practices utilizing a remote conferencing system at M
Elementary School and conducting a questionnaire survey of teachers. The results revealed that
while distance education did not bring about significant quantitative changes in teachers’
attitudes, it served as an opportunity to deepen their understanding in a more concrete and
practical manner. Future research should focus on developing lesson design and collaborative
systems that reduce teacher burden, as well as continuously examining their relationship with
student learning outcomes
Keywords: small-scale schools, remote teaching practices, teacher awareness,
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