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Game can attract children’s interest and facilitate learning irrespective of language and culture. In this project, we try to develop educational games based on interfaces that games respond to emotions and non-
verbal communication. And we provide them for children including elementary school student. To validate whether education using non-verbal interface is effective or not, we organize 3 teams; which develop

games applied EEG measuring instrument, which develop games applied gesture interface, and which develop quiz application applied iPad.
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Brain waves team develops games and applications that could
be operated by brain waves, and applies them to teaching. We
test them with children at workshop. Besides, we investigate
about feelings which can be gotten by using EEG measuring
instrument because we aim to develop applications use them.
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Gesture team investigates their potential for helping learners
master complex processes like blood circulation in human body
and necessary substances for breeding of plants. This team aims
to accept gesture learning as an alternative to conventional
lectures.
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Quiz team develops quiz applications and game applications
using iPad. We provide children who participate in Tokyo acad-
emy camp and hands-on learning in Akagawa elementary
school, and children who take a primary leaving exam with ap-
plications. We aim to get them to play and to learn.
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We provided games and applications developed by each team in
workshop for the children from Fukushima. We got children to
do tests and questionnaires before and after playing games to
validate learning effect. Besides, we were able to confirm about
improvement and others.
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We did hands-on learning in Akagawa elementary school and
provided with games and applications developed by each team.
And we investigated about effect which the games bring to
learning. Besides, we got students to think what can do by using
each technology.
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A member of quiz team and Mr. Bagenda participated in Uganda
study tour planned Hokkaido international foundation and vis-
ited an elementary school in Uganda. We provided students with
quiz application developed by quiz team and got them to expe-
rience.




