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The purpose of Game De Education is to present these subjects areas to students using games and animations. Game de Educaion is divided into three teams. The Al Challenge Team sought to use AR

and VR to support education about fire drills. The Al Education Team aimed to support Al education development of games based on letter recognition and weighting algorithms. The Uganda Team
sought to address problems resulting from insufficient health education about menstruation in Uganda. We hope that we will be able to summarize issues and improvement plans based on user
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2 F— L. Al Challenge Team

‘virfual fire Drill'

Game start

The Al Challenge Team aims to create games using ultramodern technology. To that end, we learned specialized
knowledge through Unity tutorials, research on technologies such as Azure Machine Learning, and through
conducting Al study sessions. Our goal is to create a "Virtual Fire Drill". The content is a virtual experience-based
evacuation training game using VR and Al. We will use a fire accident as our scenario. We hope that the virtual fire
scenario and the use of actual body movements to evacuate will result in an authentic experience and improve
learning. In the scenario we intend to simulate unique challenges such as power outages and the use of fire fighting
equipment such as extinguishers. This should enhance the acquisition of skills that can be useful during real-life
disasters. The points are that the user can actually crouch down to secure a view that is difficult to see due to smoke,
and by having NPCs learn information about evacuation, we reproduced good and bad behaviors. We will also study
buildings such as schools and department stores, and hold study sessions on fire drills to support the information
dissemination.
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The Al Education Team aims to develop an educational app for children using Al technology. The app will have two
modes; one for playing a game called Hit and Blow, and another mode to explain the technology used in the game.
The game mode uses image classification of machine learning to automatically recognize handwritten numbers, and
those numbers are used during play. Made it possible to select the difficulty level and display hints. The description
mode describes the image classification and weighting algorithms used in the game mode. The explanation was made
easy to understand, and all kanji were given furigana. Our goal is to help children who will live in an era of deeper
relationships with Al understand Al technology as much as possible and contribute to their Al learning. /
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The Uganda team aims to develop health education software for Uganda. This year, we want to develop a game that
improves knowledge about menstruation. In Uganda, it is difficult to teach at school about that, we want them to
learn using the game. By making it a game, it is easy to visualize the problem of that, and it is easy to break the
recognition that it should not be touched in daily life. Also, Japanese students can know and learn about Uganda's
that problems. The points that we devised in making this game are that you were able to acquire knowledge of that
through mini games and that we incorporated many illustrations so that even Ugandan children who can not read
letters can understand it.
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