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The goal of this project is to plan, develop, and provide games to contribute to local, social,
and international communities. This year, we were divided into three teams: the Challenge
Team (AIxXVR), the Education Team (AIxEducation), and the Uganda Team (education for
developing countries (Uganda)). The Challenge Team developed a game that allows elementary
school students to experience a story using AI and VR technology, the Education Team
developed a game that allows elementary school students to learn internet literacy, and the
Uganda Team developed a game to solve the social problem of female menstruation in the
Republic of Uganda. The Uganda team developed a game to solve the social problem of female

menstruation in Uganda.
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MENSTRUATION QUEST
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To give Ugandan girls knowledge of menstruation
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A game that allows you to experience what happens inside your body during pregnancy
and menstruation.

The player becomes an actual egg and explores the uterus to gain in-depth knowledge.
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A game where you try to reach the goal as fast as possible while learning how to deal with

menstrual pain.

By solving the two-choice questions, player can learn which is the correct way to deal with
pain.
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Raising awareness and acquiring the basics of Internet literacy among students,
mainly elementary school students
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The game has three modes: a "recipient mode" to learn how to deal with "warning screens" and

"fictitious bills" that suddenly appear when using the Internet, a "sender mode" to learn what to
watch out for in "video uploads" and "LINE/email conversations,”" and an "event mode" to
simulate damage related to the two modes. In addition, there is an "event mode" that allows
users to simulate damage related to the two modes. By adding the "Event Mode" to the
"Recipient Mode" and "Sender Mode", which teach basic knowledge, we aimed to help students
acquire a deeper level of Net literacy. We also aimed to improve the Net literacy of students who
will be familiar with the Internet in the near future, so that they will be able to use the Internet
safely and efficiently.
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The aim of this project was to create a game in which the world of a story is reproduced in a

virtual space using VR and AI technologies, so that students, the users, can experience the world
of the story more realistically than reading a book and can understand the contents.The theme of
the game is "The Fallen Cardboard Boxes" which is adopted as a moral education textbook for
fifth graders. We implemented the world of the story from two viewpoints, that of the main
character and that of the old woman, and advanced the story through one's own actions wearing
an HMD, so that the player can experience what happens in the story in a manner similar to the
real experience. In addition, we have made it possible for the user to feel a sense of reality by
using Al technology for the characters' movements.



