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Development of Edutainment Software for Schoolchildren
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First, a schoolchild becomes an athlete s supervisor. And the player whom
brought up the one player into the group is opposed at an athletic meet

each other. In order for a schoolchild to bring
up a player, it is necessary to appeal during

session. The player grows in appealing. This o
system makes it the concept to make a Ifﬂgﬂf g
schoolchild s “oneself-Iikeness” -
STORY recognize in appealing.
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One day, An athletic meet will be held. However, there is not a player
who participates yet. Then, a schoolchild makes the player of one from
a group and enters the player for bringing up and an athletic meet.

This is called the Athecate Pro;ec+
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Making Charactor. (November 5)

You make a charactor using a personal computer.
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Brlnglng u Bringing up Charactor. (November 5 to November 28)
Let’ s speak during session and you will get a card.
IT you collected cards, a your charactor will
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|f you input ID written by cards into a personal
compute. . .
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e s rv To use the Personal computer |t play the

game to a part of Athleytic.




