End of AY 2017 Report for SIP — Group 2

Project ID & Title

SIP17-02 GLEG (Global Leaders X Ethics X Games) — Development of a new learning method for primary
stages of ethical decision-making using gamification —

Team
GSDM ID Name School Department Year Leader/
(e.g. D1) Member

15104 Haruku Shirahata Engineering Chemical system D1 Co-leader
engineering

15105 Kai Takeuchi Engineering Precision engineering | D1 Co-leader

15208 Akiyuki Masuda Engineering Systems Innovation D3 Member

16102 Meng Su Engineering Precision engineering | M2 Member

17108 Guanxiong Wang Frontier Sciences Computational biology | M2 Member
and medical sciences

17211 Asami Takahashi Public policy M1 Member

17201 Santosh Rauniyar Medical M1 Member

17205 Harushisa Engineering Systems Innovation M2 Member

Yamamoto

Objective: Explain what social/global issues that this project tried to address and why the issue is important.

The ethical capacity building including decision making is a large concern in the high school education. In
Fy2016, we developed the interactive game to train the capacity to recognize broad perspectives which are
needed to identify the potential ethical issues. The developed prototype games were implemented to
GSDM students at the student-led session on March 18, 2017. However, the educational effect of the
prototype games are not declared with quantified analysis, and the target players of the games are limited
to future global leaders. Therefore, to broaden the possibility of our game, we aim to implement the games
at university or high school classes, which can lead to productization of the learning method including the
games updated from the prototypes. For the goal, we set three objectives as follows;

1. Improve and confirm advantages of the game as an educational tool through implementations

To utilize our game as an educational tool, we needed to sophisticate the game to be endurable for the
actual lectures in high schools. Since our game had been still prototype in FY2017, productized educational
materials and a robust system were necessary to provide proper education. Additionally, the quantitative
evaluation of educational effect is also needed to apply our game to high schools.

2. Contribute to educational effectiveness in HS classes about social issues by implementations

To address the issue of the ethics education in High schools, the implementation of our game in actual
classroom is highly required. Only the implementation means truly giving a solution to a social problem.

3. Propagate our gamification approach and philosophy in educational society

Once our educational method is proven to be efficient for the issues of the ethics education, our method
should be propagated to enhance the contribution for the society. In addition to the implementations at
high schools, approach to the educational society would be advised to leave out method in schools.

Method: Explain through what kind of approaches you tried to achieve the objective.
*About the list and details of the interview, add the appendix.

1. Improve and confirm advantages of the game as an educational tool through implementations

To utilize the game as aneducational tool, we developed the new lecture style including the introduction,
rules, facilitation and evaluation of the game which are suitable for the condition of high school classes.
Additionally, the educational effect can be measured by the number of the ideas that students write down
in the game. In the modification of the game, we have fabricated reusable materials which are made of a
firm paper instead of nomal paper for the prototype as well as the online version game that enables
convenient facilitation than that of the paper-based prototype. To achieve those achievments, we
conducted several intervews with experts such as Prof. Kuri in Tohoku University, who is working on the
project in which her team prooductized and commercialized an educational game, and Prof. Nishio in Tsuru
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University, who provided us advice on the dilemma cases in our game.

2. Contribute to educational effectiveness in HS classes about social issues by implementations

As so far, we have done with four implementations (one at an university and 3 at high schools). Each
implementation is conducted with positive feedbacks from the teachers. Our facilitation method is also
improved so that the our lecture style got more feasible for high school cllases as we had the
implementations. We also had a sinmplified workshop on our game in Musashi HS for next implementation
in the next academic year.

3. Propagate our gamification approach and philosophy in educational society

To spread our method, we have presented the result of the implementation at Gakugei Univ. high school in
the domestic conference H AfEE R ZE 4. Furthermore, we had meetings with experts in education in
Kyushu in March 2018 to get advises for propagation of our game. We also conducted the workshop in the
Leading graduate program in Kyushu Univ. to share our idea.

Outcome: Explain what kind of results you obtained from this project and discuss how it addressed your focal
social/global issues.

1. Improve and confirm advantages of the game as an educational tool through implementations

As the result of the quantitative evaluation of the implementation at Gakugei univ. high school, we
demonstrated that our game enhances the capacity of students to imagine other perspectives which are
proven by the increase in the number of students’ ideas. In the light of the game facilitation, the reusable
materials was also effective to reduce the effort to prepare the implementation which means the game
have potential to be employed in high schools without our facilitation.

2. Contribute to educational effectiveness in HS classes about social issues by implementations

As we implemented our game, we found that High school teachers preferably employed out method in their
classes. We even got an offer to implement the game in Musashi high school in following FY. It is indicated
that our method is starting to contribute to the society by meeting the demands.

3. Propagate our gamification approach and philosophy in educational society

At the conference, our concept with the quantitative measurement of the educational effect was highly
evaluated. It is suggested that our method has a potential to be employed in high school classes with a
room for improvement.

With those outcomes, we addressed the issue of the ethics education in high schools by applying our
educational method that has demonstrated the educational efficiency qualitatively and quantitatively.

Budget: List the budget this project implemented. *About the details, add the appendix.

Purposes Expense
Books 3182
Implementation 32366
Travel fee 341160
Conference 7655
Supplies 49580
Online service 7128
Others 0

Total 441071
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Appendix (option)
List of interviews

No. | date | Interviewee | Affiliation place purpose contribution to the project Interviewer | Budget spent
(yen)
1 17 Prof. Osamu | Tsuru Sociolog | Having feedback | Prof. Nishio is an expert in the social studies at high Meng Su, 5,460
Sep, Nishio University y about our school, and he has the long-term experience of Guanxiong
2017 departm | presentation at teaching at high schools. We had a discussion about Wang,
ent, the domestic effective dilemma cases to be used at high schools to | Akiyuki
Tsuru conference and attract the students to enjoy the game as well as to Masuda
Universit | implementations | let them build the capacity of ethical decision making.
y at high schools
2 20 Dr. Miwa International | Aobaya Learning the Dr. Kuri is a faculty member of one of the Leading Akiyuki 22,620
Sep, Kuri Research ma strategy for Graduate School “Inter-Graduate School Doctoral Masuda,
2017 Institute of Campus, | productization Degree Program on Science for Global Safety”. She is Kai
Disaster Tohoku by her a mentor of a student group, and the group Takeuchi
Science, Universit | experience with | developed a card game for capacity building of
Tohoku y the “Disaster disaster mitigation. They have an experience of
University Mitigation Action | commercialize their products, which is utilized to
Card Game” make our products propagated to the society.
3 5 Mr. Kumamoto Kumamo | To have a Mr. Fuchigami was introduced by Prof. Yoshida, and Kai 318,540 as the
Mar, | Yoshihiro prefectural to discussion about | he is working with improvement of high school Takeuchi, whole Kyshu trip)
2018 | Fuchigami government, | prefectu | dilemma seeds educations. In particular, his group is working to Asami
the Education | ral considering the prevent bullying among high school students, which is | Takahashi
bureau, governm | current issues of | one of the biggest issues in recent high schools. We
Education ent high school are going to find some dilemma seeds to be
instruction students implemented at Musashi high school in March 2018,
station, and in the next fiscal year.
Senior High
School
Education
Section
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5 Prof. Michio | Faculty of Kumamo | To discuss the We have once visited Prof. Yoshida in 2016, and have | Kai 318,540 as the
Mar, | Yoshida Education, to strategy to taken contact with him after the visit. He is an expert | Takeuchi, whole Kyshu trip)
2018 Kumamoto Universit | propagate our in education and has an experience of being a Asami
University y games to the principal at a high school. We are going to have a Takahashi
society feedback about educational outcome of our games,
and the strategy of propagation.
6 Mr. Foodbank Headqua | To learn their Foodbank Fukuoka tries to reuse unconsumed food Kai 318,540 as the
Mar, Mikiakilwa | Fukuoka rter of activities to and distribute them to, e.g., children who cannot eat Takeuchi, whole Kyshu trip)
2018 saki Foodban | reuse wasted well at their home. The unconsumed food is offered Asami
k food by farmers, retailers, and consumers. We are going to | Takahashi
Fukuoka hear their activities to reuse and distribute the
unconsumed food to be shared at the implementation
at Musashi high school.
6 Mr. Yasushi | The Merry Headqua | To learn their The Merry Corp. is a waste disposer of mainly wasted | Kai 318,540 as the
Mar, | Matsuo Corp. rter of activities to food. They have an original technology of Takeuchi, whole Kyshu trip)
2018 Merry recycle wasted decomposition of wasted food to utilize it as farmyard | Asami
Corp. food compost. We are going to hear their detail activities Takahashi
of utilizing wasted food to be shared at the
implementation at Musashi high school.
6 Mr. Hironori | Chief of the Headqua | To learn the FCO-OP is a popular retailer in Fukuoka area, and Haruku 318,540 as the
Mar, | Kikutake / headquarters | rter of countermeasure | implemented some countermeasures to reduce food Shirahata, whole Kyshu trip)
2018 | Mr. , The FCO-OP | sagainst food waste by collaborating with food banks. We are going | Santosh
Masakazu organization waste as a to hear their experiences or philosophy about the Rauniyar,
Yasumoto headquarters retailer countermeasures to be shared at the implementation | Meng SU
, FCO-0OP / at Musashi high school.
Chief
director,
Association
activity
department,
FCO-OP
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Implementation list

No. | date | Teacherin Affiliation place Implemented Contribution to the project Visited Budget spent
charge dilemma cases member (yen)
1 17 Mr. Tokyo Setagaya | 1. Planning the Confirmed the educational effectiveness of our games | Kai 7,560
Jun, Shuntaro Gakugei -ku, venue of the both quantitatively and qualitatively. Takeuchi,
2017 | Yamakita University Tokyo high school trip Haruku
Senior High 2. Allowing a Shirahata,
School maternity leave Meng Su,
for high school Guanxiong
students Wang,
Akiyuki
Masuda
2 30 Mr. Izumi High Saitama- | Reducing food Experienced to provide a dilemma case from the Haruku 6,106
Nov, | Hirotaka School city, wastes interests at the high school. Confirmed that our game | Shirahata,
2017 | Hanai Saitama can be implemented in the environment with no Meng Su,
internet access. Haruhisa
Yamamoto
3 12 Mr. Yashio- Yashi- Implementation | Experienced to provide a dilemma case from the Haruku 7,040
Jan, Hiroyuki minami high city, of bike lanes in concern at the high school. Confirmed that the former | Shirahata,
2018 | Toyooka school Saitama | Yashio-city part of our game can also be facilitated by teachers at | Santosh
high schools, not by the project members Rauniyar,
Haruhisa
Yamamoto,
Akiyuki
Masuda
4 19 Mr. Kiyoshi | Master’s Tsukuba- | 1. Planning the Had some feedback from students with the Haruku 6,760
Jan, Karaki program in city, venue of a high experience of teaching at high schools about the Shirahata,
2018 education in Ibaraki school trip educational effect of our games. Propagated our Asami
University of 2. Reducing food | game to the students who will be high school teachers | Takahashi
Tsukuba wastes in the future.
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7 Prof. Kun Graduate Fukuoka | 1. The dilemma The program in the Kyushu University Workshop with | Haruku 318,540 as the
Mar, | Qian education -city, case provided by | a Leading Graduate Schools “Decision Science” Shirahata, whole Kyshu trip)
2018 and research | Fukuoka | the program in focuses on making decisions to be successful under Akiyuki
training Kyushu uncertainties with various stakeholders. Our game Masuda,
program in Univeristy focuses on letting students realize dilemmas, which is | Kai
Decision 2. Reducing food | the former stage than the one the program focuses Takeuchi,
Science for a wastes on. We are going to have a workshop with them to Asami
sustainable propagate our game, and to find a possibility to make | Takahashi,
society, a collaboration with them. Meng Su,
Kyushu Santosh
University Rauniyar
13 Mr. Musashi high | Nerima- | 1. Reducing food | We already had a discussion with Mr. Kajitori, the Haruku 4,940
Mar, | Hiromasa school ku, wastes principal of the high school, to discuss about the Shirahata,
2018 | Kajitori Tokyo 2. To be decided | dilemma seeds of the high school. The school has the | Akiyuki
by considering characteristic as all-boy schools, and has the unique Masuda,
the school’s activities to let the students learn from the actual Kai
concerns or society. The dilemma cases to be used are going to be | Takeuchi,
interests decided based on the experience at the interview at Asami
Kyushu. Takahashi
(for the
dicusussion

s)
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Pictures at the domestic conference on Sep. 17th, 2017 (The 67th Japanese Association for the Social
Studies annual conference)

Details of budget implementation

Purposes Detail Expense
Books T I = S ZHEWTE WERAF S, A B = N A HAT L 55 2 R 3182
Implementation | Tokyo Gakugei University Senior High School (Tokyo, 4 students) 7560
Izumi High School (Saitama, 3 students) 6106
Yashio Minami High School (Saitama, 4 students) 7040
Master’s program in education in University of Tsukuba (lbaraki, 2 students) 6760
Musashi High School) (Tokyo, 10 students in total) 4940
Total 32366
Travel fee Interview with Dr. Kuri (Tohoku Univ.) 22620
Interview with Prof. Yoshida (Kumamoto Univ.) 318540
Interview with Mr. Fuchigami (Education Agency of Kumamoto Prefecture)
Interview with FCO-OP (Fukuoka)
Interview with The Merry Corp. (Fukuoka)
Interview with FOODBANK FUKUOKA (Fukuoka)
Workshop with Graduate Education and Research Training Program in Decision
Science for a Sustainable Society (Kyushu Univ.)
Total 341160
Conference Oral presentation in The 67th Japanese Educational Research Association for the 7655
Social Studies (JERASS) Annual Conference
Supplies Blackboard sheets, marker pens 49580
Online service Web server 7128
Total 441071
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(1 Davis, M. (1999). Ethics and the university. New
York: Routledge.



2 Kapp, K. M. (2012). The Gamification of
Learning and Instruction. San Francisco: Pfeiffer.



