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Abstract

Programming education becomes a required subject in every country in the world, and it is

vital to place high importance on the next generation. “Problem-solving game” is a game that

ask participants to complete a series of tasks in a form of a quiz, puzzle or problem in one story.

Incorporating a problem-solving game into a lecture would become a powerful tool to get

participants to participate in class more effectively. In order to enlighten programming to

children, a novel education program incorporating a problem-solving game was proposed. In

this report, the contents of programming teaching material for children by problem-solving

game activity is described.
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Fig. 1 Image picture of the experience learning
event for children to touch and Ileamn

programming using problem-solving game.
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Fig. 2 Example of the question and answer
sheets.
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Fig. 3 Example of the manuals to start the food
cooking machine “Tabemono Tsukuuru” and to

fix the program.
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Fig. 4 Example of the problem to learn the
roles and sequence of program commands using
Scratch.
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Fig. 5 Example of cards for the status report of

food cooking machine “Tabemono Tsukuuru”.

WELTHHY, s AoBERRICAED
W CREZ G LTz, sl 7 — R
Wi, B2 EEBERORNA I —DIERH AT
Ths. WURERNHRE S GIROMES
ffi L, MEERNTEE~=2T7 M REE
A —TF v/ LTEE~=2T VERAT D
LW THD. £, 5 FEOB~WD A
—a—%HEL, TOA=a2—RKROFFLET 0
77 ANOEA_YOEHGEARNET 5 L2177
7T REEESEDLL I L. b

Fig. 6 Photograph during the event (Engineering
Lab. of Quiz & Puzzle: Crisis of Space Station!?

Fix Program and Save Crew!).
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Fig. 7 Photograph during the event (Engineering
Lab. of Quiz & Puzzle: Crisis of Space Station!?

Fix Program and Save Crew!).
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Q2. Do you undarstand
programming through this
event?

Q1. Was this event fun?
Dull
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Fig. 8 Questionnaire results for the children

after the event.
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