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Abstract

Due to the spread of the new coronavirus infection (COVID-19), the opportunities for
interaction at a freshman camp for new students have been greatly reduced. Therefore, a
problem-solving game event where new students can interact enjoyably in a short time was
developed. The problem-solving game is an experience-based game in which participants solve
missions such as given quizzes and puzzles to achieve the final mission. In order to effectively
utilize the problem-solving game activity, it is important to appropriately design the entire
puzzle-solving game. This report describes the points when designing the problem-solving
game so that new students can naturally communicate and get along with each other, as well as
the ingenuity in terms of the management. As a result of the questionnaire after the orientation,
more than 80% of the participants answered that they enjoyed it. In addition, more than 80% of
the participants answered that they became friends through this activity.
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Fig. 1 Illustration image of the problem-solving
game event “Find lost Fukanyan’s treasure!”
for new students.
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(a) Front side: problem sheet
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(b) Back side: how to play and map

Fig. 2 Material distributed to the participants in the
problem-solving game event.
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Fig. 3 Hint panels and sheets to solve the problems

installed to the check points in the problem-
solving game event.
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Fig. 4 Final mission panel and sheet installed to the
final check point in the problem-solving
game event.
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Fig. 5 Group photo at the final check point in the
problem-solving game event.
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Fig. 6 Illustration image of the ending in the problem-
solving game event.
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Fig. 7 Questionnaire results obtained from the
participants after the problem-solving game
event (N=433).
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