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As a method to raise the logical thinking ability for students, we developed

(1) a story creation system with What-1f function and (2) a logical thinking training system using
logical puzzles and examined the systems for subjects of elementary school students. The story
creation system with What-1f function encourages thinking of "What happens if it becomes like this"
has increased and it was observed that the students were working on creating stories of the
post-test by applying the things learned in the system.

It was shown that the logical thinking training system using the logic puzzle was effective in
improving the logical thinking ability. From the questionnaire results, the students were satisfied
with the system, and it was observed that individual difference of the learners’ understanding is
large when solving logic puzzles.
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