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In Japan, due to the difficulty of information moral education at school,

such as the lack of moral practical skills of children, we focused on developing familiar teaching
materials together with students in the teacher training course.

In creating this teaching material, we will make the teaching material familiar by making it an
application for tablets and smartphones based on the information moral enlightenment "SUGOROKU" game
developed in the enlightenment project that we have been working on with the Kyoto Prefectural

Consumer Safety Center since 2014. I thought about making it a thing.

In the plan, 1 was planning to give guidance using this app at a local children®s center, but |

could not do it with COVID-19, but I noticed that university students will give knowledge, so I will
be active. |1 was able to create a question during learning.
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