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The strings of our research findings suggest that the tablet environment has
positive aspects for business games in educational programs. Specifically, the applicant found that
when high school students use tablets for business game learning, 1. there is a high affinity with

their mental activity, and 2. there is a possibility of improving their learning awareness. In this
study, we developed a new educational program that takes into account the activity of the mind when
learning business game using tablets and showed how to solve the problem related to the difficulty
high school students have in understanding the learning unit for “ Modeling” , which is considered
an issue in the subject "Informatics”. The results of this research are expected to be applicable to
future revisions of the Courses of Study.
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