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Development and verification of effectiveness of interactive game teaching
materials to promote lifelong learning of depression

kojima, hideki
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We developed an interactive game material that promotes lifelong learning
about depression. Specifically, we offer ~“Depression Karuta,"" which allows you to understand
depression from biological, psychological, and social aspects, quizzes related to the epidemiology,
symptoms, treatment, and prevention of depression related to karuta, and information on depressive
symptoms. We created the ~“Depression Life Game,"" which allows people from young to old to imagine
the difficulties it poses in their daily lives. During the four-year research period, we were able
to test the game with university students and the general public and confirm its safety, but due to
the influence of the fact that most of the research period coincided with the spread of the new
c?ronagirus infection. However, it was not possible to verify the effectiveness as originally
planned.
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