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Thesis Overview 

In the Game Teyakoya seminar, students study and do activities following the 

Pedagogy of multiliteracies. There is an important flow: Experiencing, 

Conceptualizing, Analyzing, and Application. In each step, we play games, have 

discussions about games, and think of a way to connect games to society, then do 

our own project with our interest. The participatory project literally connects to 

our future, I think. 

I first thought the most important step in the seminar was only the last application 

step, but after finishing all of the steps, I know that every single step was 

necessary and important. If I lacked even one step, I wouldn’t conduct a 

satisfactory project or become what I want. 

In this seminar, it is important to face myself a lot and I can find a way to the 

future.This thesis is how I developed and changed through the seminar. 

This seminar is a little different from other seminars in that the most focused 

target is myself, not the study thema.I’m so proud of being at this seminar and 

realizing this seminar’s goal. 

 

 

A message / letter to the other Game Terakoya students 

Dear Game Terakoya students, 

 

I was really struggling with seeking what I wanted to do or selecting my career. 

Sometimes I was overwhelmed. But at any moment deHaan sensei listened to me 

carefully and willingly suggested some solutions to me. At the beginning of the 

seminar, I was really worried how to connect my interests and games but I could 
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finally find the things that I wanted to do thanks to deHaan sensei and 

surroundings which let me attempt anything. Finally, thanks to the activities and 

reflections in the seminar, I could find what I want to do in the future. 

Therefore, please take your time in searching your future in the seminar with a lot 

of communications with seminar friends and various activity tasks. Good luck to 

your future. 

 

From Yuua Ishimura  

January 2021 

 

 

1. Introduction 

 

1.2 The pedagogy of multiliteracies 

Our seminar is based on this flow and we started our seminar with reading ’A 

Pedagogy Of Multiliteracies’. This idea (the flow above) was introduced by Bill 

Cope and Mary Kalantzis in 2000. Their idea, in a sense, is an updated version of 

Multiliteracy by the New London Groups study over the years of 90s to 00s.  

Experiencing is to encounter something consciously. Conceptualizing is to 

construct a hypothesis for events. Analyzing is to think critically by using 

practical analysis. Lastly, Application is putting concepts into practice in society. 
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1.3 The Game Terakoya: What? Why? Where? Who? 

Through learning games in the seminar, students are expected to reflect what they 

have learned in the future. 1: to make society better with games 2: grow myself 

through seminar activities. 

 

Environment 

Game Terakoya is a series of activities in Prof. deHaan’s seminar. Students in 

Prof. deHaan’s seminar can research for and do a project based on their interest. 

Speaking of interests of my seminar friends and mine, it varies a lot, for example, 

natural disasters, holding events, charity, language teaching, Classroom 

Assessment Techniques, and graphic design. 

Flow: know myself with a reflection sheet, read the pedagogy of multiliteracies 

information, play games, research the game, connect the game to society with 

seminar members so far, then, work on their own project.  

 

Seminar structure 

Different stages of the seminar, the goals of each stage 

As well as the pedagogy of multiliteracies, our 2-years seminar can be sorted into 

4 steps. These steps have their own goals as below. 

 

1. Experiencing stage, the goal of this stage is to understand the structure of my 

seminar, which is based on the pedagogy of multiliteracy, as an experience by 

playing the game. For example, we played UNO at the beginning of the seminar 

to understand the flow of the pedagogy of multiliteracy: experience, 

conceptualizing, analyzing, applying. 
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2. Conceptualizing stage, the goal of this stage is to debrief and review the game 

in Experience stage in more detail. For example, we played UNO again to 

understand the rules, and searched for the other country’s play styles.  

 

3. Analyzing stage, the goal of this stage is to think deeply about the game. The 

difference from the former stage is the research target. Here, it is not only the 

game, but also your interest. Connecting the game and your interest is necessary 

for the next stage: connecting knowledge to the society.  

 

4.Applying stage, the goal is to reflect all of the knowledge of each stage to 

real-life society. For example, in our seminar, we conduct the participatory project 

depending on our interest. Then reflect what we did by sharing a report in the 

thesis. 

 

What I did in the seminar 

During my 3-years seminar, I tried to do 2 things before and after my one-year-off 

from school. 

First, before taking a year off, I was trying to make a flier and a guidebook for 

GameExpo 2019 by borrowing the idea of gamification. I was supposed to 

cooperate with Yuna Ishikawa, but I stopped in the middle.  

This was due to my lack of communication skills with others and the lack of 

design skills, and I wasn't good at taking care of myself from the stress of the job 

hunting. 
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Then, my first participatory project ended in a fail. In order to re-do my project, I 

decided to take a year off and do an internship at a design company. 

After coming back to the university, my second project started. As covid-19 

changed the circumstances, I decided to make a website to help the university 

students online. 

I joined the member of student volunteer group, K-commu（けいこみゅ）, then I 

made a website, event fliers, SNS pages to share the university information as 

wide as possible. 
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2. My journey 

Experiences 

Seminar application: 

Before I joined the seminar, I filled in the seminar application. 

I filled out my background information,read, summarized and critiqued a 

“Pedagogy of Multiliteracies” article, wrote a game essay about my Othello 

experience, did text analysis,read some articles about games and society. 

 

Pre material: 

Through this work, I knew myself a lot to prepare the upcoming seminar. 

For example, I looked back at my demographics, game history, and set my 

educational goals, future goals, and evaluated my skills as of 2018. 

At this time, It seems I expressed my interest towards the gender gap, using 

English my English skills to help foreigners living in Japan. And I wanted to be a 

simultaneous interpreter after graduation. 

 

Presentation about me :  

In this work, I did a short presentation of myself. Following the contents of Pre 

material, I summarized my goals, dream project, and future vision. 

 

Multiliteracies pedagogy presentation:  

Before joining the seminar, we got an assignment that read the original article of 

pedagogy of multiliteracies and did its presentation. 

But, we couldn’t get a complete understanding of its structure.  
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Play known games: 

To understand the 4 steps of the pedagogy of multiliteracies, we first use the game 

which we commonly used to play. We listed up some games and chose one single 

game, UNO. 

UNO seemed to be simple at first, but after we played, discussed,analyzed the 

game, we could find the differences in rules by country, gain new vocabularies 

from gaming blog websites and so on. 

We learned that the game has many aspects to learn. 

 

Presentation about UNO: 

Takeshi and I read a review text from a website, called BoardGameGeek, and 

analyzed a pattern of the text, vocabularies. Its blog-styled text, called prose, is 

relatively free, casual and uplifting and rhythmic.This text was so interesting that 

the author, in the text, apparently admired UNO, but the text actually criticized 

the game, I could realize it by finding sarcasm in texts. 

And other seminar members did a presentation about UNO’s game history. 

 

Game interests: 

To learn how we can use the various games in Prof. deHaan’s collection in our 

future participatory project, I listed some games that matched my participatory 

project. 

At the very first time, I roughly thought that I wanted to teach Japanese language 

or culture to foreign kids by using a game. So my game choice was a simple and 

easy, flexible one. 
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In the end, from a lot of games in Prof. deHaan's game collection I focused on 

'Spyfall'. This game can’t be played without the player's communication.  

 

End of Semester report: 

We wrote an end of semester report in a group and I wrote about the short 

summary of activities based on the pedagogy of multiliteracies. 

And we shared this on BoardGameGeek. 

 

Participation Brainstorming 

To step further into the project, I brainstormed 3 ideas with my participation 

project. 

These were making booklets for an event, visiting a game company and reporting 

the experience, and designing a cover of a new game. And the most ideal plans 

were to make a booklet for the GameExpo, which Yuna Ishikawa was planning to 

hold. 

It seems I changed my participation project plan from a teaching second language 

project to a design-connected project. 

This was why my future interest at the very first time at GT has changed after the 

club activities in LGBT support. I will write this change in a later section: My 

journey. 

 

Reading and report: 

I read articles about gaming and design and reported ‘How can I put the essence 

of games to design ?’. In order to make beautiful booklets and to put originality 

and the speciality of being at gamelab, I learned game and design: gamification. 
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Here, I could see games are designed and used in education, politics, corporate 

management. 

 

Participation proposal in 2019 (before taking one-year-off from school): 

In the participation proposal, I made a plan for GameExpo. I wanted to make a 

booklet and flyer with its content of the space map, information of the shizuoka 

gamelab, game instructions, crossword, profile of event members and so on. I had 

worries in using design tools and making use of the idea of gamification in paper 

printing. 

 

Participation Project in 2019: 

I couldn't complete my original plan: making leaflets and flyers.  

Due to the lack of design skills, I couldn't finish making leaflets.I had difficulty in 

putting my ideas into the works. Although I made a flyer for the GameExpo, it 

was not used. 

The reason for the failure was that the targets at the event were mainly kids at 

Jidoukan who are around 5 years old or in elementary school. My flyer design 

lacked consideration for them, because it contained English letters and Chinese 

characters that they cannot read. 

I realized I needed to gain design skills, for example, the knowledge of 

information organization, what is necessary/ unnecessary, and how to use design 

tools like Photoshop. 

I decided to redo my project after learning design. And I took a year off from 

school and did an internship at a design company in Tokyo. 
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Participation proposal in 2020 (after taking one-year-off from school): 

My plan was to make a website for Kendai students and spread school-related 

necessary information in order to relieve students’ anxiety. 

In March 2020, due to covid-19, my university gave all lectures online and we 

couldn’t enter the university and therefore couldn’t use the school facilities.  

I targeted Kendai freshmen who are in trouble with getting touch with school 

information. 

 

Participation Project in 2020: 

I worked with my friends outside the seminar and set up the school group, named 

K-commu. 

I was in charge of operating the website and SNSs.  

Website URL: https://sites.google.com/view/k-commu--uos/ 

Please note that there are some changes from my original design. Now, other 

students take over the operation of the website. 

The following works are web pages, logo, SNS posted images, flyers in 

K-commu events. 

 
This is the logo for K-commu. 
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2.1 Who I was before the Game Terakoya 

From junior high school, I had been studying English hard. 

I wanted to be a simultaneous interpreter, because I like studying English,and 

gaining information, which updates day to day,and new vocabularies, and I like to 

communicate with other people.  

And more than anything, I analyze myself that I get self-accomplishment by 

helping others express their ideas,which is stuck inside, to outside.  

And I knew that to be an interpreter, I need to learn japanese culture, and various 

kinds of study fields other than English skills. 

Thus I chose Kendai of international relationship course for studying English and 

various kinds of study fields. At the university, I have studied politics, second and 

third languages, gender problems, cultural anthropology and so on. But I was 

wondering and couldn’t focus on what study area I should major in, when I had to 

choose a seminar. 

Although I was in a different course with Prof. deHaan’s seminar, I was attracted 

to its style: English-based and relatively free for research targets. So I joined the 

seminar, to study English and find what I want in the future. 

 

I get self-accomplishment by 
helping others express their 
ideas,which is stuck inside, to 
outside.  
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2.2 What I did during the Game Terakoya 

At the very first time of the seminar, I was interested in helping 

foreing-and-Japanese communication. And I wanted to be an interpreter. So I was 

planning my participatory project to make a game which helps foreign kids learn 

Japanese language/ culture. Although I wanted to be an interpreter, I was not sure 

I could be with my English skills and other academic knowledge. 

 

And at the same time, I got interested in LGBTs and started doing activities at 

LGBT circle. 

LGBT is abbreviations for Lesbian, Gay, bisexual and Transgender people. 

I established LGBT-friendly group in Kendai with my friend. There, I made some 

hand-written posters of LGBT-related movies, the explanation of LGBTs, and 

sexuality and diversity.  

In the 3rd year, I was wondering what I want to be after graduation and therefore I 

couldn’t decide what to do for my participation project. Then Prof. deHaan 

advised me to do my hobby in the project. 

From a little kid, I liked reading magazines and taking photos, so I changed my 

plan and tried to make a leaflet for GameExpo. Thanks to the advice, I could 

reconsider my project proposal, and thus my future career too. Prof. deHaan’s 

advice and my experience in LGBT circle lead me to new participatory projects: 

designing things.  

 

In the seminar, I challenged 2 projects. My 1st project was to make flyers and 

leaflets for GameExpo in 2019. I tried to make them by PC instead of 
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hand-writing. But I was overconfident about my design skills and therefore I set 

my project goals too high.  

I couldn’t make my ideas into works, so I couldn't accomplish my 1st project. 

To redo my project and I wanted to study design in earnest, I took one year off 

from school and did an internship at a design company.  

During the internship, I was trained to input and output design ideas a lot in the 

company. Plus, to practice design a lot, I was looking for circles who want me to 

make flyers for their activities on Facebook and made New Year’s cards for my 

friends. Then I made 4 or more flyers and 8 New Year’s cards. I learnt a lot 

thanks to my internship and I got skill at using design tools. 

 

After coming back from the internship, I started working on my second project in 

2020 spring. 

As my project, I made a website for Kendai students to reach school information 

enoughly. 

I think I could operate well in my project, but it was difficult to measure the 

degree of success. I suppose that success depends on the number of reaches and 

how I can share information for people in need. But I couldn’t measure well. 

Looking at my 2nd project overall, I could do better this time and succeeded in 

redoing my 1st project. 

 

My 1st project : making leaflets and flyers for 2019 GameExpo 

1.​ I learnt about gamification. 

Gamification, defined as “the use of video game elements in non-gaming systems 

to improve user experience and user engagement” (Deterding, Sicart, Nacke, 

15 



O’Hara, & Dixon, 2011, p.1), has become a popular technique used across a 

variety of contexts to motivate people to engage in particular targeted behaviors. I 

read some articles about gamification and I tried to connect games and design. To 

use gamification in my project, I came up with an idea that I make a stamp rally 

for visiting and playing games at each booth, putting a crossword page in leaflets. 

But it was really hard to make it real because of my lack of skill at using design 

tools. 

 

2.​ I studied how to use design tools by myself. 

I borrowed the design books from Kendai library and practiced Photoshop and 

Illustrator. But I didn’t have enough time to study whole design tools, and design 

basics like skills at layout and at using colors. So my work was completed in a 

dissatisfaction and I didn't release it.  
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My 2nd project : making a website for Kendai students 
 
I made event fliers, SNS pages to share the university information. 

To prepare for the 2nd project well, I took a year off from school and joined the 

design internship.  

After coming back to the university, due to covid-19, my university gave all 

lectures online and students seemed to be in trouble with getting university 

information under the chaos situation of covid-19. So I helped my friend, Kyoka 

Suzuki by making a website and operating SNS and a website. 

Why I chose this project was that in March 2020, due to covid-19, my university 

gave all lectures online and we couldn’t enter the university and therefore 

couldn’t use the school facilities.  

So targeted Kendai freshmen who are in trouble with getting touch with school 

information to help them with my design skills. 

Website URL: https://sites.google.com/view/k-commu--uos/ 

 

Event flyers: I made some fliers of online events which K-commu concerned 

and university circles. 

1.​ Title: Oden project 

This event was planned by Ryoichi, and advertised on K-commu website. 

Under the covid-19 situation, an Oden shop, called Ogawa, provided Oden to 

university students.  

This time, I first tried Japanese style design and I learnt the color choice to make 

it chic. 
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2.​ Title: Online talk sessions among Kendai students 

K-commu held this event to create opportunities mainly for freshmens and 

foreign students to communicate. To express that people's diversity, and the way 

they communicate with, I designed colorful circles to overlap.  
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3.​ Title: Our traveling stories 

This was also K-commu’s online event, under the goal of sharing experiences 

while studying abroad. I mixed illustrations of a smartphone and a photo of 

Kenia. 
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Website design and its contents:I made a website by using Google Sites. 
 

1.​ Home visual 
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2.​ Messages to students from teachers
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3.​ Information of school events

25 
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4.​ Useful information, like scholarships, prize essays, and how to use the 

library. And on this page, I made a sheet of the instructions for library use. 

https://drive.google.com/file/d/1Hzs4KlJdr3RCFwcxb9woPDx9kEShS3r

M/view?usp=sharing 
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Instagram post idea and posts: I made images for Instagram posts and 

thought of its content plan, texts. 

 

1.​ A post that introduces easy-to-cook recipe for students living alone 

Recipe ideas and photos are borrowed from K-commu members and I designed 

images in one post. 

I cropped photos and corrected color tones for each photo. I proposed this post 

plan and here is my proposal. 

https://docs.google.com/document/d/1Nk2n_W4qv1O20WBuBVpcSpbSk-2W5q

9haN59z5N9v9w/edit?usp=sharing
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https://www.instagram.com/p/CCYOXQyJ4PA/?utm_source=ig_web_copy_link 

https://www.instagram.com/p/CCs3s4LpjjE/?utm_source=ig_web_copy_link 

https://www.instagram.com/p/CDwBFzZJiYM/?utm_source=ig_web_copy_link 

https://www.instagram.com/p/CET8NImpvX8/?utm_source=ig_web_copy_link 

https://www.instagram.com/p/CEqzR2tp-jW/?utm_source=ig_web_copy_link 

 

2.​  A post that shows what is a university report and how to write it for 

freshmen 

This is a post for freshmen who may struggle with their online composition tasks. 

I thought that they weren't taught how to write a report in high school and 

university yet but they were forced to do it in lectures due to the covid-19 

situation. Texts were composed by other circle members and I edited them and 
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designed them. 
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https://www.instagram.com/p/CBNrZ4yJdTK/?utm_source=ig_web_copy_link 

 

3.​ A post that shares thankful letters to which arrived the website 

We set an anonymous letter box in the website for someone in relation with 

Kendai to say thank you to someone. This idea was from Kyoka Suzuki and it 

was started to ease people’s bad moods in the covid-19 by sharing people’s 

thanks. 

We got letters from Kendai graduated students, a parent of a Kendai student, and 

Kendai student and so on with a lot of warm comments. To reach as many as 

people, we posted them on Instagram besides the post of the website. 
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https://www.instagram.com/p/CAFg2fnJH2e/?utm_source=ig_web_copy_link 

 

 

4.​ A post that shares information of prize essays for who are in short of 

money 

Under the covid-19, almost all students were hard to get on the part time job or 

they were working less hours. To make the situation better, we showed 

information about essay contests with prize money. 
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https://www.instagram.com/p/CBDcbF9p2-S/?igshid=34ad4gp4062w 

 

5.​  A post that shares information of benefit scholarship for who are in short 

of money 

As with the prize essay, we shared information to help students who are in short 

of money. 
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https://www.instagram.com/p/CA2hBr3JEO-/?igshid=sf7iy4x8fbye 
 
 

2.3 Who I am now after the Game Terakoya 

After the Game Terakoya, I became a creator. 

Thanks to the twists and turns at GT, I found what I want in the future.Thanks to 

the design activities in the participatory project, I got 2 paid works from Kendai 

professors. Seeing my works in K-commu, Prof, Takahata and Prof, Miyazaki 

offered me paid work.The former is to design the historical map around Shizuoka 

station, the latter is to make a website for selecting seminar courses for 

sophomores in Kendai. 

I was very happy that I felt like my skills were recognized.  
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Map: 

 

Website: 
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2.4 Who I will be in the future 

My text step is to be a designer for advertising and magazines. 

In the GT, I learnt that I like to express something, which someone has difficulty 

in expressing, into my works and letters. 

I don’t know but I will find interesting jobs other than designing in the future. If it 

helps express something new, I want to try them regardless of design or not. 

 

3. My transformation 

My journey visualized 

 

Diagram : My three elements and certain events in the Game Terakoya 

This diagram is a timeline of how I developed three elements and certain events 

in the Game Terakoya.  
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In the GT, we played a lot of games and read articles about games. 

To understand the seminar structure, we first played UNO. 

The structure consists of steps of Experiencing, Conceptualizing, Analyzing and 

Application. 

When I entered the GT, I was interested in becoming an interpreter. And I wanted 

to make a game that helps foreign kids learn Japanese / culture. ThereforeI 

focused on games that need player’s communication, and games that are easy to 

play. 

In the 3rd year, I was wondering what I really wanted to do in the future, then I 

asked Prof. deHaan for some advice. He said that I could focus on my hobbies 

and develop them for my participation project and my future. From young, I like 

reading magazines, I changed my participation plan to making leaflets for 

GameExpo 2019. This was my first participation project. 

At the same time, I started to think of how to make use of games into design and 

learnt the idea of gamification. My first project was conducted during my job 

hunting, and it was hard for me and other seminar members to meet and have 

discussion. I was weak at the pressure of job hunting and my project, so I couldn’t 

complete my project, just joined and helped at GameExpo. In that winter I 

decided to take a year off from school and study gamification and design well and 

redo my project. 

During the internship, I learnt the basic rules of design, and how to use design 

tools, and information organization. 

Then in my 4th year, when I came back to the university, I thought re-conducting 

the original plan was difficult. Due to covid-19, events like gathering people 

face-to-face were refrained. 
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I switched my plan into making a website, and was able to conduct online. 

I was weak at communicating online, and sometimes skipped the seminar, but 

thanks to Ryoichi’s care, I was able to get back on the track. 

Ryoichi also took a year off from school and he cares for me and often talked to 

me. 

Thanks to Prof. deHaan and Ryoichi, I was able to get back on the seminar. I 

really appreciate them. 

 

Thanks to Prof. deHaan 
and Ryoichi, I was able to 
get back on the seminar. I 
really appreciate them. 

 
4. Evaluations 

 

4.1 Self Evaluation 

The good 

I could find interests in many things and try them. For example, I like reading 

magazines and taking photos, so I tried making leaflets, flyers, websites. And 

took time to study designing and how to use design tools. I played many kinds of 

games and thought about many patterns of participation project plans. 

 

The bad  

Sometimes I ran away from tasks and was absent from communication with 

seminar members.  

I sometimes think of myself as a manic depression. For example, before working 

on a task, I tended to make a tight plan. Then I start, I realize I can’t complete the 
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task and end up absent from the seminar when the first GameExpo flyer’s project 

and writing my thesis. 

Now, I try not to make a crummed plan, instead, I first make a simple plan or 

goals then add some fixes. 

Thanks to Prof. deHaan and Ryoichi, they take care of me, I come back to my 

tasks. I really appreciate them. 

If I redo the seminar, I want to make proper plans in time and project, and 

communicate well with people around. 

 

4.2. Pedagogy of Multiliteracies Evaluation 

The strength is that it provides the detailed steps and goals towards the final goal. 

Goals are to be achieved if it is followed all 4 steps. 

The weakness is, on the other hand, if I fail at some point, it is hard and takes 

time to get back on the right track. And it is really stressful. I took one year to 

find another goal (project) and re-did it. 

To solve the problem, I think we could add some activities and goals instead of 

one-single goal and we can focus on other opportunities. Or, if I do it in another 

way, I could set small projects and do them in a simultaneous progress, maybe. 

 

To solve the problem, I think we 
could add some activities and 
goals instead of one-single goal 
and we can focus on other 
opportunities.  
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4.3 Game Terakoya Seminar Evaluation 

Game Terakoya’s feature is its freestyle. We can do several things by myself or 

groups, but in the end I have to develop my project by myself. Thus participating 

in the seminar and communicating with members is very important. And finding 

interests is very significant because we conduct a project based on one’s interests. 

So facing oneself and thinking deeply about interests is really important.  

Regardless of the degree of success, I could face myself before I start working. 

Through the flows of pedagogy of multiliteracies helped me to face myself in a 

long run. 
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6. Appendices 

 

A. Seminar application 

https://docs.google.com/document/d/13RPKb0vZAioupjiZoIY6BnXKeyCdeNLJ

A5dTPkuZiGM/edit?usp=sharing 

 

B. Pre materials 
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https://docs.google.com/document/d/1T1NWR0sKfv1mn5gfCe1sMQwtzr4B-Ye

D_dqGfm5Z2Ug/edit#heading=h.qj8axgxh7kbq 

 

C. Presentation About me 

https://docs.google.com/presentation/d/1yx5C1y3YDUrX5zrLcGbBmX7pn0Eitjg

BH8zEgHHleow/edit?usp=sharing 

 

D. presentation about UNO’s history 

https://docs.google.com/presentation/d/1HoJ5m0aBU66Nlp5Wu2WWvRm0iI5Se

mtD0_NIABJNJDY/edit?usp=sharing 

 

E. Presentation about UNO’s text analysis 

https://docs.google.com/document/d/1jjQ_gJlQqG0AxGitUwGu5z57HcGlaq95x

EpAaazW964/edit#heading=h.bj8axpx6kgik 

 

F. Game interest 

https://docs.google.com/document/d/1tAskY2zDYO-MqfHJrrbriCmu2NF4_3D_

RobpRKdacNI/edit?usp=sharing 

 

G. End of Semester report 

https://docs.google.com/document/d/147rnGjVQgdjdC4rkXHzNK542VHsCLeU

VwJknImvDT-Q/edit?usp=sharing 

 

H. Participation Brainstorming 
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https://docs.google.com/presentation/d/1TV49jqQh0jzpufkinhFFpPV7252ZxWK

9VFRoFN_5sbc/edit?usp=sharing 

 

I. Reading and report (How can I put the essence of the game to designing?) 

https://docs.google.com/document/d/1H7PraUmwYUEa7WOjq5lTS5Hh0OOQe

XrvgF0DmvgYbuk/edit?usp=sharing 

 

J. Reading, learning, reporting(How can I make magazines more attractive 

-exploring gamification-) 

https://docs.google.com/document/d/1FgjUUURuxpmIABQTVO7SCMPr_BMrn

W7e0qnXYAhxwXE/edit?usp=sharing 

 

K. Participation project proposal 

https://docs.google.com/document/d/1eV17773Ole81I1ZGtvFWJ4nC3TwYf4Ic

WVb87NlEA8w/edit?usp=sharing 

  

L. Participation project reaction 

https://docs.google.com/document/d/1puoBW21t3txaBIER76fwslvPc79JabIXvU

xOqJCwSN4/edit?usp=sharing 

 

M. Game expo Flyer 

https://drive.google.com/file/d/1ORHkYmfpY8LSgoyLuZ0RaNQlDb1Da4Uz/vie

w?usp=sharing 
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