1 (DMH)

Joodoooodogn
Ooobooooboobog

ugd 0O ugg 0Oo
gobooboobog gs73-019¢ DOooooooOOd 1-79--1

E-mail: hiroshi.sunaga@oit.ac.jp, eri.yokoyama@oit.ac.jp

gobod 0Ooboobooboobobooboobo0o pcO0bO0OO0ObO0bOObDbDObOODOODOOn
goobooooboobooboobobooboobobboboobOoobobDbobooobooboobobo
gobooooboobgobooboboboobuoobobbobuoobooboboobooboobobbo
goooooobooboobooobobooboobobbobooboobobDbobooboOobUobDbo
gooooooboobooboobobooboobobboboobooboboboboooboobOobobo
oboobobooboboooobooboboooboooboboooo0obobobo0ob0bo0oo0ombdD CAndroid
goooooobooboobooobobooboobobbobooboobobDbobooboOobUobDbo
gooooooboobooboobobooboobobboboobooboboboboooboobOobobo
000000 0o00o0oobbbob00O0OAndroid D0O0O PCOOOOOOODODDODODOOOOODODDODODODOOOO
JavaScript 0 0 0D O 0ODOOPCOODODODODOODOODOD Androild DDODDOODOOODOODOODODOO
gooobooobooboboboboobooboobobooboobobbobooobDooboobo

gooon Android D0 000000 OJavaScript D0 00000000000 O0OODOO

E-learning Applications for Japanese Classical Literature Education
U Labyrinth of Hyakunin-Isshul]

Hiroshi SUNAG'  Eri Yokoyama

1-79-1 Kitayama, Hirakata-shi, Osaka, 573-0196 Japan

E-mail: hiroshi.sunaga@oit.ac.jp, eri.yokoyama@oit.ac.jp

Abstract The Faculty of Information Science and Technology at Osaka Institute of Technology has been utilizing PCs and
tablets in classical Japanese literature classes, and as part of its efforts to further enhance the students’ interest and
understanding, we would like to propose an even more entertaining as well as informative Hyakunin Isshu learning application.
We have already provided puzzle and groupwork applications which use digital content including virtual handscrolls and
folding screens and thereby helped the students better understand classical Japanese literature. In contrast, the new application
uses a quest-game format which is expected to challenge the students to delve deeper into the subject. The basic idea of the
game is that a player tries to navigate a virtual labyrinth full of Hyakunin Isshu picture cards by answering related questions. In
the process, the player is expected to learn about the background of the poems and the writers. This application, where
Android’s Bitmap drawing function is used to display a two-dimensional labyrinth three-dimensionally, identifies the location
of the player within the labyrinth and manages questions related to randomly-placed picture cards as well as the player’s
performance at answering them. . One of its key technical features is the function to convert the shapes of the picture card
images from rectangles to trapeziums (or trapezoids in American English) following the perspective technique. We have also
created a PC version of this application where JavaScript is used for implementation to achieve an equivalent effect. The PC
version fully utilizes the large screens of PCs and offers a game mode which is unsuitable for Android. Neither version has
been introduced in the classroom yet, but their prototypes are generating a lot of interest among their users.

Keyword Android applicationsd JavaScript application[] classical literature education, Hyakuin-Isshu
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