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Design for Future Society with PBL enhancedd with Future Skills

Figure 5. Authentic Learning in Regional Society




Showcase:

‘that university students and elementary
1l sweet shop owners to create the
ch later tran
%
,

/%
- U 1] O
7004
181 N0
w5240 111C
77) 7
// f//{//
z7

Z,
/// Z
7
7
o f>/{//é/
|11,

nistory, opening hours, products, most-sold

®
.
@

)

| 724% 7
B N T
dll 1N101IMNAatico



Authenticity (Regional Awareness)
Example: Elementary School Children

Figure 6. Research Results shown in infographic




Trifold to Gamification
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Sharing the Fieldwork/Research Results
- Game-based Learning

Figure 7. Game Board for Robot to Complete Tasks https://drive.google.com/file/d/148qXeXRSOPIXaJ4LKBY
MMCDyz2P8HFx-/view?usp=sharing
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