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ABSTRACT

The development of IT technology emphasizes the importance of training IT professionals, and the need for education for
elementary and secondary education as well as adult education for training technical talent is expanding. In particular,
information curriculum will be added as an essential course from the 2015 revised curriculum, and IT technology will be
understood in the curriculum for elementary and secondary schools and will be required to develop applicability to solve
problems based on understanding. Currently, research is under way to integrate IT technologies to provide new services, and
if the use of personal information is required in the process, thorough security for the leakage of personal information is
pre-empted. It also prevents the identification of personal information in the process of transmitting data to the outside
world. In this paper, we propose a training method for elementary school subjects to understand the non-identification
process that occurs in the process of transferring data using pipe games so that they can understand the principles of
non-identification and develop applications to solve real-life problems.
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Fig. 1. Example of a pipe game
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Fig. 2. Example of a pipe game worksheet

1[4] ]~ [+
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1. Did the learner actively participate in the game?

2. Did the learner make a path from the starting value to the target value?

3. For the learner, does the result value by path setting match the result value
specified in advance?

4. Does the learner understand the process of changing two starting values into
completely different target values by performing arithmetic operations?

Fig. 4. Example of examination questions.
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