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A study on gamification of daily household chores/activities at home
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The purpose of this research is to add gamification functions to daily
household chores / activities so that they can enjoy their chores and activities as much as possible
and improve their motivation to continue. In 2016 and 2017, we worked on tooth brushing support for
children, and in 2018 and the first year of Reiwa, we worked on dietary education support for
children. In the first year of Reiwa, we also conducted a research on hand washing support for
children and adults. In each research, we used machine learning and succeeded in obtaining the
performance for practical use.
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