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In the present study, we accomplished two objectives. First, we developed a
game to improve people’ s ability to plan their behaviors appropriately by introducing the unpacking
strategy to existing games. Second, since, for appropriate planning, the ability to refuse
unnecessary tasks is also important, we developed a game for this purpose. Although COVID-19
prevented us from evaluating the effects of the games we developed, we tried alternative methods

using a small sample of participants or online experiments and then gained satisfactory results for
the games.
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