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Method for Extracting Important Scenes to Generate Programming Experience Video

N-006
NS 5w Nl
Kanta Kobayashi
1 XC®HIC
W, HRICHERORBICEY, Turs I vy JOBEREED

—fRDANEZIICDIREDD2H 5. HlziX, HEICBWTIZ 2020
EEMPS, MRERIZBWT IR S S I v 78 RHMMEN X
Nz (1), #FhuctEy, 2ETREMY S eI —2
Yay THELEIATVS. Re DI L— T 15 4F
LR ST, NPOEAR——H A4 TV RXF v WAL,
WEET TSI rv—2rvay PRBMELTVWS. Zh
LOT—=ray TR, RENImIII VRN HICD
J200EMTIERL, HLETTu IV r2ELT, £
imEBLEICIES 2 ENTH 5.

ZOXSRRERI TV IZ IV —T T gy TITBWT
i, €5 LTARMDBROATWA D, +o%2IEDIED DR
Rz AL W, 227 ar s a%klE3 ETHRURE
EDEREE L LTHZOHRY OB ko TLE SHE
MEN, FRUCE D T —2 v a v TOERERTED LR
REAM LB DI L, BT 2 2 OMRB 5 ICHET
ETWARW. RDIED BEET 3 HIRIHLAEZONDH, Z
ODHOREBEDOXUSE DU E —ARD T 0 7S 3 v 7 kERH]
HELTEL®D, ZNEBTIRVIBZ IR, V—FTav T
DNREFTDICREL, XROTBT I IV ITADEFR—Y 3
VBB EZLND.

ZZTCARMZETIE, Z0X5k87ur T 3 v I ikERENE % 4
K3 27D OEEGHMHTFIEEZRE T 5. Scratch[2] W5
vYarnrsarss Iy rREe o RERMIT TS5 I v
TU—=ray7IZBWT, REDOPCHEF Y IF v, |
BOMTERG LEZETANS, W OOEESRH (FUR
EBzofm 2mt L, PCEEH: REDQY 77> 3 Y%
BF-EEEERL, ZOREBEO TS S I v IEKBEIEE §
%. AFETIE, FRCEEO PCEEICEH LHMEIIOWTR
N5,

2 O3>k BRIERE
21 BIEMREBTMANAII

FaDIToTWBRERTFI IS5 I 0T -2 9y 7T
1%, M.Resnick[3] I ko CHEEE N7, BENEEZZERT 3
FEEEEB R A RA T 1o TW3.

ik, limagine(E1§ 3 %)) Tcreate(fF %)) Iplay(iE &)
share(HH 3 %)) Treflectd®RDiE2)) O T v R 2D IRT
2 EoT, AIENEEEZFERL TV WS HDTH 5.
lmagine] lcreate) Tplay) BA/EROBWEEETITHI 2 b DT
»H%. %72, [sharel [reflect) ZMHFICH ) TIE- 2B % 3
RI2LYLTIThbhb.

AWBLCE D, Tur T I Y IRBEEEERT S Z DT
i, WEIAEEE T n S I Y 7 RBHEZH 2 Z v
£, TNFETBLEI TreflectR DR Z)) ZIEEL, 205
NMmagine(FR 3 2)) NHEH 5 284 F 0% B FE3HM T &
RBeEZILNS.

T ST AT B R 2 RS e I R T4 AT 428 Ritsumeikan University Graduate
School of Information Science and Engineering

T ST A ER RS T8 Ritsumeikan University College of Information
Science and Engineering

Bl AFE!
Hideyuki Takada

22 iRDIED DR

Dhariwa[4] 1%, BIEMNEEBTR R 4 1D Treflect(dr D iR
3) ) RiEEXE At LT, Tt/ 50 Scratch 23 2 =7 4
TOW%E, © 7 A X THEITEM T % Scratch Memories %
&R L=, Scratch 2 I =2 =5 41, Scratch NiZB1F % SNS
DEIRBDTHY, BT TAEREHLETZ2%H 2
ERICH L TY 727> a BN TE28RETH 5.

ZDYATLTIE, HBEED Scratch 2 3 2 =7 4 1B
LR D B THED TreflectR DR 2)) REET 22 2 HN
ELTW3.

AW TIE, Scratch BWIHTHORETHZOHD 0 r S5
IVIRBETQIIRDIES e MAREICR 2 L EZ T V3.

3 HARBIE

3.1 7045 =y BREE
AFFICBTZ 70T Iy 7HRBREIEZ, K1 OXk>7R
REDPCHIEZF v 7F v LEEEEZ 1 DOEEZHE L
T, ThEEBEBT-5DTHRTS. WED reflect(fR D
B %)) — limagine(EM)) 2 EET 2N TEE0r 7
IV RBRENE L 72 3121%, FOHOD 02T A2 & BEIEE
BicBirs, REOPCHEHEO YD XS RIGHAEESHE L
THHINZ L XD ENTH 22 EMRETL, UTD X 5 ICHKE
L7.

s EXL7-7 vy 7 DfAGHLEERDWGH
e TUrS LIMED T REEDS LT-GH

o 05 ASER L -IGHE

o 0T ANERLRWVEINEE LGH

REIZ > TATH 2 DL S REEBHZMBTE 2 X
SRTIRERET .

BEELEIOv 5D OO ACREDTEE
B B EE BB VS #5UrEE
= B e
M1 7053 v 2RI
32 EEFH

REFEIK 2 DB TH2. ¥, Turs307%1LT
W3 IRED PC HEOFREZITS. ZOHT, HEFUEIZXD
TR T T LDFTRRPHEINZEZAL IV TERIZDESIC
AT FOHEICX o THAIT S, X512, FITRZ B H
SRR EDEHE L, BEL 7oy 2 2HAEDETVS
BH»S, ZRERITLTATIA4 DRV TWBEHEFTD
gl r BEEGIEM L 5. ZoME L -EEGmEE 2z
AZBWT, K4 ITRT XD ICRS st T2 22T, i
ROy IRRAT T4 MEBILIGEDKRE REHELPHE
fTLZREDR T 74 D&% EE L 7=BELETY, 20
FE A AL ICERGH E U THHIRE»Z Bl 2 RETH

Copyright © 2021 by

Information Processing Society of Japan All rights reserved.

The Institute of Electronics, Information and Communication Engineers and



FIT2021 (55 20 ETERBIFRM T+ —3 L)

ZEEERPETS. £/, V=T ay ITHEESTHLLD athed Bjm)x
FOBIR S B LU CEEERRET L 22T, 70T A0 R

L7 SHOMIEATRETH 2 L E X bh 3. Bk, BEHEE
M5 Z—ELU LOBEHEROATPBRESDE S Z L T—&
OFE Y U, KAFEICEZ70rS 3 v I RBREE Y 5. =
MY, HEiTEE L 4 >OEESTE AT 2 2 ¢ A5
HEThrLEILND.

FITRY > MR S NICRIRDR)E

o 3¢ = =
REE E
o a s
R4 7773y 7HEORRH
EBBEEHE LTI TS
) 5 &bHDHIC
E s | s ARTIE, BT TRYSIv 7 0—0s 2y TICBT 5
e -8 S E Al : TaT I I EBREIE R LR T b 72 0 EESTHRH FkE
' - e |- RELL. SREEEREMHTEL LS AT L0FHEE
LB TOEBOHRT W, TRr7 3077 —r>ay 7BV THHEEREZTS.
= Y SYANE IR, N = Eé -
HRNBEEZ(A SO HE g
EBIBEE UTHHT S

AWFZEIE JSPS BHIFEE 21K 12165 OB ST 72 OTF
2 WETE BE=WHk

M/NMNEREBICBY 2 073 Y 78HEDE
DHFRXODWVWT(HMDOED £ ), https:
) //www.mext .go.jp/b_menu/shingi/chousa/
5o ojm)x shotou/122/attach/1372525.htm.
[2] Resnick, M.: All I really need to know (about creative think-
ing) I learned (by studying how children learn) in kinder-
[ garten, in Proceedings of the 6th ACM SIGCHI conference
| on Creativity & cognition, pp. 1-6 (2007).

—

[3] Resnick, M., Maloney, J., Monroy-Hernandez, A., Rusk, N.,
Eastmond, E., Brennan, K., Millner, A., Rosenbaum, E., Sil-
ver, J., Silverman, B., et al.: Scratch: programming for all,
{@‘ Communications of the ACM, Vol. 52, No. 11, pp. 60-67
(2009).
2734k x5y [4] Dhariwal, S.: Scratch memories: a visualization tool for chil-
sntse el e dren to celebrate and reflect on their creative trajectories, in
iﬂ - = = - Proceedings of the 17th ACM Conference on Interaction De-
. sign and Children, pp. 449—455 (2018).
A
3 X774 FOEEDOHA
4 FHED T E
Tur5Iv -0 ay ST, AFREEHoTTR ST
IVRBEIEELERT . Hor U, REOHEF v 7
FrZRERLT, REICL > TOREEGHZATICED Y X b
7y 735, VAN v S UEEGM AR R ERE
H LT, M TETOWRWEH  FHAERGHOH G E R
HLUCHEZTS.
256 Copyright © 2021 by

AN The Institute of Electronics, Information and Communication Engineers and
=5 4 7 ‘H:H' Information Processing Society of Japan All rights reserved.



