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Experience is effective for learning. Learning with observing or touching on the object actually is recommended, such as school 
education. However, if we try to learn about the history or culture of the past, it  is difficult  to learn it  from actual experience. In 
this paper, We developed a game system called EFfEct (Experiential Foundation for Education) using Episode System that allows 
players the historical and cultural experiential learning. Users as the characters of scenes can actively learn contents with
experiencing the time, the place and the change with them. System is foundation, so creators of game contents can produce them 
representing various age or place with this system. We performed experiments to evaluate the system by getting users to play 
game content can experience the life of people and entertainments in the town of the Edo period of Japan. In these experiments, it 
was confirmed whether there is a learning effect and what element is effective.
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