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Abstract Recently, there are efforts to improve my learning ability by using various learning tools
based on ICT technology. The application such as games is used in conjunction with lecture class to
induce interest in the class and to enhance the learning effect by using smartphone app as learning
tool. In addition, we are trying to improve creative thinking ability, problem solving ability and
logical thinking ability through early coding education. In this paper, we describe the learning and
quiz app using the app inventor and conducted the related questionnaire. We developed a learning
philosophy for preliminary early childhood teachers using the developed apps and taught them how
to utilize them in early childhood education by explaining the apps and using the app inventor.
Through questionnaires, we confirmed the learning effect and the willingness to use in early
childhood education. Through this study, I hope to improve the ability of early childhood teacher
learning and to utilize the coding in early childhood education with the app developed as the app
inventor.
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