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At KMD, we design by action.

This means seizing the initiative, as the future unfolds.
It means embracing the unknown, turning perils into prospects.
We believe that even the smallest spark can ignite a revolution
that paves the way for a brighter tomorrow.

Empowered by knowledge, we actively transform media,
merging the boundaries between physical bodies, communities and ecosystem.

KMD's approach to media design — where creativity meets innovation
to redefine the human experience and forge new connections.

Join the movement and be part of KMD.




ATATTHA U HRRE DR

FIREVEERIPEFR. B OFRCFER EmE 22 BVE RGN, TNSEER(CEFNNSBITBNER TS
BONRWERBEE AL BENE THRR) EFUET. ATAT7THA VAR (KMD) 3. TABRKERLS TATA4T7 7

Y1) 2RBEL WREEZZ 1M /R—YZBERLET.

KMD TEADDE - ATEZRRE 0T - HRFIE - EIRREPERRRG S COERZOEDE AT 171 ELTRATL
FY, TLUTHROHEESZZORENSEVWEL, 7O A EV T ZBRURLENSTATT7ZRICL, EHARTEET
B 7MYy [CEY EBEROEATHH UL WMIMEZAET 2 heH(CETFT,

WEPREREECRAZZETE RROFEHDELNGLV, TOHERZEL. —AVEUDNREANOEFZRZT., ThIZ

M. FZEKMD DR TY,

J7IL-7Ov ok
Real Project

Real Projects, Real Impact. — EHE201 > /N7 ~NE. ERNERHRENS (F
UE3, KMDTIE B#E—AUVEUAEPIEE E HRBEEER L. ARED
EHOYOFRTREMED ) 7IVGREICIRWAES T 7IL70Yzo N 220
EBDRE(CEVTVET,

[REFRAME] REDABDOEEFEPHEOMLEHZZ DFHENSHVET

[MAKE] 7OM9 A EV I BURLBHETA TTERICT S

[DEPLOY] %42 27—V FIF — LMDV RBHEEHRORIZTEET S

[IMPACT] &#HHESNAPHEOEZER LEER - ERRICEIRIET S

FERBINS4DOERNSMD KMD DR /O R EEHREZRESE. £
¥ TBC HBEEREERNDORT — I FRILG —EBDUEVENAS, BLOIT
ERZERL. HROPTHBULF L WVEEZRIET 2 NZF(ICETET.

Real Projects, Real Impact. — Real-world change begins with real collaboration.

At KMD, each faculty member connects their field of expertise with pressing so-
cial challenges through Real Projects, which form the core of our activities. These
projects engage directly with real-world issues in close collaboration with society.

REFRAME — Question the underlying assumptions of contemporary lifestyles
and social systems

MAKE — Turn ideas into reality through repeated prototyping

DEPLOY — Implement solutions in real-world settings with diverse stakeholders
IMPACT — Measure and visualize the human and social changes created, both
quantitatively and qualitatively

By integrating this four-step KMD research process with real societal contexts,
students work with stakeholders from industry, government, and communities in
Japan and around the world. Through this engagement, they learn to understand
diverse perspectives, act in society, and create new value with lasting impact.
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KMD views innovation as an integrated process that we describe as “"MAKE, DEPLOY
and IMPACT,” and uses an educational model called the “innovation pipeline.”
“MAKE" refers to an iterative “Build to Think” process of developing and proposing
ideas, and then verifying them through ethnography and prototyping. This pro-
cess encourages students to think about and evolve their ideas as they build. The
equipment and environment at KMD allow students to gain practical experience
in the "MAKE" phase. In "DEPLOY", students work to deliver prototypes to society. In
this phase, students learn how to accelerate new ventures, and how to promote
and present their ideas more effectively. In the “IMPACT" phase, we learn about
strategies for developing new fields and disrupting existing fields for the purpose
of bringing value to the creative society.

Features of the Graduate School of Media Design

Seemingly small sparks—casual questions, quiet doubts, imagined dreams, or a sense of purpose that begins to take shape
within us—can grow into actions that create powerful waves across the world. When that happens, we call it the future.

At KMD: the Graduate School of Media Design, we practice media design as a way to open up such futures and to cultivate

innovators who will change the world.

At KMD, we see the human mind and body, living spaces and cities, social systems, the global environment, and information
itself as forms of media. By questioning the foundations of society, repeatedly prototyping ideas, and bringing them into the
real world through design, students develop the ability to act on the global stage and create new value.

What may seem far-fetched today could become tomorrow's common sense. Believing in that possibility, and taking responsi-

bility for shaping the future—this is the conviction that defines KMD.
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In a global society, it is essential not only to understand regional economic and
cultural differences, but also to recognize and respect individual expertise and
values. KMD is committed to building a KMD Community grounded in diversity.
Approximately two-thirds of our students come from regions outside Japan, cre-
ating a richly diverse environment where a wide range of cultures and social
values are part of everyday life. Students enter KMD with backgrounds in design,
aesthetics, information science, engineering, physics, architecture, business, politi-
cal economy, and the social sciences, among many other fields, bringing a broad
spectrum of expertise into the community. In addition, many students have profes-
sional experience, giving the KMD community a wide range of ages and life stages.
By engaging daily with this diversity of cultures and perspectives, students develop
the ability to collaborate with mutual understanding and respect, and to cultivate
the sensibility needed to propose new values and envision ways of living together
in an ever-changing world.
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To create innovation, teams that combine diverse knowledge and experience are
essential—beyond the capabilities of any single individual. At KMD, we design
environments that foster serendipitous encounters among people from different
backgrounds. These chance meetings give rise to bold ideas that form the founda-
tion of innovation.

To engage not only within KMD but also with the wider world—especially on
a global scale—KMD operates satellite hubs in Tokyo (Takeshiba), Osaka, and
Singapore, in addition to its headquarters at the Hiyoshi Campus. Courses and
research activities are conducted in English. KMD also offers collaborative curricula
with leading international graduate schools and companies, including the CEMS
Program and short-term exchange programs with Stanford University.
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Since its founding in 2008, KMD has placed Real Projects at the core of
its activities and curriculum. All Master's Program students participate
under the direction of full-time faculty to create innovations that tap into
cutting-edge technologies and social trends.

Students use the results of their Real Projects to write their Master's theses.
KMD does not consider actual practice to be different from academic and
theoretical exploration. Real Projects are not only a field to gain-practice in
the creation of social impact, they are also a frontline of creative research.

Most of our current Real Projects are collaborations between KMD and
outside institutions in industry and government. Projects done in col-
laboration with companies, in particular, are not merely sponsorships,
but opportunities to tackle the challenges that the companies face or
anticipate they will face in the future. We begin by formulating plans and
conducting studies, producing prototypes iteratively until we arrive at a
final, concrete result.

This section introduces the ongoing Real Projects and our recent results
or activities with comments from faculties and collaborating companies
and municipalities.

Real Projects: The Source of KMD-led Innovations
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This project explores ways to design and develop innovative technol-
ogies (e.g., data visualization, robotics, projective agents) and concep-
tual spaces (e.g.,games for learning, XR, digital twins) for children and
adults'knowledge construction and skill building to reflect, discover,
invent, and assess creative and innovative products and services.
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We aim to realize a near-future information infrastructure paradigm
enabled by the quantum internet, and envision a society transformed
by quantum computers and quantum internet. Our research focuses
on designing lifestyles in a society where quantum technologies have
become commonplace, beyond the Al era. Furthermore, we work on
integrating current quantum technologies with societal systems, as
well as on technological research and development.
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This project aims to provide insight on the various impacts, includ-
ing ethical, legal and social implications (ELSI), as we advance into
cutting-edge scientific and technological fields. We will design’ gov-
ernance in science and technology through co-creation of guidelines,
norms, and policies with R&D centers so that innovation becomes as
natural as breathing.
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With roots in techno-progressivism, SAMCARA explores the potential
of technology, design-thinking, product design, and design as linguis-
tics to advance communities. Our mandate is to research, discover,
explore ways to communicate that transcend social, political, and
cultural borders. Through collaboration and innovative production
methods, our project also aims to create the design processes that

seamlessly integrate circular design principles for a better and more
sustainable culture.

https://samcara.org
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This project visualizes the future and envisions a sustainable planet.
tavisible Future is a sustainability laboratory that renders the invisible
future visible. We will implement activities that lead to a sustainable
planet via FUSION, having a future vision through interdisciplinary

integration; VISION, conducting sustainability analysis through data
science; and ACTION, creating new value through entrepreneurship.
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Today's human expression can be fluid, ranging from the language to
exhibitions with diverse media technologies. The etymology of the
term ‘Communication’is to share and essentially, we argued, to be
interrelated and understood. Inspired by its Latin origin and ancient

Roman, the project Concordia aims to explore how today's world
interconnects and relates through communication.
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In the Creato! Project, we focus on media contents we use in our daily
activity, such as, plain text, pictures, audio and video. It is essential
that we acquire a certain level of media literacy to understand and
use such content in our social activities using internet technology
as a base infrastructure of information sharing. Our project aims to
develop "Literacy Free" media content that will work in society in the
future with more complex literacy requirements including sharing
of activity experience. Our goal is to redesign community and social
activities through these media and contents.

https://uhyo.jp
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ITOMA project looks into all sorts of leisure (surplus, desire, blank mar-
gin, luxury etc) that may not be mandatory for a minimum standard
of living. Not the simple and frugal that directly links with productivity
improvement, but a way of living that copes well with blank margin
times. Methodologies the project undertakes will be on ethnography
like the anthropologists do, new combinations of resources like the
economist Schumpeter states, designing service through the service-
dominant-logic perspective like the marketing domain does, and
create ecosystems and institutions that will lead to a service design.
Some subproject examples are: mobility service design for a shop-
ping mall,and cultural and artistic experiences for the social isolated.

https://www.itoma.life
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Policy project aims to build a new information society based on col-
laboration between industry, government and academia. Project
members cooperate with about 1000 companies on technology
development, business building, content production, and policy
making. The three pillars of our activities are “Incubation” to create
anew learning environment from preschool to recurrent education,
“Pop Tech” to create a new society by integrating pop culture and
technology, and “Public” to solve social issues through creativity
and technology.

https://polipro.org
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The Embodied Media Project aims to create future media technol-
ogy that records, shares, enhances, and even creates the kind of ex-
periences that we have through our bodies. Seeing, Hearing, and
Touching; by studying and designing embodied informatics in

human interaction, we create embodied experiences that entertain,
enchant, and empower us.

https://www.embodiedmedia.org
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Future Crafts Project visualizes and materializes the digital data into
physical space using the dialogue with materials based on crafts-
man's eye, and we creates new expression and research. we develop

novel manufacturing methods, interfaces, media arts using original
developed smart material.

https://futurecrafts.kmd.keio.ac.jp
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Creative Industry is engaged in hands-on projects which focus on
revitalizing rural areas and creating the next generation of industry.
Projects conducted include those in the domains of traditional crafts;
agriculture, forestry, and fishing; and support for entrepreneurship in
rural areas of Japan, where the birthrate is declining and the population
is aging. Most recently, Creative Industry has been working to address
local challenges through the implementation of digital utilization (DX)
and green transformation (GX) by connecting urban and local compa-
nies, organizations, and municipalities, premised on open innovation.
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The Network Media Project investigates ways to connect everything
to the Internet, often referred to as the Internet of Things (loT), and to
propose new ways to utilize big data from such information sources.
The Project also conducts research on fortifying the Internet's infra-
structure to increase users' security and privacy.
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Designing the Communication of the Future
Collaboration between NTT Docomo and KMD, “FEEL TECH"

Under the leadership of Professor Kouta Minamizawa,
KMD's Embodied Media initiative joined the research
and development of FEEL TECH, a haptic sharing tech-
nology being advanced by NTT Docomo. Together,
they launched their collaborative research activities
in haptic communication in 2022. In 2023, Project
Assistant Professor Arata Horie took up his new post
at KMD, and the university startup he leads, commis-
sure, also joined the team. The project's develop-
ment further accelerated with the establishment of
an integrated system that could handle everything
from prototype design to end product creation. That

same year, the team developed a haptic sharing de-
vice called "FEEL TECH Wear," which allows its user
to experience realistic tactile sensations in a virtual
environment. Users can feel on their fingertips the
fur of an animal’s coat, or sense on their wrists the
weight of a held object

NTT Docomo’s Hironori Ishikawa explains that these
tactile experiences could become a new means of
communication as we move towards the era of 6G
technology. Right now, we can send voice messages,
text messages, and audio and video files to some-
one far away, all in real time with great precision,” he
said."However, recently we've come to realize that in
order to truly connect with one another, the informa-
tion we wish to send needs to be tuned to the other
person’s physical and psychological state. Through
our research on sensory sharing, which can adapt
to individual differences, we are exploring the next
generation of effective communication that allows us
to convey precisely what we wish to convey.”

The latest of the three parties’ collaborative efforts
is a haptic sharing project for a dance idol group,
which was undertaken as a Real Project by a master's
student at KMD, Nonoko Okubo. A music video was
produced that recorded not just video and sound, but
the touch of each group member’s fingertips, their
feet movements, and their heartbeats. People have
been able to experience this at various venues such
as fan events and the Osaka Expo 2025. Audience
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members would be each given small devices that
vibrated along with the group members’movements,
allowing them to feel their favorite idol's own beats
and movements as haptic information. This not only
offered an opportunity to experience entertainment
in unprecedented ways, it also successfully sent hap-
ticinformation via wireless devices to multiple chan-
nels simultaneously. This represented a pioneering
effort at the forefront of both technological and social
advances in bringing haptics into real-world use.

After conducting a series of joint research projects
such as these, the KMD Research Institute established
within its facilities the FEEL TECH Lab in October 2025
as a co-creation lab with NTT Docomo. By working in
collaboration with KMD faculty members and proj-
ects across a wide range of specialties, the aim has
been to bring together all of KMD's collective exper-
tise and advance the social implementation required
to realize the future society envisioned by FEEL TECH.
Project Assistant Professor Horie noted, "l am excited
that our joint research will enter a new stage of real-
world application and will have a great impact on so-
ciety."Echoing this sentiment, Professor Minamizawa
added, “Just as smartphones have changed people's
lives, communication done via haptic technology
may become a part of our daily infrastructure in just
a few more years. The students joining us in this Real
Project will work together with us to shape the every-
day life of the future."
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A New Model of Rural Revitalization through ICT, Learning,

and Community Integration
Collaboration between Kaiyd, Tokushima and KMD, “The Kaiyo Project”

The town of Kaiyo in Japan's Tokushima Prefecture
leads the rest of the country in terms of its educa-
tional programs in Information and Communications
Technology (ICT). Whilst they may be revolutionizing
the field of education, challenges associated with a
declining and aging population throughout the re-
gion remain. This was the backdrop for the Kaiyo
Town and the KMD when signing the comprehensive
partnership agreement in February 2025. Together
with the local residents, the town government, and
the university, the team attempt to build a commu-
nity for the future.

One aspect of this agreement lies in a "Regional
Revitalization Reserve” system that blends a "part-
learning, part-community” hybrid approach to its ac-
tivities. Under "The Kaiyo Project,” Professor Nanako
Ishido and Associate Professor Dunya Donna Chen
sent a cohort of their students to Kaiyo for about ten
days each month in order to facilitate constructive
conversations with local residents and work together
to create solutions to local issues.

Koki Sengoku is a second-year master's student work-
ing on a project to record and pass on local stories
and memories. Using Kaiyd's ICT education environ-
ment as a foundation, he is working to create a digital
map of the town. As the first phase of the project, he
conducted fieldwork with local elementary students,
who documented their memorable spots in town
through their own words and photographs. By ex-
panding the pool of participants over time, he hopes
to inscribe a history of the area written by the hands
of its residents.

Meanwhile, Taijun Ise, a second-year master's student
at KMD, has focused his attention on the policy-mak-
ing processes behind community development and
tourism measures within the local government and
town council. To break through the overly formal de-
cision-making culture and open up the discussion, he

has developed a Kaiyo-specific generative-Al-trained
past documents to help craft a representative “voice
of the people.” He then organized a workshop that
brought together local government, the university,
companies, and banks. Guided by residents' perspec-
tives, the discussions delved deeply into the specifics
of each policy concept. Mika Nushima from the Board
of Education said, when reflecting on the event,

“As the conversations gathered, | became aware of
the community’s strong passion to our town. It made
me realize that these kinds of exchanges are what will
help shape the region’s future.”

Having watched all of these research projects unfold,
Associate Professor Chen said,"The more that the stu-
dents and residents of Kaiyo interact over time, the
more | can see them shaping each otherand growing
together." Professor Ishido added that the next step is
to"ensure these initiatives take root in the community
so they can be carried on sustainably to the next gen-
eration and beyond.” She continued, "Watching Kaiyo
grow is a tremendous joy for me. | hope that the work
we've done here won't stay confined to this town,
but will instead become a meaningful precedent
for communities throughout Japan.” From Kaiy, the
team is helping sketch a future where regions across
the country can unlock their own potential.

ALEIF20265F 3 B (SER S NE LTz, This article was written in March 2026. 11



Keio Media Design

Collaboration with EXPO 2025

BHABEEA#EE Basic Concept of the Japan Pavillion ‘ #EEA Kouta Minamizawa (KMD#i%)

VLWDsE, LWOBED, HUWEIC Between Lives
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TWDE] ABENIRILF—PBRBAELGSTRD TVWDE] #ET3ER. AD TWD5] 0%, Al
ORyNEETY /O —WEHFHTHLE TVWOE] OHEE, FEDEIHICHEET BHE LNEVRA
D TWDL ), RKIFENERPERZBZT IVWOL] OEYAZEZZH%. RANIOFRRORR T TH
BCOAEEEE U TEHFHL. DBVTVL EVWDS Xy EZ—IAAHENTVET,

In 2020, artists, architects, and researchers came together to develop the basic concept for the Japan Pavilion at
Expo 2025 Osaka—Kansai. The concept highlights a renewed awareness of the fragility and preciousness of human
“life," the natural cycles through which “life” sustains new “life," the diversity of human “life,"and the emerging forms
of "life" created through Al and robotics—as well as the possibility of unknown “life” elsewhere in the universe. The

pavilion invites visitors of all generations and nationalities to contemplate what “life” means today. As an Expo
marking the dawn of the post-pandemic era, it aims to create a space for reflection and connection—between lives.

ITEEMEES Japan Craft Expo | 4 FA Yufan Zhu(KMDf$5812) /T #i Arata Horie (KMD#$E8h%%)

BRI IC X 2BAREOT 7 ILHEE  Digital Skill Sharing for Craftsmanship

HHRBICT300FDIEHt AT ERBROET BE) ZEA(1C. 725 IILEMzAVTHADKEZRLRE L.
KERCEZ S TCrafTouch) 701~ 2024 FE(C1FEBN T THAIUIRBEERSY 2T L& K-
EEAECHEINT TBATEZENEER ) (F6 —REEEABFTEERGR. FEEHEL) ([CEVTHERLE
REUVTRERERLEL, BAOPROKZRIITZETVS. APIEEORERREEZ TEZEHR L. BABRFIAEC
T BAMVIH (SRS BEOZED. 7Y I E TERNHRIT MRl ZRRLE LT,

At the Japan Craft Expo, held as part of the Osaka-Kansai Expo 2025, the CrafTouch project showcased its skill-
transfer technology. Conducted at Ikutden, a Tsuboya-yaki pottery kiln in Okinawa with a 300-year tradition, the
project demonstrates how the haptic sensations experienced by artisans' fingers and arms can be recorded and
replayed. By recording not only the visible techniques but also the forces and subtle fingertip sensations that sustain
master craftsmanship—and making them possible to re-experience—this initiative attracted wide attention and
pointed to new possibilities for the co-creation of digital technology and traditional crafts.

L—><3yMIX—% Cybernetic being Life | #®#x Kouta Minamizawa,//NR#lth Kazuya Ohara (KMD4Z3#)

FLLWBHETEAREAZFICANS ? What kind of abilities can you gain with a new body?

ABR - BFEAEICEVWTHRERNZELRE TA—>>3y /=0 ~RT I MNT ! &AL ! 37 KK~
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At the exhibition “Cybernetic being Life" in "Moonshot Park: See! Touch! Feel! The New Future”, we presented research
and co-creation toward a society where everyone can obtain “another body”through Cybernetic Avatars. Even with
physical limitations, people will be able to stay connected to society and engage freely in work and daily life, or
even experience a different life and discover new possibilities within themselves. You'll be able to learn the refined
techniques of doctors, artisans, and farmers by experiencing them firsthand through your own body. In 2050, in

a Cybernetic being society where Cybernetic Avatars—another body that expands human potential—are wide-
spread, our ways of living and working will become more free, more diverse,and more human than ever before.
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Expo 2025 Osaka—Kansai, Japan, which concluded to great success, featured many KMD real projects.

Brain Body Jockey Project —THRIVE— | Z@EB— Ryoichi Ando (KMD#%&)./Mark Armstrong (KMD#Z28)

hiZziEY . HH%ZHHKEtTS PLAY THE BRAIN, REDESIGN THE BODY

Brain Body Jockey Project (3. ALS (HEBIHAFIELE) & & T (CAESIHRBNESIAORGS MEL %,
HIEBBARTHERANRSH O TT, AR BAAEORT—I(CHEVTIE, EYE-VD) MASA (REEEE) H
BMI (FLA> vo>y A9 71—2) FfiZN LT, ORy MEMIC L > THRRS N HHERY. YT —&
—HECBAREED UGN SRIREI BN T4V REFERLUF UL, EVIER. ChEOEMAERTEZ L
LV ZRBAL D SHROFNEZBZ TERICESRRTESL DB, TALRKRKZEELTVET,
The Brain Body Jockey Project is an initiative to release the inner thoughts and intentions of Masa Muto, who lives
with ALS (Amyotrophic Lateral Sclerosis), into the world through a new form of embodiment. On the stage of
Expo 2025 Osaka—Kansai, EYE-VDJ MASA (Masa Muto) used BMI (Brain-Machine Interface) technology to control
a robotically augmented body, performing alongside dancers in a dynamic expression of movement. As these

technologies become more widely adopted in the near future, people from diverse backgrounds will be able to
express themselves freely beyond physical limitations. This project envisions and strives toward such a future.

FILF R /NEVUF > Mirrored Culture Project | 794 h=xhr Aziza Kanimetova(KMDf#+3812) / SE &% Takatoshi Yoshida (KMD#E8#)

ELEFIFRICEEFNS? WhatIf You Were Born in Kyrgyz?

MMirrored Cultures 7O 17 K TlE FILFROBERCHUEDOFEEZRB L T BXUEZZ AT EEFREICT D
AVITOT 4T AT« 7 DRF(C2023F L WEWBATETE Uz, BEORICIZ>ZEMED UErIE
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RS B C & T FILF ZADBRSUEDREMEKICEB U & LTz,

Since 2023, Mirrored Culture, an interactive initiative centered on Kyrgyz nomadic traditions, has focused on
developing interactive media that enables people to learn about different cultures through perspective-taking
experiences. Its design emphasizes creating a space where people can explore both the differences and similari-
ties between cultures by generating their own “cultural twin”and reflecting themselves through the lens of Kyrgyz
traditions. The Mirrored Culture project was exhibited at the Kyrgyz pavilion in EXPO 2025 in collaboration with

the Kyrgyz embassy. The project welcomed all participants to create their own cultural twins in a Kyrgyz nomadic
style to foster deeper cultural understanding.

Robot Friendly Project | AE&% Tomomi OTA (2010FEE+RI2ET. 2022 FEBLREET)

ORyhEDES L%, #RAR< Opening Life with Robots to Society

Robot Friendly 7OY 7 M. HEOHFTOORYNEDES LEEZZ /0PI MNTY, ABR - BfEA
BTE ORvREBST TORYMN—hF—] EEABFOATLRECHZORY NE—REICRT v T &
LTl KIBEERRLELRZ, e ORyhD 77y 3> 5 TROBOFRIES yORy hEHARTES
FrdOFIRIES THOKRy f3RAL B2, REPB¥(CE AERBENEORY N EKZETARBY T —
PORY M EDFFESR HORY F3RADOERZEEML. EhEORY NOHARRERIGE L LE(CEF
ZBEEDLLVE LR, NIAZDORRVEDEAYLREZEIE 2. TABHEDREEZBELTVET,

The Robot Friendly Project envisions a society where people live with robots. At Expo 2025, “robot partners” who
live together with us as important family members participated as staff and interacted with visitors. In addition,
ROBOFRIE, a fashion magazine for robots, and the “New 3 Laws of Robots,” which serve as guidelines for living
with robots in society, were unveiled to the public. During the latter half of the Expo, we held walking tours with
robots around the Expo site, musical performances featuring robots, and presentations on the “New 3 Laws of
Robots’, thus providing opportunities for visitors to imagine with us a future society in which humans and robots
coexist. We aim to create a society where people can spend irreplaceable moments and cherish precious time.
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Faculty Profiles
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Introducing KMD faculty members involved in a wide range of research
and activities to prepare students to become “media innovators”

MERESR
Dean

<)

BRI TERERE TIREHE & U TIIAEZ AT
Available to supervise newly enrolled doctoral students as a main supervisor

©)

BERELE FREHREE UTHALER AT

Available to supervise newly enrolled master's students as a main supervisor

Eﬁ%‘?k ?‘ Nanako Ishido

B -KMD MR R/ EFI9 8 Incubation. Pop
Tech. Public
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Professor, Director of KMD Research Institute / Areas of
expertise: Incubation, Pop Tech, Public

Graduated from the Faculty of Engineering, the
University of Tokyo and conducted research as a visit-
ing scholar at the MIT Media Lab. She later founded
and became the president of CANVAS, Digital Ehon
and Learning of Tomorrow. She successively serves
as a member of many ministry committees includ-
ing the Information and Communications Council of
Ministry of Internal Affairs and Communications (MIC),
amember of NHK Central Broadcast Programs Council
etc. Concurrently, she is the director of Digital Signage
Consortium. Ph.D. in Media and Governance.
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Professor / Areas of expertise: branding, product de-
sign, circular design, bio-design

Matthew Waldman is best known as the founder of
NOOKA—the lifestyle design brand brought the rev-
olution of interface design to physical products and
created unique timepieces. Before NOOKA, Matthew
gained recognition as a pioneer in digital interactive
and UX design, founding New York Zoom in 1997,
building an award winning global team at Reuters in
2002, and with his interactive design studios creates
narrative driven design for brands. At KMD, Professor
Waldman turns his focus to circular design with a focus
on expanding the designer toolkit towards material
science and bio-design.

Professor / Areas of Expertise: Learning Sciences,
Educational Technology, Cognitive Science

Stanford University (Ph.D. Learning sciences). Associate
Professor of Technology & Education at Teachers
College, Columbia University. Uses innovative technolo-
gies (robotics, games, XR environments) as a threshold
to learning, instruction and assessment. Designs collab-
orative and co-creative relationships between human
and technology. Uses technology to self-project and
visualize one’s thought process to foster children’s intel-
lectual curiosity, exploration, and questioning ability.
From 2022, engaged in education projects at Woven
City in monozukuri and inventor training.

Professor / Areas of Expertise: Computer Networks and
Internet Technologies

After graduated from Tokyo Technical College, he joined
Department of Electric and Electric Engineering of Tokyo
Institute of Technology, and left its graduate school doc-
tor program without degree in 1990. He worked on de-
velopment and operation of campus networks of Keio
University Shonan Fujisawa Campus from 1990 and the
University of Tokyo from 1993 respectively. As a epoch
member of WIDE Project, he worked on development of
WIDE Internet and an Internet Exchange. He is working
on development and operation of M-Root DNS servers
from 1997.Ph.D.

202654 B 1HIRME, As of April 1,2026 15




Faculty inspiring you to become a media innovator
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%:‘L\ ° l]) “— Jungeun Elly Kim

Professor / Area of expertise: Business Strategy,
Economic Policy, Revitalization of Local Economy

Graduated from Hitotsubashi University and Columbia
Business School. Joined Ministry of Economy and Trade
in 1986, and promoted structural change such as priva-
tization of Japan Post when engaged as senior advisor
to minister. Served as senior advisor to the Cabinet in
2021. In KMD engaged in ‘creative industry” project,
aiming to create innovation in local economy, which
includes modernization and industrialization of tradi-
tional culture "urushi”in Fukui and redefinition of agri-
culture and fishery industry in Okinawa.
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i—“ﬁ %i% Yize Hu

Senior Assistant Professor / Areas of expertise:
International Business, Strategic Management,
Entrepreneurship and Startup Strategy

Having graduated with B.A. from University of Sydney in
Australia, she received Master's and Ph.D. from Graduate
School of International Studies at Seoul National
University, specializing in International Business. She
has dedicated her academic and professional career to
Korean government research institutions (KIPF, KHIDI)
and corporate sector (GDM Consulting, Biotech Holdings).
Her experiences in Japanese Advanced Management
Program at Chungang University and Executive Program
for Online Marketing at Korea University have solidified
expertise in executive management.
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https://www.yizehu.com/

Project Assistant Professor / Area of expertise: history
of science and technology, science policy studies, East
Asian studies, digital humanities

Yize Hu received his PhD in History of Science from
Johns Hopkins University in 2024. He was a D. Kim
Foundation Postdoctoral Fellow at Kyoto University
before joining KMD and the Respi:re Project in 2025.
His research explores the history and the sociopolitical
implications of information technologies in Japan and
East Asia. He also develops digital humanities toolkits
for social network analysis and data visualization.
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Project Assistant Professor / Areas of expertise: Robotics,
Tele-operation, Impedance Control, Embodiment

Received his Engineering Degree in Electronic and
Automation, then his PhD in Robotics and Control at
LIRMM in Montpellier, south of France. His research
focuses mainly on Human-Robot Interaction and Human-
Machine Interfaces, including haptics, Computer Vision-
based Al, admittance and impedance control, human
arm impedance estimation, tele-operation, supra-
numerary robotic limbs, and embodied robotics. Since
his PhD, he has worked as a Temporary Lecturer at the
University of Montpellier, as a Postdoctoral Researcher at
Waseda University, and then as a Researcher at Honda
Research on the Avatar Robot project.
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*gj%% Fém' Ryuma Shineha

Associate Professor / Areas of expertise: Service
Design, Retailing, Commercial Space Design, Economic
Geography, Bayesian Networks

After graduated Keio University Department of
Economics, she enrolled as the first batch of masters at
KMD and earned Ph.D.in Media Design. Completed the
New York University Summer Program in Performing
Arts and was a Visiting Lecturer in Digital Humanities
atKing's College London. Her works on service design
integrate informational space and physical space in
places where economic, cultural. and social activities
take place, such as markets, theatres, and squares.
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ﬁ%%’ %}‘iﬂ] ?‘ Sawako Shinomiya

Associate Professor / Areas of expertise: Science and
Technology Studies (STS), Science Policy Studies

After receiving his Ph.D from Kyoto University, he
worked at SOKENDAI, Seijo University, and Osaka
University His main research theme is “responsible
governance of science and technology” with the con-
cept of ‘responsible research and innovation (RRI)."He
conducts an analysis of ethical, legal, and social impli-
cations (ELSI) concerning advanced science and tech-
nology with multiple analytical approaches in social
science, such as media analysis, social surveys, scan-
ning, public dialogue, observation,and policy analysis.
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*2?@ aﬁ!.ﬁ\ Kazunori Sugiura

Project Assistant Professor / Areas of expertise: autism,
medical sociology, science and technology studies

After completing a Master's degree in the Faculty of
Humanities and Sociology at the University of Tokyo, |
worked at Roland Berger's Tokyo office and in the Data
and Al Strategy Division at Recruit Co., Ltd. | am cur-
rently completing a PhD at the University of Exeter in
the United Kingdom. My research explores how Euro-
American concepts and therapeutic knowledge related
to autism have been introduced and adapted in Japan.
| also study and give public talks on the growing pres-
ence of neurodiversity, an advocacy movement origi-
nally developed in English-speaking contexts, and its
adoption in Japan.
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Professor / Areas of expertise: Operating Systems,
Internet Technology, Media Experience, Contents
Literacy, Otaku Culture

Received a PhD in Media and Governance from Keio
University Graduate School of Media and Governance.
Previously, Researcher at Communications Research
Laboratory, and Associate Professor at KMD. Works on
digital content application and innovation, including
digital media content management, collaboration,
and core technologies such as Operating System, and
Internet technology. Heavily involved in “Otaku” inno-
vative and creative content, including anime, cosplay
(costume play), kigurumi, manga, and games. Delivers
lecture course in cosplay and kigurumi.
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f& HEI %j{EB Shutaro Takeda

Associate Professor / Areas of Expertise: HCl, Spatial
Computing, Telepresence, Future Interfaces.

Human-Computer Interaction researcher exploring
intelligent systems that enhance perception, collabo-
ration, and action across physical and virtual worlds.
Designs wearable and spatial interfaces that integrate
sensing, computer vision, and Al to enable real-time
interaction, with a focus on telepresence, remote col-
laboration, and AR/VR. Holds a Ph.D. from the University
of Lisbon, was a Postdoctoral Fellow at the University
of Toronto, and was a Research Scientist at Meta. His
work uses technology to connect people and expand
human potential.
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7‘1: % Eﬁ Ximing Shen

Associate Professor / Areas of Expertise: Sustainability,
Energy and the Environment, Entrepreneurship.

Obtained a Ph.D.in fusion energy from Kyoto University
and a Master's in sustainability from Harvard University.
After serving as a UN officer, he was appointed
Associate Professor (Program-Specific) at Kyoto
University, becoming the youngest at the time. In 2019,
he founded Kyoto Fusioneering to realize the "Sun on
Earth." The startup has grown into a global enterprise,
earning numerous accolades, including Forbes Japan's
No.1 in Deep Tech. As a member of the Government
panel, he contributes to fusion energy policy, striving
for a paradigm shift in humanity’'s energy use. He is
also a Knight and a member of the Vatican-recognized
Order of Malta.
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Kﬁ —%ﬁ% Dunya Donna Chen

Project Assistant Professor / Areas of Expertise: User-
Centred Design, Human Computer Interaction

Graduated from the University of Manchester in the UK
with a bachelor’s degree in Economics, and has worked
in startups and strategy consulting. She completed her
PhD degree in KMD in 2025. Elizabeth applies user-cen-
tred methods to explore the design and applications of
emerging technology in the domain of healthcare and
art. She has authored academic publications in premier
human-computer interaction venues, including ACM
CHI and UIST with a CHI Best Paper Award. Her cur-
rent work is part of the JST Moonshot Cybernetic being
Project focusing on co-design inclusive technical and
social systems with users.
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Associate Professor / Areas of Expertise: Global brand
management, Integrated Marketing Communication,
Digital Media Communications, Consumer Insights,
Product Management, and Counselling.

Over 15 years of global brand experience, Donna es-
tablished expertise via product creation, integrated
marketing communication, trade brand management.
Conceptualize and compose campaigns that well meet
business aims. She is also a certified counselor of The
Hong Kong Professional Counseling Association sup-
porting those in need. Sharing her knowledge and
global corporation practices, lead and inspire students
to joint forces and explore prospects to create and ad-
vance for societal good.

7}([—“ % ji Shota Nagayama
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%%%%j‘ Kouta Minamizawa

Associate Professor / Areas of Expertise: Quantum
Internet

Ph.D. in Media and Governance from Keio University.
Nagayama joined mercari R4D as a Senior Researcher
in 2018.Since 2022, he concurrently served as a Project
Associate Professor at Graduate School of Media and
Governance, Keio University. He joined KMD in April
2025. He also serves as the Director of Quantum
Internet Task Force, a Board Member of WIDE Project, a
Project Manager for Nagayama PJ under JST Moonshot
Goal 6 R&D program.
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Dean and Professor / Areas of expertise: Haptics, Virtual
Reality, Human Augmentation, Embodied Informatics
and Information Physics

After receiving his PhD. in Information Science and
Technology from the University of Tokyo in 2010, he
joined KMD and directs KMD Embodied Media Project,
where conducts research and social deployment of em-
bodied media that transfer, enhance, and create human
experiences with digital technologies. He also promotes
activities on haptic design, superhuman sports and sports
co-creation,and serves as a project manager of Cybernetic
being project under the Moonshot R&D program.

https://www.embodiedmedia.org / https://cybernetic-being.org

1 %7&3 — Junichi Yamaoka
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Associate Professor / Areas of expertise: Human
Computer Interaction, Digital Fabrication, Media Art

He received his Ph.D. from the Department of Media
and Governance, Keio University in 2015. He was
a visiting researcher at the Massachusetts Institute
of Technology, a project assistant researcher at the
University of Tokyo and joined KMD. Research activi-
ties include Interactive Media, Digital Fabrication, Media
Art, STEM education. He accepted international confer-
ences such as UIST, CHI, got prizes such as the WIRED
CREATIVE HACK AWARD 2014 Grand Prix.
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Project Assistant Professor / Areas of expertise: Space
Design, Information Somatics, Interaction Design

He completed a Ph.D. in Information Science and
Technology at the Graduate School at The University
of Tokyo, in 2023, after earning a Master's degree from
the MIT Media Lab’s Program of Media Arts and Sciences
in 2019. Post-graduation, he contributed to the design
of interactive exhibition spaces at the Miraikan - The
National Museum of Emerging Science and Innovation.
Currently working with the KMD Embodied Media
Project, focusing on experience design within intelli-
gentliving environments. He is also an alumni member
of the Masayoshi Son Foundation, and selected for the
IPA Mitou Advanced Program.
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Hacking Studio

The Hacking Studio is an integrated “Build to Think" space for discussions and brain-
storming sessions. It is also a rapid prototyping environment with soldering sta-
tions, printed circuit board milling, lumber cutting, and metalworking equipment.
Students use 3D printers and laser cutters to do “Tinkering”and rapid prototyping,
which accelerates the design process.

Facilities
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Project Room

Both Master's and Doctoral students come together to collaborate in the large
Project Room, which is designed to allow flexibility in use by a particular project or
class. Smaller discussion rooms are also available for break-out sessions.

BliEMZREL. ERCOBIFTVKEDHIC AT 7T/ RARM TR XL ILERZABRLTVET,
KMD facilities are designed to fuel students’ creativity and to inspire them to put it into practice.
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Plenary Meetings

Students present their project process and results in plenary meetings held each
semester. These meetings provide an opportunity for the students to formally pres-
ent their work, a valuable experience in itself. Plenary meetings play an important
role at KMD for intellectual discussion and sharing.

Events
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Crash Course

Crash Course is an introductory intensive camp for all new intake students that is
offered in the Spring and Fall Semesters. Considered to be a highlight of the KMD
experience, Crash Course helps new students to discard their preconceived notions
and begin to see the new world they will help to create.

ATFATPTHAVHARB TR EMEZBELT. IZ— VBRI ZRELTVET,
KMD hosts numerous events throughout the year.

ATFATRISH
BEEENSMEIRTETT/OT Ty 3 FIBAT 1 7
FaXBI 22 ENRY 7, HAlESEZ I RER T
MAFATCETREFMERRA I F> VI T —2EMHA.
FEOLIA—T A2 IPIFI I TI—2R0 ) =%
BAUVEERR. T—>arFv /Fr—CLBdE—v3a>
T DERFEE, TEIFRENCHATETE,

KMD7#—5 L

SFEEICTEL V77OV 10 NORRERE. STHNICHRT BB LTRIENB AN,
SVRIVL V=023v T AV TATTEREDT OIS LERELET,

KMD Forum

The KMD Forum is an annual public event that disseminates the latest results from KMD
Real Projects in various formats such as symposia, workshops, and interactive demonstrations.

Media Studio

In the professionally equipped multi-purpose Media
Studio, students engage in a wide range of creative ac-
tivities from producing musical performances to directing
and filming videos. A mixing booth is available to students
in certain courses that can be used for recording and mix-
ing music, chroma key video editing, and motion data
recording using motion capture, among other uses.
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Global Network PR e

KMD has developed domestic and worldwide network of diverse partners.
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Multi-Satellites Global Network: From Hiyoshi to the World
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The borderless international community is connected, regardless
of location, via a network. This is accelerating the pace of activities
conducted in the “cloud”. Headquartered on Keio University's Hiyoshi
Campus, KMD conducts dynamic research and education in a collab-
orative, global network bringing together numerous satellite facilities
and partner institutions across Japan and around the world. The various
locations communicate with each other daily using a high-definition
online video conference system. Collaboration with people located
in different parts of the world ensures that research and educational
activities remain on the cutting edge, and that KMD communicates its
ideas to the world as a member of the international community.
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Hiyoshi Campus Collaboration Complex

KMD is located in the Collaboration Complex on Keio University's Hiyoshi Campus,
a one-minute walk from Hiyoshi Station on the Tokyu Toyoko Line. The building
serves as the headquarters for the research and educational activities conducted by
KMD and its students. It contains the advanced technology and equipment required
for students to complete their course work and participate in Real Projects. The
building also has a cafe, pub, convenience store, medical clinic, pharmacy, fitness
club, childcare facility, hall, and several multi-purpose rooms.
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Tokyo Port City Takeshiba, which opened in 2020, is an international business
hub for content and technology, and has been designated as a National Strategic
Special Zone for future "Pop & Tech’. KMD promotes collaboration with various
stakeholders, including governments, companies, NPOs, and citizens, to create
new businesses and society. The Cybnernetic being Lab, established as part of the
Moonshot R&D Project, researches and develops next-generation digital technolo-

gies, such as avatar robots and the Metaverse, to create new ways to work, learn,
and play toward the realization of a more diverse and inclusive society of the future.

INTERNATIONAL PROGRAM
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CEMS MIM Program (Double Degree Program)

CEMS, the Global Alliance in Management Education, is a strategic alliance of leading global business
schools and universities, and multinational corporate partners centered in Europe. Keio University became
a CEMS partner school in December 2010.

Through study abroad at other CEMS partner schools and projects implemented in cooperation with CEMS
Corporate Partners (CPs), the CEMS MIM (CEMS Master's in International Management) program seeks to
foster individuals capable of acting on the global stage. KMD students who participate in this program and
fulfill certain requirements can earn both a degree from Keio University (Master of Media Design) and a
CEMS degree (Master of Science in International Management (MIM)).

Highly acclaimed internationally, CEMS graduates are greatly sought after, not only by CPs, but also by other
international corporations as evidenced by the numerous CEMS alumni active in corporations outside of
their home countries. Through international internships and the Business Projects that form part of the
curriculum, as well as the annual CEMS Career Forum, CEMS students have the opportunity to meet with
a variety of corporations, and CPs in particular.

https://www.ic.keio.ac.jp/en/study/cemsmim/overview.html

INTERNATIONAL PROGRAM
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Keio-Stanford Sustainability & Innovative Learning Program

The Keio-Stanford Sustainability & Innovative Learning Program is an international initiative led by KMD
and the center at the Keio Global Research Institute (KGRI) for Sustainable and Transformative Actions for
Regeneration (STAR), in collaboration with Stanford University's Graduate School of Education through the
Learning Design and Technology program and the newly established School of Sustainability.

In this program, Keio and Stanford students form mixed groups and engage in short-term collaborative
projects, leveraging both universities distinctive educational methods in the five core areas of sustainabil-
ity, design, learning, business and economics, and advanced technology. Participants spend time in both
Japan and the United States, where they experience each country’'s local cultures, lifestyles, and business
environments, deepen their understanding of regional sustainability, and offer new design proposals by
conducting fieldwork and developing prototypes.
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Other Connections

KMD has partnerships and collaborative ties with a number of other domestic
and international educational institutions, including Nara Institute of Science and
Technology, KAIST (Korea), National Yang Ming Chiao Tung University (Taiwan),
Aalto University (Finland) and IE Business School (Spain).

23



Keio Media Design

Student Voices
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How do you spend your time at KMD?
What are your dreams for the future?
An honest conversation with five students.
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(Kyrgyz Republic)
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First-year master's student
Real project: ITOMA

First-year doctoral student
Real project: Embodied Media
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Tell us a little bit of your background. What made you all decide to enroll
at KMD?

Ushiyama: After graduating from Keio University, | was working as a
media editor. | wanted to try working with communication that doesn't
need to rely on words or pictures, and | also wanted to improve my
English skills, so | decided to enroll at KMD and obtain a double degree
there in CEMS MIM.

Aziza: |'ve been interested in design since childhood, but lacked op-
portunities to study it in my country, so | pursued a degree in Journalism
and Communication at university. Even after graduating, my desire to
systematically learn design remained strong. Having developed an
interestin Japan during a previous exchange program, | chose it as my
study abroad destination.

Tsuchida: | had been working as a glass artist for about 35 years, based
mainly in Italy, but | was no longer feeling the sense of excitement
and impact in my art as | used to. | realized that what | lacked was an
academic perspective that could benefit my work, and so | decided to
enter graduate school.

Haruta: | became interested in the concept of "tacit knowledge” while
working with data science for my major in industrial and systems engi-
neering in university. | was looking for a place where | could explore the
relationship between physicality and communication by grounding my
research in data. | felt drawn to KMD when | learned that its members
conduct projects that apply their research to social issues.

Yoshino: | studied information management at a professional uni-
versity and started my own business while still in school. Just as | was
thinking that | wanted to explore the relationship between humans
and Al in our company's app development process, a professor at KMD
with whom | was corresponding recommended that | enroll in their
program.

What kind of research are you all currently working on?

Ushiyama: My research is on communication between fathers and
children in Japan. I'm exploring how to improve childcare given the
limited time we have with our busy work schedules. My hypothesis is
that an improved relationship between a father and his child will have
a positive impact on the latter’s attachment formation and how they
perceive gender roles among family members.

Aziza: My research is on creating a system for cross-cultural experi-
ences, with an emphasis on the nomadic traditions of Kyrgyzstan. I'm
trying to deepen cross-cultural understanding and improve the digital
tourism experience through a system that allows people to gain the
perspective of someone from another country, projecting themselves
in their culture and recognizing themselves in it.

Tsuchida: My research seeks to understand the historical background
behind the cooperative relationship between Japan and Italy that has
existed for many years. I'm examining the history, politics, culture, econ-
omy, and other factors that led to the establishment of our countries’
friendly relationship.

Haruta: I'm researching monotsukuri, or the “making of objects,” that
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Kai Haruta (Japan)
Second-year master's student
Real project: Future Crafts

combines a craftperson’s skill with technology. For example, | convert
memories into sound and examine whether ceramics created from this
data have the power to evoke memories. 'm exploring the connections
between people as we give form to the intangible.

Yoshino: My research focuses on the visualization of bonds connecting
celebrities and fans. I'm currently working as an entertainer and have
noticed that when | try something to engage the fans during live shows,
it sometimes doesn't get through to them. | am researching ways of
expressing my feelings through light and vibrations to enhance com-
munication with fans.

What surprised or impressed you when you entered the school?

Ushiyama: | chose to enroll in September, which meant that most of
my classmates were from overseas and all classes and discussions were
in English. could never have imagined being in an environment here
in Japan where it feels like I'm studying abroad. I'm inspired every day.

Aziza: | had no prior experience studying design, so | was a bit appre-
hensive when | first enrolled, but when | saw so many fellow students
in the same boat, | felt a sense of relief. The exchange program with
Stanford University really stuck with me as a valuable experience.

Haruta: For me, it was a workshop | organized. At first, | felt over-
whelmed by the amount of responsibility | had to take on to lead a
project, but ultimately, | found the process of creating an event while
collaborating with others very rewarding.

Yoshino: For me it was the first time | presented a paper at a conference
for the International Processing Society of Japan and won the award
for best presentation. Up until that point, | had felt uneasy because
there were few reference materials on Japanese entertainers and “idol
culture” as a research topic, but after receiving the award, | realized
the value of working on this theme, and it gave me confidence in my
research.

What is life like as a KMD student?

Ushiyama: Classes at the school are held once a week, and on other
weekdays | focus on my master's thesis, but there are also days when |
conduct additional experiments. Since | have a small child, | take time
off from my research on the weekends to spend time with my family.

Tsuchida: When | was registering my courses, | wanted to take as many
classes as possible, so now | come to campus almost every weekday.
After my afternoon classes are finished, | go to the library to work on
my master’s thesis. | also come to school on the weekends to immerse
myself in my studies.

Yoshino: My life revolves around my activities as a performer. Due to my
irregular schedule and other events, | do research and have meetings
on days when I'm not fulfilling that role. Thanks to my professors' flex-
ibility in adjusting their schedules whenever those activities suddenly
come up, I'm able to balance my schoolwork.

What challenges do you wish to embark on after graduation?

Aziza: My dream is to have a design studio that connects people around
the world and fosters exchange. While creating illustrations, innovative
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media and graphic designs, | want to provide a place where aspiring
designers can learn.

Tsuchida: While researching the historical background and friendly
relations between Japan and Italy, I also began to understand how wars
are ended. With this knowledge, | aim to become the first Nobel Prize
winner at Keio University by compiling and organizing knowledge that
will help build peace and share it with the world.

Haruta: | plan to work for a food manufacturing company and be in-
volved in operations that utilize Al technology and other technologies
in digital transformation. I'd like to work in a role that dives into real
issues and information on the manufacturing floor, serving as a bridge
between head offices and production sites.

Do you have a message you would like to convey to those interested in
KMD?

Ushiyama: | think they can get the most out of the experience by decid-
ing on a setarea of interest. | would recommend prospective students
to contact professors even before enrolling, and to visit the KMD Forum,
which is an event where students and faculty present their research
results.

Aziza: KMD is a place where you can learn to take on challenges. So
don't be afraid to step out and pursue new possibilities. | feel this is the
perfect place to meet lifelong friends while expanding your interests.

Tsuchida: The professors and classmates are very helpful and friendly.
I'had beenin the art field for so long that | was worried about keeping
up with my classes since | could not even use a computer, but someone
was always there to lend a hand and help me out.

Haruta: The environment here lets students from different fields of
study collaborate and create something together through hands-on
practice. This is valuable for students coming from diverse backgrounds.
If you are hoping to give form to your questions about society or shape
the future together with others, you will find your team here.

Yoshino: KMD is a very enjoyable place where | can expand my hori-
zons by experimenting with my interests and aspirations. You can rely
on them when you don't understand something, relax, and work on
your studies alongside your teachers and fellow students who will ac-
cept you, watch over you, and support you.

W AFEF2026F3AICMMUIZEDTY, This interview was held in March 2026.
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KMD alumni share their student years, what they studied, and what they are doing today.
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Building Innovation Through Design
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My journey as a designer began with a degree in Industrial Design in
Milan. After working for a few years at a startup, | joined Keio Media
Design to expand my skills and experience an international environment.

AtKMD, | learned to move quickly from ideas to prototypes, testing and
refining them based on real-world feedback. | built a strong founda-
tion by pitching venture ideas to investors and presenting my project
Wearable Aura at international conferences. Seeing how this playful
concept influenced people's behavior taught me that creativity and cu-
riosity can drive genuine innovation.

| carried these lessons into my roles at Rakuten and Grab, where | worked
on products used by millions of people. Still, | wanted to move faster
and keep exploring new ways to innovate. That drive led me to co-found
Kruncher, an Al platform that helps investors analyze businesses at scale
to support innovation and capital deployment. What began as a side
project has now grown into a company, and I'm moving to San Francisco
to build it where this technology is evolving fastest. As Co-founder and
Chief Design Officer, | continue to carry the spirit of KMD: curiosity, em-
pathy, and the courage to create what doesn't yet exist.

N THFE (BF)
Sayaka Kamimura (JAPAN)

2021FE4 B A%, 2024 F3 BELRIBET
Enrolled in April 2021; Completed master’s degree in March 2024
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As a Researcher and Artist
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I 'am currently an Assistant Professor at the College of Art, Nihon
University, where | explore approaches to addressing social issues
through music.

As an undergraduate, | majored in music and worked as a singer-song-
writer. However, | wanted to study across disciplines and connect with
people from diverse fields, which led me to pursue my studies at KMD.

At ITOMA with Associate Professor Sato, | learned the theories of service
design and developed perspectives on human connection, society, and
ecosystems. During my time at KMD, | was selected as the Miss Japan
Greenery for Life Award, serving as a forestry ambassador, and traveled
to forests across Japan. Through this experience, | conducted practi-
cal research on how to communicate the thoughts and challenges of
people working in forestry in ways that could inspire awareness and
behavioral change among audiences. This experience has become the
foundation of who I am today.

The days | spent at KMD, surrounded by the inspiring faculty and peers,
continue to gently encourage me. Moving forward, | will keep taking
on new challenges and sharing my work, striving to make small but
meaningful contributions to society through the power of music.
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KMD is committed to building an innovative society by training creative leaders through both its practical initiatives
and academic contributions.

New students are introduced to KMD's culture by first participating in the “Crash Course” intensive workshop
that aims to eliminate their preconceptions. English language abilities are essential to the program as required
subjects are conducted in the language.

Our distinctive educational model, the “Innovation Pipeline,” views innovation as an integrated process that
follows three phases: make, deploy, and impact. We offer courses that include “Pipeline 1," which teaches the
fundamentals of design, economics, policy, and information technology, “Pipeline 2, which organizes students
into teams to create business models and prototypes, as well as theory/strategy subjects where students learn
about cutting-edge research.

Our "Real Projects” constitute the core of our activities. These projects bring together industry, government, and
academia to engage in collaborative initiatives. By placing emphasis on collaborative activities in their research
groups while enrolling in “Media Design Research,” students work to develop the results of their practical activities
into an academically rigorous master's thesis.

ELFEORIEETIL Completion Model of Master's Program

{1 5RFE Master's Program

&1:EERIB—E Subjects in Master's Program

Master's Program

Name of Subjects

INNOVATION PIPELINE TA (2)

HEEBEMNE

(MERIE) INNOVATION PIPELINE 1B (2)

Introductory subjects | |NNOVATION PIPELINE 1C (2)

(Requisite)

INNOVATION PIPELINE 2 (4)

Design Track

MARKET DESIGN FORWELL BEING CITY (1)

EMBODIED INTERACTIONS (1)

CIRCULAR DESIGN INSPIRED BY NATURE (1)

MATERIAL INTERACTION (1)

OTAKU CULTURE (1)

METHODOLOGIES FOR SERVICE DESIGN (1)

INTENSIVE PROJECT (2)

Technology
Track

R HEERE
(ERERE)

NETWORK OPERATION (1)

COMPUTATIONAL SERVICE ARCHITECTURE (1)

PERCEPTION AWARE COMPUTING (1)

QUANTUM TECHNOLOGY AND FUTURE SOCIETY (1)

PRACTICAL AI DESIGN AND ETHICS (1)

Theory/Strategy
subjects (Elective)

Society Track

SOCIAL CREATION (1)

GLOBAL BUSINESS STRATEGY AND RESPONSIBLE
LEADERSHIP (2)

BUSINESS AND SUSTAINABILITY (1)

REIMAGINING BRAND COMMUNICATION (1)

CONTENTS CREATIVITY AND ECONOMICAL
IMPACT OF OTAKU CULTURE(1)

MODERN ISSUES OF PUBLIC POLICY (1)

RESPONSIBLE RESEARCH AND INNOVATION (1)

DATA-DRIVEN SUSTAINABILITY ANALYSIS (1)

MENTAL MODELS FOR INNOVATION (1)

CEMS THEORY/STRATEGY 1,2 (2)

CEMS THEORY/STRATEGY 3,4 (1)

(Requisite)

INTRODUCTORY PROJECT (2)

JOYrvNRE

Project subjects (Elective)

REAL PROJECT (2)

CEMS BUSINESS PROJECT (4)

CEMS RESEARCH PROJECT (1)

HRIFFRRE (MERE)

MEDIA DESIGN RESEARCH 1 (2)

Media Design

MEDIA DESIGN RESEARCH 2 (2)

Research (Requisite)

MEDIA DESIGN RESEARCH 3 (2)

First Year (First Semester)

First Year (Second Semester) Second Year (Third Semester) Second Year (Fourth Semester)

BERE

MEDIA DESIGN SKILLS A, B, C, D (1)

Optional subjects

MEDIA DESIGN SKILLS (INTENSIVE) A, B, C, D (1)
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Theory / Strategy Subjects

- Numbers in parentheses indicate the number of credits awarded.

- Students must earn a minimum of 30 credits for completion.
(Not including credits for Optional subjects.)

1% HA1E 3872 Doctoral Program
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https://www.kmd.keio.ac.jp/ja/academics
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The Doctoral Program seeks to train highly specialized media innova-
tors capable of acting on the global stage. It is our vision that KMD
Doctoral students become a highly diverse group of leaders that pos-
sess the global perspective necessary to bring about innovation in busi-
ness, international organizations, research institutes, and educational
organizations. Those who wish to apply for the Doctoral Program must
contact a KMD faculty member in order to obtain approval for research
supervision and guidance prior to submitting an application. See the
KMD website for details.

https://www.kmd.keio.ac.jp/academics

Process of Obtaining the Doctoral Degree

Step 1 Selecting advisors

Step 2 Writing a “Doctoral Dissertation Proposal”and midterm presentation *!

Step 3 Doctoral dissertation proposal defense

Step 4 Research review and writing dissertation

Step 5 Research progress presentation

Step 6 Forming a Doctoral Dissertation Review Committee

Preliminary assessment and submitting the doctoral dissertation

Step 7
(for Final Assessment)
Step 8 Public doctoral dissertation defense and Final Assessment
Step 9 Submitting the doctoral dissertation (approved) and approval of

the degree

*1 The doctoral dissertation proposal is a plan describing the
specific subject matter to be researched that also serves as a
blueprint for the doctoral dissertation. Individuals successfully
passing the doctoral dissertation proposal and oral examina-
tion phases become Doctoral candidates.
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www.kmd.keio.ac.jp
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Admission Schedule for Academic Year 2026

Date of Enrollment

Application Period-I

Application Period-II

Application Period-IlI

September 2026 or April 2027

April 2027 or September 2027

April 2027 or September 2027

Application period

April 29 (Wed) - May 7 (Thu), 2026

August 26 (Wed) - September 3 (Thu), 2026

December 2 (Wed) - December 10 (Thu), 2026

Announcement of Results of
First Screening

1:00 pm on June 9 (Tue), 2026

1:00 pm on October 6 (Tue), 2026

1:00 pm on January 19 (Tue), 2027

Second Screening

June 27 (Sat) and 28 (Sun), 2026

October 17 (Sat) and 18 (Sun), 2026

January 30 (Sat) and January 31 (Sun), 2027

Announcement of Results of
Second Screening

1:00 pmonJune 30 (Tue), 2026

1:00 pm on October 20 (Tue), 2026

1:00 pm on February 2 (Tue), 2027

Tuitions and Fees

(Unit: Japanese Yen)

Students admitted in Students admitted in
April September
Category
Master's Doctoral Master's Doctoral
Program Program Program Program
Basic Affiliation Fee 70,000 70,000
(installment) (35,000) (35,000) 35,000 35,000
Tuition Fee 1,920,000 1,140,000
(installment) (960,000) (570,000) 960,000 570,000
Student Health Insurance Fee 2,600 2,600
(installment) (1,350) (1,350) 1,350 1,350
Total 1,992,600 1,212,600
(installment) (996,350) (606,350) 996,350 606350

1. Academic fees and expenses excluding the registration fee for the Keio Student Health Care Mutual Aid Association (Gakuseikenpo) can be paid in two
installments in the Spring and Fall Semesters (payment amounts given in parentheses).

2. The fees required by students admitted in September in the above table only show the fees for the Fall Semester of the year of admission

The academic fees and expenses for the Spring Semester are to be paid by the last day of April.
3. If students admitted in April only pay the installment for the Spring Semester, the fees for the Fall Semester are to be paid by the last day of October.

4. Tuition fees are subject to change.

5. The Student Health Care Mutual Aid Fee includes a registration fee of 100 yen. The registration fee is only collected in the first year. Students who have
completed a graduate degree program at Keio University and will continue on to KMD in the same year are not required to pay the registration fee
(excluding students who have completed a Professional Degree Program).

6. The Student Health Care Mutual Aid Fee that the university is entrusted to collect may be revised as required each academic year during student enroliment.

7. In addition to the above fees, students may be charged for the cost of the Crash Course (actual cost) that is held shortly after admission. The detailed
information regarding the Crash Course will be provided separately.

8. Students are advised to purchase a laptop PC by the time of enrollment as it will be required in most classes.

Scholarships

Various scholarships are offered to students who have excellent academic records and need financial
aids. Detailed information on scholarships for international students are indicated below.

https://www.ic.keio.ac.jp/en/life/scholarship/intl_student.html

KEIO UNIVERSITY GRADUATE SCHOOL OF MEDIA DESIGN
4-1-1 Hiyoshi, Kohoku-ku, Yokohama, Kanagawa 223-8526 JAPAN

E-mail: kmd@info.keio.ac.jp

www.kmd.keio.ac.jp
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(As of December 1, 2025)

National Origins

Country

Number of
students

Ireland

UAE

Argentina

Israel

India

Indonesia

Estonia

Austria

Canada

WA "
~245% |25-297% | 30-347% | 35-395% | 40-447% | 45-497% | 50~ ast
f&1aRE 71 79 22 5 3 2 5 187
BEELERAE 0 15 21 7 8 3 7 61
R W (%)
3 Z a5t 3 ©
B2 68 119 187 36% 64%
HBEASLRE 32 29 61 52% 48%
Students at KMD
Variety of Students
Master's Doctoral Total
b | mao [Nt o || o
Japanese fresh graduates from undergraduate 51 27% 8 13% 59 24%
Japanese students with working experience 15 8% 13 21% 28 1%
Foreign national fresh graduates from undergraduate 113 61% 39 64% 152 61%
Foreign national students with working experience 8 4% 1 2% 9 4%
Total 187 61 248

* Foreign national students means students with foreign national.

* Working experience means someone who has more than 3 years of working experience prior to entering KMD.

Age Distribution

(Number of students)

Age -24 25-29 30-34 35-39 40-44 45-49 50— Total
Master's 71 79 22 5 3 2 5 187
Doctoral 0 15 21 7 8 3 7 61
Ratio of Male to Female
Number of students Ratio

Male Female Total Male Female
Master's 68 119 187 36% 64%
Doctoral 32 29 61 52% 48%

Greece

Kyrgyzstan

Colombia

Saudi Arabia

Spain

Sri Lanka

Thailand

Tunisia

Germany

Turkey

Norway

Pakistan

Brazil

France

Poland

Portugal

Malawi

Myanmar

Mongolia

United Kingdom

Taiwan

Republic of Korea

China

Hong Kong

United States of America

North Macedonia

Total of 34 countries

* () is non- regular students
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Hiyoshi

Musashi-Kosugi

Shibuya
Tokyu Toyoko Line
Tokyu Meguro Line

Narita Express Line

Shin-Yokohama

Kikuna

Tokyu Toyoko Line

Shinkansen Line

Yokohama JRLine

Shinagawa Narita Airport

Keikyu Line .
Haneda Airport

Access: A one-minute walk from Hiyoshi Station
(Tokyu Toyoko Line, Tokyu Meguro Line, Tokyu Shin-Yokohama Line, or Yokohama Municipal Subway Green Line)

- 18 minutes by express train from Shibuya Station to Hiyoshi Station.
(16 minutes by commuter limited express)
« 12 minutes by express train from Yokohama Station to Hiyoshi Station.
(10 minutes by commuter limited express)
« 6 minutes by express train from Shin-Yokohama Station to Hiyoshi Station.
- Limited express trains on the Tokyu Toyoko Line do not stop at Hiyoshi Station.





