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Invitation to the Graduate School of Media Design (KMD)

—— Shaping the dream future through disruptive creativity

The mission of the Keio University Graduate School of Media Design (KMD) is to develop “media innova-
tors” who are capable of innovating on their own initiative to create social value. Media innovators will
go beyond the confines of specific disciplines and national borders to perform on the global stage and
play a leading role in shaping a creative society in the post-pandemic world.
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The accelerating creative society

Global society is currently facing numerous complex challenges
including pandemic, regional conflicts, and environmental issues.
We can no longer rely on existing ways of thinking, values, and
established social systems. Furthermore, society has begun to
shift dramatically in its structure and function due to digital trans-
formation. In this era of uncertainty and rapid change, a desirable
but sustainable society urgently needs to be built centered on
digital transformation accelerated through cutting-edge digital
technologies. Achieving this requires a “futures literacy” (future-
orientated creativity) that envisions a desirable image of what is
to come that is unbound by conventional wisdom and customs.
2023 marks the 15th anniversary of KMD. We will continue to
nurture the next generation of global leaders who can envision
and lead the future by engaging in real-world activities to create
markets and society through innovation that proposes new
values, rather than relying on traditional problem-solving.

At KMD, in order to achieve what we dub “futures literacy,” a
method named Dream Driven Design is employed to sketch out
the future. In order to bring about disruptive innovation, we utilize
a wide range of techniques to iteratively develop and prototype
original ideas, a process we refer to as "MAKE". However, this is
just the first step. We also conduct research and then deliver our
prototypes to society in the stage we call "DEPLOY.” After deploy-
ment, we conduct more research on the actual implementation
and social “IMPACT” of outcomes. The entire process is supported
by disruptive creativity, which views objects and phenomena
from a wide range of perspectives, develops new ideas, expres-
sions, and processes from zero, and produces unique social value.

Seeking social impact

To train media innovators, KMD enacts the sequential process
of innovating from zero (ideas), bringing these innovations to
market, and creating social impact while balancing theory with
practice. We call this a “Real Project,” and these constitute the
core of KMD's activities.

Beyond contributions to academia, our objective is to impact
the global creative society by developing new products, services
and businesses, formulating new standards, and recommending
changes to systems and institutions. For members of KMD to
conduct activities at the forefront of their fields as global citizens,
KMD uses both English and Japanese as its official languages, and
is developing a learning environment aimed at integrating the
virtual and physical realms.

In the Real Project, our aims are to foster innovation and to train
transnational minds to understand how to facilitate collabora-
tion among regions, identify relevant global commonalities,
and adapt ideas and products to local characteristics. Our team
brings together a diverse range of specialties and cultural values

so that students have the opportunity to learn and gain practical
experience in 21st century-style leadership that will allow them to
maximize their potential.

Global leaders who are interculturally
competent

In our globalized society, we use the term interculturally compe-
tent to refer to a person who understands the unique cultural
and economic values of a region, respects the differences among
regions, and is able to go beyond the framework of his or her
own discipline to collaborate. Persons with intercultural compe-
tence must also have the ability to comprehend regionality in
addition to intelligence, manners, and competency in English
as a lingua franca. Another important credential for leaders is to
contribute to activities aimed at realizing a future society that
is sustainable from a global perspective. For this reason, KMD
has established a number of bases that it operates on its own
or in partnership with institutions in Japan and overseas and
collaborates on numerous projects with its international partners.
Additionally, we offer courses specifically for students to acquire
the proficiency in the lingua franca of English that is required to
execute projects.

Three literacies for the sake of future
society

The post-pandemic society is seeking out digital transforma-
tions through innovative technologies, societal transforma-
tions provoking new social structures and values, and human
transformations through change in the values and behavior of
each individual. It is imperative to envisage a sustainable society
where nature, including animals, plants, and human beings, and
machines such as robots can co-exist. To design a desirable post-
pandemic society, three literacies are essential: futures literacy to
envision the future; innovation literacy unbound by current social
structures, values, and common practice; and media literacy for
integrating virtual and physical spaces in our activities. At KMD,
students attain a mindset founded on these three literacies
through putting what they learn into practice.
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KMD trains students to become “media innovators,” our term for the globally-oriented c
leaders who drive activities in the creative society. Accordingly, we use English and Japan
our official languages and work in an environment designed to maximize our state-of-
network infrastructure. The curriculum and its integrated projects focus on the three
defined below to give students the experience they need to “MAKE, DEPLOY, and IMP.
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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 process
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
theirideas 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.
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In the global community, it is crucial that we understand the na-
ture of local economies and cultures and are able to respect each
other's expertise and values. KMD's diverse community provides
the basis for acquiring this expertise. About 50% of KMD students
come to Japan from other countries, and they bring their own
cultural and social values. There is a broad range of academic
backgrounds, with many bringing experience in business,and age
group diversity, which is a distinct advantage. KMD highly values
diversity in its many forms and the synergy that it creates. Our

students encounter diversity in a variety of ways on a daily basis,
and they understand, respect, and value each other.

an international context.
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Innovation occurs when a team is able to combine its members’
different areas of expertise, experience, and perspectives. The envi-
ronment at KMD facilitates the serendipity that comes from chance
encounters with people from different backgrounds. Serendipity
breeds new ideas that serve as the starting points for innova-
tion. What starts out as serendipity turns into synergy; this is how
breakthroughs occur. At KMD, our students of different academic
and cultural backgrounds collaborate with other students, faculty
members, and outside organizations, including those in our sat-
ellite locations in Osaka and Singapore, via our high-definition
video conferencing system. Beyond KMD, the CEMS Program, GID
Program, and EBA Program offer students shared curricula with
other globally-ranked graduate schools.
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‘Innovation Pipeline,”a series of workshop style classes.
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Diverse collection of talents from all over the world.

TLEREI AT LZNUERRIZAL—>3>,
Remote collaboration via video-conferencing system.
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Real Projects: The Source
of KMD-led Innovations

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 re-
sults or activities with comments from both faculties and collaborating
companies.
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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 popu-
lation 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 companies, organizations,and municipalities, premised on
open innovation.
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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

e er | Network Media

Network Media 7O¥ x4 M Tld Internet of Things [CAF S
NaLS3E 2TOEDZRA VY —RyMNIRIFBZ L L ZNIC
SoTR/ENBEY I T—Y DI BRBAEZEZTVET, 1
=Ry hEROLDUVTRIATESLSCTBH. tFaUTr
ETFANY—CEER U, RETHEREA > 9 — Ry NEHEHE
FICRATBARAREITOTCVEY,

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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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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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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Education changes people’s lives and then people change the world.
We learn from others around the world throughout our lives, and tech-
nology is changing how we teach and learn across borders. The Global

Education Project designs and create new styles of learning and educa-
tion to empower learners of any age to solve issues in the global society.
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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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Imagination and dream are important human abilities. PLAY Project
depicts our desirable near future using Dream-Driven Design method.
Project aims to artfully design the enchanting experience by putting

playfulness, stories and imagination at the core to produce emerging
content, product, service, and space / environment.
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Geist (pronunciation: ['gaist]) means mind, spirit, or ghost in German.
It loosely refers to “Ghost in the Machine” (Gilbert Ryle) showing the
absurdity of the mind-body dualism. In Geist we use technology to
understand ourselves and our world better. Knowledge and wisdom
are not merely functional, there's enjoyment in understanding the
world. The child-like awe and excitement you feel when you under-
stand a new concept, or how something works, is what we call the

“sense of wonder”. Our passion is increasing the human potential
using technology — or to ‘Amplify the Sense of Wonder".

https://geist.pro
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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

o ecT \ Embodied Media

THHREAT T 7020 NI ALHBESOERZBL THE
B4 ERE. R HE IR AEIBRROATATTY
OY—ZzaWET, B3 B N3, AEALAEE/ EDA
VS0 aVICBIR ST EERUIRS LT KLS EE,
DL S (EDRABH R REIRRELEHELE T,

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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Discovering New Ways
for Disabled People to Work Through Avatars

Ory Laboratory Inc. x KMD “Cybernetic Avatar Technology and Social System Design
for Harmonious Co-experience and Collective Ability”

KMD and Ory Laboratory Inc. are currently working
on “Cybernetic Avatar Technology and Social System
Design for Harmonious Co-experience and Collective
Ability,” a research project conducted as part of the
Moonshot R&D Program promoted by the Cabinet
Office and the Japan Science and Technology Agency

(JST). Professor Kouta Minamizawa describes the ul-
timate goals of the project as, “First, to enable new
ways of living and working using the novel physicality
embodied in avatar technology. Second, to explore
the possibility of creating infrastructures that can
share human experiences a Hd sensations in a digital
environment.

n 2010, the Ory Laboratory created the OriHime
avatar robot based on CEO Kentaro Yoshifuji's own
personal experiences with hikikomori, acute social
. His thought process when making
OriHime was, “To create a way of living that was

withdraw

true to the experiences | and others had during
that time.” Since the company’s inception, it has
worked to provide opportunities for those who have
difficulty leaving their homes due to disabilities or
illness, enabling them to work and participate in
social spaces. In 2020, they opened Avatar Robot
Cafe DAWN ver. 3 in Nihonbashi. This cafe has “pilots
who work remotely throughout Japan operating the
OriHime robots that serve customers. This approach
has helped it thrive with a consistent and large
fanbase of regular customers

To date, two public experiments have been con
ducted through the Avatar Robot Cafe DAWN ver. 3
The first was the “Parallel Avatar Ex,)?mmem n which

3 single pilot switched between various OriHime bots
to provide complete service to gues[% from the mo-
ment they walked in until t\ky waved goodbye at the
door. It was an incredible success, both increasing the
general hos pm\ ty displayed towards customers and
giving pilots a heighte

se of accomplishment
for their work. The second was the “Collaborative
Avatar Experiment” in which two pilots cooperated
in using the arms of a single robot to decorate a

cake.The task revealed that by having the pilots help
each other in difficult situations, the two individuals
were able to produce more creative results through

collaboration

Through these initiatives, the project aims to create
a society in which cybernetic avatars can transcend
the physical limitations of one’s birth and provide a
society filled with rich experiences. When discussing
his research Professor Minamizawa said, “Is an avatar
used as an alter-ego the same as the original person?

It's possible that in the future, our understanding of a
‘human’ may change to become detached from our

physical boc M( What type of social systems will be

come necessary at that time? How can people share
their values in an international context? This project
will continue to seek to confront these questions
using multidimensional methods to bring about a

brighter future

9 AELFF2023F3 ARSI NE LTz, This article was written in March 2023.
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Creating a new society through collaboration
between nature and the economy

Kunigami Village, Okinawa Prefecture x KMD “Yambaru Pineapple hills Aha Roadside Station”

Kunigami Village sits on the northernmost tip of
Okinawa'’s main island. It boasts rich natural scenery
that h been registered as a World Heritage S

However, the town continues to be impact
irthrate and rapid aging, anc > flourish-
ng pineapple production is now fac shortage of
peo y on the work TM‘,\ ackdrop, in
No 22, KMD formed ollaborative projec
vith Kunigami Village and the Kunigami Chamber of
Commerce spanning demia, industry, and govern-
ment to start a new initiative aimed towards the sixth
ndustrialization of production through the newly cre-
*H*‘?\"?H\HH\"\HA‘w\iJ\*HUM

d administra

) and KMD res akashi
xplains,“l wish to reinvigorate the local community
)y interweaving primary industries such as agriculture
vith retail and service industries. By working on-site

vere able to troubleshoot rea

what w

want to test things through hands-on experiences

One key element in this collaboration is ma
base for R&D. Unlike oth

they have invested in creating a coworking spac

vith
vility to be a second work site with its high
et. One aim 1at, by establishing the site
or resea nd inviting outside companies
and organizations to work there, the project can gen-

1~\H\\M\w\\ oundation v
nteractions with the locals, le

revitalization and a sustainable lifestyle

lile fostering

ding to communit

Whether at the roadside station’s attached camping
swing affording p¢ veeping
iew of the land and sea, the station has been wel

received by visitors as they can fully immerse them

selves in Okinawa's immaculate scenery, inspiring
them to reflect on the intersections between natu
civilization,and local economies. To achieve sixth sec-
tor industrialization, the project will include a food
orkshop and woodworking studio in order to make
use of pr
merchandise developed in the workshop can be sold
in the facility's cafe and store. This will allow them to
directly see whether the pricing will ensure an apprec
priate return to the community, as we llow them

f visitors. Mayor Yasushi Chibana

s from Kunigami Village.The s

expressed his s for the project, saying “Togethe ¥
with KMD, we will be able to conduct public outreach SGREXP R

and re while increasing the number of people *EEEP*EE ﬁ*n -!I ,\
who with each other. We hope that this initia-
tive | to many and that it becomes ﬂ

ht Jaining our rmer prosperi
For thi ject, movin vard, as people’s working

style and workplaces diversify, it elieved that the
I ibility inr ion is high, but not in the Tok
m ounger generation still
CC 1 ential will be in precisely

l iral communities that are facing challenges,
where Japan’s future i nbolized by its declining
population. For KMD, Kunigami will demonstrate this
possibility,and the village will be a real-world counter-
part in building towards society’s future
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Expanding the Future of Fashion

with New Materials

Z0Z0O x KMD "Development of Fashion-specialized |oT Nodes”

At the KMD Real Projects “Future Crafts,” researchers
study new interfaces and methods of invention with
a keen eye for what makes various materials special.

Junichi'Yamaoka, Project Director and Senior Assistz
Professor, has zeroed in on “fashion technology” as

essities of

a part of his practical research on the nece
life (food, clothing, housing, etc.). "While computers
have infiltrated nearly every aspect of our lives, their
implementation in fashion remains limited. | want to
envision a future where ordinary people and fashion

designers can create functional clothing mor

ily, he says.

heir co-creation partner is ZOZO NEXT, a company
which aims to ¢
3D tech, and
that they have cult

hange the world of fashion using Al,

c| materials. Utilizing connections
with diverse brands through

e-comme

rce; they are conducting research on fashion

technc y from a design perspective. This project

a combination of the

company's removable s , conductive resin, and

thread to print circuits directly on fabric and embed
3D printed sensors into clothing

Participating KMD students exchanged ideas and

" AELEIF2022F 3 BCER S NE LTz, This article was written in March 2022.

created prototypes of clothing that detects the wear-
er's posture when sitting or whether they are hunched
over, clothing that monitors body temperature, and

clothing that can convey the texture of a fabric re-

motely. They also developed systems necess

manufacturing smart wear, such as software for sew-
ing and wiring conductive sequins onto fabric with
CDH’WDLHC’\/{:‘(J sewing macnines

The vision we were going for would let the user cre

ate items with whatever functions they want on the

spot, regardless of the constraints of the item itself.

This gene a really positive response from oth-
ers.We also hope our vision will be embraced by our
brand partners. If we continue to expand and produce
prototypes like what we were able to accomplish in
this project, | expect our various pursuits will only ac

celerate in the future." —Kotaro Tajima and Satoshi
Nakamaru, ZOZO NEXT

Perhaps in the future, individuals with backgrounds
outside of fashion such as robot designers will even

become involved. Future Crafts will continue to forge
the new fashions of tomorrow

REAL \ Future Crafts
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Enriched lifestyles realized

through community-aligned service design
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Daiwa House Industry Co., Ltd. x KMD “New Mobility Services for Shopping Mall in Community”

In Real Project ITOMA (“leisure”), KMD students conduct
fieldwork on the current state of diverse economic
activities in modern society and culture, and engage
with service design to realize enriched lifestyles. Under
Project Director/Senior Assistant Professor Chihiro
Sato, ITOMA aims to design services that are more
aligned in the field through the iterative processes of
ethnography, analysis, design, and prototyping

KMD conducted a joint research project with Daiwa
House Industry Co., Ltd. towards the operational
launch of new mobility service at “iias Kasugai,” a
shopping mall which opened in Kasugai City, Aichi
Prefecture in 2021 autumn. Jun Murata from Daiwa
explains the rationale behind the design of this proj-
ect: "Reflecting the aging society and challenges for
post-COVID era, we wanted to provide an opportunity
to contemplate the flow of people and commodities
in shopping malls.” Project Professor Keiko lhara(CEO,
Future Inc.), the mobility expert at KMD supervised
the development of electric vehicles and cloud-based
systems from the perspectives of regional revitaliza-
tion, decarbonization, and the digital transformation
of localities, alongside the residents of Kasugai City
and those from commerce and industry. In advance of
the mall's opening, KMD students conducted a service
demonstration experiment which focused on food
delivery and mobility sharing.

During the experimental phase, students conducted
fieldwork in Kasugai City, by accompanying product

deliveries to interactively experience the service pro-
cesses, and gather feedback of citizens. “While we refer
to this as ‘apprenticeship, what matters most is inti-
mately acquainting ourselves within the field in depth,
including building trust,” says Project Director Sato.
ITOMA takes on responsibility for the entire process,
from investigating what improvements are needed
and incorporating them into sustainable service de-
sign rather than just creating them.

Particularly in rural areas, it is not easy to get people to
accept advanced digital systems, and thus imperative
to dedicate time to changing the mindsets of local citi-
zens. Mr. Murata continues: "l would like to work with
KMD students, who have multifaceted perspectives,
to engage in initiatives that will ultimately feed into
the planning of livable cities through MaaS (Mobility
as a Service).” How can we go beyond the laboratory
environment and contribute to the happiness of those
in ourimmediate sphere? ITOMA will continue to con-
tribute to community-aligned service design on the
long run based on the policies of this Real Project.

ASCE(F2022F 3 BICEREINZE LTz, This article was written in March 2022 12
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Audiences’ heart rates and perspiration data are converted
to a visual format and projected on the stage.

Attuning the hearts
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and minds of dancers and audiences
Mademoiselle Cinema x KMD “Boiling Mind”
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In March 2020, an experimental dance performance was
conducted by the dance company Mademoiselle Cinema
and KMD. This involved sensors being attached to around
120 audience members to acquire data on heart rates and
perspiration, with this data converted to a visual format and
projected on the stage. Red images indicate states of tension,
with blue showing relaxation. The psychological states of
the audience, which were initially static, are revealed, and
the music, lighting, and dance movements are adjusted in
response to this. Naoko Ito, who was in charge of the stage
direction and choreography for the performance, says that
“This was an unprecedented experiment in which the danc-
ers performed in response to information acquired by moni-
toring the hearts of the audience rather than those of the
dancers

This project was led by Moe Sugawa, who was a KMD student
atthe time.”l am also a dance
the use of technology to vis
the body. | devised this performance in consultation with

d my research concerned
alize what happens inside

Professor Kouta Minamizawa as part of my Master's thesis.”

There are various other examples of the fusion of technology
and dance. Professor Minamizawa explains that,“Rather than
direct communion of the senses between dancers and audi-
ence members, their mutual emotions are perceived in an
altered form, with a relationship created as this information
is fed back to the other party. That this cycle is shared in the
space of the theater is the important concept.”

Ms. Sugawa was positioned between the dance group to
which she belonged and the research group who would
take charge of the technological aspects, acting as an in-
termediary to help combine the ideas of both sides into a
single performance. Professor Kai Kunze was in charge of
the technical aspects within the research group and indicates
that the data to be extracted will change depending on the
scene, with the story driven by the images produced.”l took
partin this project because the idea of attuning the dancers
and the audience members was congruent with my own
interests and investigations as a researcher.” Many other KMD
students cooperated in the visuals, lighting, music, and other
aspects of the performance

And then on to the actual performance. “The ad-lib sessions
are created by the audience, the dancers, and the research
team. This ‘conspiratorial relationship’was a resounding suc-
cess” says Ms. Ito, recalling her impressions as she surveyed
the proceedings from side stage. It seems that Ms. Sugawa
too was inspired, saying “The dancers trust towards the
audience members deepened and their perspectives also
changed. | would like to continue to explore the fusion of
physical expression and technology

With this as the prompt a team engaged with expanding
expressive domains using technology within Embodied
Media was born, with enthusiastic students in fields such as
architecture and music now coming together

13 AELEIF2021F 3B IR ENE Uz, This article was written in March 2021
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A space imbued
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with the essence of an ecosystem
KOKUYO x KMD “Classroom of the Future”
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‘mental barriers” into "admiration”
People Design Institute and KMD “Super Welfare Expo”
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Prototypes for RAIKI. With reference to Japanese tree spe-
cies, a leaf like a ‘gunbai” (gourd-shaped fan) and a leaf
with holes to allow the wind to pass through easily and
generate more movement were designed by the students,
among other forms.

Taking on Social Challenges with Biodesign
Tokyo Gas x KMD “RAIKI”
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Masahiro Tanaka, Director
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In June 2019, students of the Real Project SAMCARA, led by
Professor Matthew Waldman, gave presentations as finalists
at the international biodesign contest, “Biodesign Challenge
2019, held in New York, U.S.A.

The "RAIKI" project focuses on the phenomenon of triboelec-
tric charging; specifically, the electricity that is generated as
the leaves of plants rub together when shaken by the wind, for
use in cities and remote areas with no access to other forms of
clean energy generation. Applying perspectives from synthetic
biology that combines biology with engineering, the students
studied the forms of leaves that more easily catch the wind,
going on to design new leaves capable of generating greater
amounts of electricity.

This project was assisted by Tokyo Gas. Mr. Hiroto Taguchi of
the company’s Digital Innovation Strategy Department ex-
plains,"Our department is engaged with the development of
services that enrich the lives of our customers and new energy
services that primarily use digital technologies. Our current
participation was motivated by the conviction that there was
real merit in approaches from a design rather than technol-
ogy perspective.”Specifically, a team researching the flow pat-
terns of gas heat and combustion reactions at the Tokyo Gas
Fundamental Technology Research Institute cooperated in the

project, creating data on the movement of leaves when blown
by the wind through conducting fluid simulations using the
forms designed by the students. From these results, the forms
that most efficiently capture the wind were selected from
among the multiple candidates.

The students of SAMCARA are all invested in social and en-
vironmental problems. Although this biodesign conceived
on the ideal of “realizing a future in which electricity can be
generated using plants” unfortunately missed out on a prize,
it did leave a big impression on many of those present at the
summit. Mr. Taguchi says, “We were able to propose an op-
tion for energy supply that allows for low electric capacities
For Tokyo Gas, the reward from collaborating was what we
learned in terms of approach rather than the technological
feasibility of the project itself."

Biodesign is attracting a lot of attention in Europe and the
U.S.A. Professor Waldman remarks, “As it stands, very few
Japanese universities are engaged in this area.” He contin-
ues, "As it is said that various occupations will be lost with
the spread of Al, | believe the next generation of designers
will need to work on biotechnology and material sciences.”
At SAMCARA, biodesign projects will be an ongoing priority.
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In Bubble Jumper, players on Skyrunner stilts, made of
fiberglass springs that augment jumping performance,
protect their upper body from impact with inflatable
bubble protectors. Players crash into each other, and the
one who forces the opponent down or outside the contest
area wins.

Creating diversified values with new sports
Mizuho Information and Research Institute and KMD,
‘Joint Creation of Superhuman Sports” Project

# 9 FIBREHRA R
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Hideharu Miyachi

Chief Consultant

Mizuho Information & Research
Institute inc.

Management & IT Consulting Division

Superhuman sports are various games played by augment-
ing the human body through technological means. They
have undergone major developments even in the short time
since details were first shared at the KMD Forum in 2014
In addition to an increase in the numbers of competitors,
"Hackathon”events to develop new types of sports have been
held throughout Japan. As a result, somewhere in the region
of 50 new sports have been created to date

Of late, superhuman sports have also caught the attention of
governmental and corporate entities. Kouta Minamizawa, at
the time an associate professor at KMD, explains that: “This
is a world in which anything has the potential to become a
superhuman sport,and where everyone is a potential com-
petitor. It is thought that a new industry involving people
coming together to create new sports (co-creation) rather
than the conventional model of just playing, spectating and
supporting them is in its inception

In this context, Mizuho Information and Research Institute
Inc. (MHIR) and KMD are jointly implementing surveys
and research on the co-creation of sports. MHIR's Hideharu
Miyachi says: "As the thinktank for a financial group engaged
with bringing new businesses and industries into being, we
hope to demonstrate the link between the creation of new
sports and the creation of new values, while involving vari-
ous corporations in these endeavors.”

In 2017, we created the Hackathon, a platform to develop
and experience new sporting events, on the basis of a survey
of the history of how new sports have traditionally begun,
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while in 2018 we held an event to raise awareness of su-
perhuman sports among people in various fields. A work
shop to propose new sports themed on the social welfare
for example, saw the participation of people from a variety
of industries, including advertising, manufacturing, real es-
tate, construction, and education. “The limitless potential of
superhuman sports mean that there is great merit in look-
ing at them from a variety of perspectives. Sports involving
augmenting the human body might, for example, change
existing conceptions of the welfare.” (Associate Professor
Minamizawa)

The challenge is to show people, especially those who have
till now had no personal interest or investment in sports, the
fun of creating new sports

Mr Miyachi expands by saying “It is clear that people who do
try these sports enjoy them immensely. If we can proceed on
the two fronts of leveraging both cutting-edge technologies
and those already at hand, | believe that interest in superhu-
man sports and the number of people wanting to take part
will increase, further expanding the co-creation of sports.”

Forthcoming events such as the Tokyo Olympics and
Paralympics and the Osaka World Fair represent ideal op-
portunities to spread the message on superhuman sports to
the world. We will continue to roll out experimental initia
tives while seeking to elucidate the optimum form that these
new sports and the industry which will grow around them
should take as part of this project
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Agbee follows after its user
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The development team of Agbee

Agricultural innovations through design thinking

NKC and KMD “Agbee”

"Agbee” is @ moving cart and related application service that
was developed based on the concept of a “partner robot for
farmers.” The name “agbee” is a combination of the first syl-
lables of the Japanese pronunciation for the English words
“agriculture”and “vehicle."The cart follows after its user whom
it supports with the loading, transportation, and unloading
of tools and equipment, reducing his or her physical burden.
Furthermore, it is equipped with numerous sensors that as-
sess the status of cultivated land and quantify harvest yields
This data is managed using an app and can help with the
planning of harvests

Agbee originates from the "NKC Innovation Project” of KMD
and Nakanishi Metal Works (NKC). NKC holds the largest share
of the Japanese market for bearing retainers. This relation-
ship came about after managers of NKC attended a lecture on
design thinking given by Professor Naoto Okude as part of a
study group held in Osakain 2011, and we have conducted a
jointindustry-academia project since 2014. In this project, we
have continuously repeated the process of first visiting farm-
ers to observe and survey their work, developing concepts
and producing prototypes at the innovation studio of NKC,and
then monitoring the responses of users and manufacturers at
exhibitions. According to the project leader Mr. Kouki Kimura,
“Forming a team made up of people from a university and
various company divisions with no previous connections in
order to create something new was a really enjoyable and il-
luminating experience.” Professor Okude also recalls, "It was a

great experience for the students to temporarily live in Osaka
and gain a firsthand appreciation of what it is like to make
things in an actual factory while putting design thinking into
practice.”

The project’s bywords are the "farmers upcoming year.” This
phrase encapsulates the outlook for the year ahead expressed
in the wishes of farmers which we heard during our fieldwork
to “increase the harvest yield” or to “try new varieties” by next
year. Mr. Kimura continues, ‘I enjoy the actual trial and error
process. Rather than automatizing everything, | just want to
reduce time-consuming and physically demanding tasks,
while keeping all of the things that make farming fun.” This
sentiment of the project members was reflected in the devel-
opment of agbee, and expectations toward the final product
have risen, especially among farmers. The full commercializa-
tion of the agbee project will begin from April 2018, and trials
with farmers will commence from the Fall. Mr. Kimura, who
has already set his sights on the "next stage,” says he wants
“to promote the rich farming lifestyle that is realized through
using agbee."Targeting a broad market that includes not only
professionals but part-time farmers and those with household
vegetable patches, we want to popularize the positive aspects
of farming. The agbee project, which Mr. Kimura enthusiasti-
cally touts as something he hopes will be his life's work, is
finally being launched as a business independent of the col-
laboration with KMD.
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In 2015, students addressed the themes
of global society and global environment.

As globalization accelerates, it is becoming imperative to
foster a global mindset for the future workforce in Japan
from the stage of secondary education

Fujimigaoka High School for Girls (designated by the Ministry
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Q&A sessions are held via real-time chats
with high school students in other Asian
countries.
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English communication with KMD students
becomes smoother with each session.
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In the final workshop session, high school
students present their work

Fostering the global minds of high school students
Fujimigaoka High School for Girls and KMD “Global Workshop”
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Project Professor Tetsuya Mizuguchi and Rhizomatiks and KMD “Synesthesia Suit”
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The LED colored lights embedded on the
outside of the suit coordinate with the vi-
brations felt by the wearer so the VR experi-
ence extends to the people around as well
The colored LEDs that light up according to
vibration, gradation, fade-out pattern varia-
tions, and other renditions were explored

2016F 2B ICHRR-NARNEIL A TRES
N7z Media Ambition Tokyo (MAT) (Z.
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The Rez Infinite Synesthesia Suit was exhib-
ited as media artwork at Media Ambition
Tokyo, an event held at Roppongi Hills
(Tokyo) in February 2016. Accompanied
by visuals, light, color, vibrations, and 3D
acoustics, the VR experience of one per-
son extends to the entire surrounding
space. Oscillators and LEDs built into the
venue's seats made the audience part of
the experience

ﬁ
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Ayahiko Sato of Rhizomatiks (left) and

Yukari Konishi of the master's program at KMD
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2015, the project focuses on Echizen Urushi

traditional craft from Sabae
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Students from Pratt Institute experiencing
Japanese lacquer work.

Leveraging IT for Regional Revitalization
Sabae and KMD “Traditional Crafts Future Project”

them through tourist information websites geared toward

international travelers

fyakuo Makino has

ecialization to imprc

and are known for their innovative ap

acquerware t has studied transform the traditional craft into a new industry by
the innovative local initiatives already in place and validated >chnology. | think our collaboration with KMD will
the hy hind them. During Phase ) be a major component in these efforts,” he says
competition ¢z Urushi Award 5 ed
. - The project will continue to develop products and marketing
to identify works suit orcomme zation. A 3D printer X
channels as it refines the industrial tourism model. In the
and cutting machine w lso installed in the city's “Urushi- N
- : . second phase, it plans to leverage 3D printing to innovate
no-Sato Kaikan (Sabae echizen lacquerware traditional indus
. . oroduction technologies and to strengthen the common
try building)”to create a digital studio in which craftspeople N - X
Echizen lacquerware”appellation as a brand of origin. All of

aboration with a tourism campaign

that aims to improv bgnition of the Sabae/Tannan area

In October 2015,as p ustrial within Japan and to establish it as a destination that can com-

tourism model, KN ught exchange students 1 the pete internationally. In the future, the project aims to bring

Pratt Institute in Ne orkto S in traditional crafts with o / attractions in Sabe uch

J. Theire as the cuisine, natural environment, and interesting neigh-

IR HHESK y ed tc borho offer them as n spectives for tourism, and

Hyakuo Makino to the city. There is now a p nerge them in a domestic and international media strategy
The mayor of Sabae st destination, formulate standard itineraries, and promote
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“Personal Information ATM" visualizing us-
er's personal information on the Internet

Retaining and Using Internet History Data

KMD and Other Organizations “Information Bank”

Today, our Internet activity—including our searches and pur-
chases—is readily exchanged and accumulated by both ven-
dor sites and SNS services. Ideally, each of us would be able
to monitor this personal information that had been collected
without us knowing, decide which institution to entrust this
information to for safe management, and choose what we

The project reaches beyond computer security to examine
other facets of data utilization, including social designs, legal
and policy frameworks, and its impact on society. Dr. Kazue
Sako, Senior Engineer at the NEC Cloud System Research
Laboratories and a participant in the Information Bank
Consortium, is ambitious about what the collaboration can
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Dr. Kazue Sako

Senior Engineer

NEC Cloud System Research Laboratories

want to make public in a way that benefits us when we use

the Internet. Professor Hideki Sunahara’s “Information Bank”

Real Project explores the mechanisms to do so

In July 2014, a consortium was established as an industry-
academia partnership to bring research institutes, such as
KMD and the University of Tokyo, together with companies
including NEC, Fujitsu, Dentsu and Dai Nippon Printing to
begin creating an institution for safe, secure information
management as a public good. The word “bank”in the name
highlights the fact that this will be a public service provided
by the private sector. Just as the Internet was conceived and
developed by non-profit organizations in the private sector,
the project wants to develop a neutral, public infrastructure
thatis led by the private sector rather than government. The
aim is to allow the individual to view the information that
has been collected about them and make dynamic deci-
sions about which to keep confidential and which to publish
Eventually, the project envisions multiple information banks,
among which users can choose the balance of protecting
and of utilizing their information that most suits them.

achieve. “There is a passion at KMD for improving the net-
worked society. The professors experienced the early years
of the Internet and can provide advice not only on technol-
ogy, but also on the legal and social requirements. | look
forward to working together to create an approach that will
demonstrate to society the wonderful future we can create
with these mechanisms,” she says.

The spread of smartphones will continue to expand services
that are based on the information they collect. Likewise, big
data will also become more important to corporate activities
The information bank will be crucial infrastructure in the
future; it's a way to alleviate the fear of personal informa-
tion being collected without one’s knowledge, which allows
people to live with greater security and peace of mind. The
Information Bank Real Project is an excellent fit with KMD
due to our focus on innovation that combines these four
components; technology, design, policy and management
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Projection Doors installed at RICOH FUTURE
HOUSE, a brand new complex established
along with Ebina Station redevelopment

Automated Doors that Bring Value to Buildings and Spaces

Nabtesco and KMD “Projection Door”

This alone is ve
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ASIA 2015D A A > IV NS Y Rz DD
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Brilliantly coloring the main entrance of
SIGGRAPH ASIA 2015 conference in Kobe

The “Projection Doors’
automatic door manufacturer Nabtesco under the leader-
ship of Professor Masa Inakage, Project Assistant Professor

which researched on ways of augmenting existing automatic
doors from two and a

Automatic doors are the first artifact the visitors encounter
upon arrivals of buildings, but hardly any of them are noticed
This project was brought on the hypothesis that we can cre-

passerby, and explored the meanings a
the doors; thus the "Projection Doors” were born

addition to this function, it is also possi-

With Projection Doors, existing buildings can flexibly change
the external appearar
sion and experience of the building itself. It can also become

Projectis a collaboration project with challenging to seek for the variety of contents the doors can

and illustrators

Daisuke Uriu, and Project Assistant Professor Chihiro Sato,

nalf years ago. i
Kanagawa. The f

ware improvem

Exhibition Hall

s well as functions of
front of the door

Projection Doors have a specific screen pasted the transpar Some future pla
ent glass panels, which images are projected the projectors

ry similar to typical digital signages, but the
Projection Doors show content images coordinated as they
open and close due to the coordination with the motor unit
controller of doors. In
ble to show creative contents utilizing the door movements

suitable for com

mers who prefe
to go beyond tt
door, and seek
e and provide passerby a new impres

a new medium of expression for various creators roject is
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“We want a variety of creators to produce
>rojection Doors, for example game creators and program-

Project Assistant

provide, in collaboration with programmers, video animators,

n October 2015, Projection Doors were installed in “RICOH
FUTURE HOUSE,

a commercial complex located in Ebina
1eldtest aimed to evaluate its safety and soft-
ents. Projection Doors were also exhibited

in SIGGRAPH ASIA 2015, hosted at the Kobe International

in November, where we demonstrated to

ate new values such as bringing fun and happiness to the explore the possibilities for installation at fixed-term events
As the sun set and the light dimmed, visitors gathered in

s to see and photograph it

ns are to develop the software environment

ymercial use adding new functions requested

by creative designers and improvement

the contents for

rwide programming languages. We believe
e conventional concept of the automatic
for possibilities for providing memorable

experience or as branding tools of commercial usage’, says

Professor Daisuke Uriu
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New, Engaging Experience of Viewing Cultural Assets

Toppan Printing and KMD “Interactive

KMD Associate Professo zawa led a team of stu
dents working on “the ¢

al Project with T

el viewing e
Printing.The

museums,”a Re

rinting's ua
C d at such cultural institutions as
physical interaction designs

One of the results o

was shown in the summer of 2014 at t
eum Theater, co-produced by the Tokyo Nationz
d Toppan Printing

i Yoshino, who re

search Institute
ment was to disc
visitors. For me, one of th

the environment in which we wc > shared the

yeginning, and then bout building a system

1 findings from a user research,” he recallec
oped interactive installation used a flashlight-

shap roller that visitor f the
display to see a modern map supe f

ave In front

Museum”

1troller's “magnify

visitor to enlarge the image. A numbe ople vie
t of the Museum Theater while indi-

arge screen installec

heir understandinc
ence er and the actual
y in the Exhibit Hall

held at the
arallel to the
surveying
on their own
shop and the VR

realistic experience
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The program at the TNM & Toppan Museum
Theater featured two components: an in-
teractive installation called “Magic Light on
the Ino Map,”and in the courtyard, a work-
shop in which the participants experienced
the technique of surveying through pacing
titled "Survey the Tokyo National Museum,
Just like Ino Tadataka!”

Graphical content from: Map of Japan
(Medium-sized map or Ino Chuzu), By Ino
Tadataka, Edo Period, 19th century, The TNM
Collection (Important Cultural Property)

IHAREDR] SR ETRIRAT HEFBA—K
Koichi Yoshino of Toppan Printing’s
Technical Research Institute
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Discussion about the prototypes at Ericsson’s research labs.
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A number of topics such as “Next-Generation
Digital Signage” will be investigated.

Borderless Community Unique in the World
Tokyu Land and KMD “Takeshiba Project”

KMD[C&B 7O 17
Prototypes by KMD

The World Where Things Behave Like Living Beings

Ericsson and KMD “Social Things”

Led by Professor Masa Inakage, five faculty members and
six students b n work on the "Social Things” project with
Ericsson in 2013, exploring different aspects of future infor-
mation environments that will be possible with the next-

generation 5G networking standard

Ericsson presented the idea of the “Social Web of Things,
an evolution in the “Internet of Things” (1oT) in which things
are not only networked, but connected to social networks
KMD built on that concept to propose

ial things,”a world

n which things autonomously build networks and act as if
they are living entities

During Phase 1 in 2013, the project designed emotional

experiences using a restaurant as a ca tudy. In Phase 2
that began in 2014, the members created scenarios exam-
ning how social things would function and designed some
real-life social things. Participants hold Skype meetings with
Ericsson twice a week, Ericsson personnel give workshops at
KMD, and students visit Ericsson’s research labs in Sweden to
show and discuss their prototypes

27 AELEIF2015F 3B [CFERENE Uz, This article was written in March 2015

One of the attractions of the Real Project is that it provides
the opportunity to imagine new cities and societies. In this
case, high-performance communications will extend not
only to furniture and home appliances, but even to medical

equipment and industrial machinery.

‘“There are cultural differences between Japan and
Scandinavia but our approach to technology is more or less
the same. Students in the project come from all sorts of back
grounds and careers. We have interaction designers, product
designers, and even some musicians. As their diversity deep
ens their discussions, they have been able to arrive ata more
concrete picture of what the future will be like. International
projects like this demonstrate how much can be achieved
through collaboration,” says Professor Inakage

RATBE MHFEAT HHRHAK
Atsunori Tanaka of Tokyu Land's Urban
Development Division

A team led by Professor Ichiya Nakamura is working on the
“Takeshiba Project” with Tokyu Land, a company that has
entered into a 70-year lease for land owned by the Tokyo
Metropolitan Government in the Takeshiba, Minato-ku area
of Tokyo. The project is part of a larger program dealing with
land-use in Tokyo called "Urban Renewal Upgrade Project
(Takeshiba District)”. The plan is to create a center for inter-
national business focusing on the Japanese content industry,
and use it as a platform for better communicating and inter-
acting with other countries

The “Contents innovation Program Council” (CiP Council) re-
sponsible for formulating and implementing the project held
its first planning session in June 2014. Five KMD Master's stu-
dents, working under the guidance of Professor Nakamura to
build a new platform for urban development, were involved
in creating the organization and managing the research and
development. Group Leader Atsunori Tanaka from the Urban
Development Division at Tokyu Land praised them highly,
saying, “They had an extremely high level of drive and were
able to move from the Council preparations phase through
detailed planning and on to implementation.”

The CiP Council’s plan is to begin in April 2015 to create “a
place unique in the world" in Takeshiba, a home for the entire
span of the content industry, from research and development
to human resources development, entrepreneurial support,

and business-matchmaking. In addition to providing office
space, commercial facilities, serviced apartments, and room-
shares, the project will bring in the surrounding neighbor-
hoods to create a “borderless” community.

As a research and development institution, KMD will serve
as the hub and will investigate a number of topics such as
“superhuman sports,”“IT policy,” and "the digital signage of
the next generation.”

The Real Project led by Professor Nakamura commits to
creating a new business center in Japan that doesn't exist
anywhere else in the world. The building is scheduled for
completion in 2019.The area will also host pre-event activi-
ties in conjunction with the Tokyo Olympics.

“KMD is not a place where you are taught, it is a place where
you learn and build. You are in a situation where you are
working with people in the business world, industry and
government to create the next new thing, and, through this
experience, you hone your skills. You can develop all the
plans you want in your head, but they mean nothing if they
are not implemented. We focus on the idea of imagine and
realize. It's the ability to bring things through to completion
that's important,” says Professor Nakamura.
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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”

k) HRREAR / Dean
BEETERESSE Fi88HE ¢ L TE AR / Supervisor for Doctoral Program

BLFRIEFE TIEEHE & L TR AR/ Supervisor for Master's Program

ﬁé?éﬁ% Masa Inakage
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E)E"Z%/\’? Nanako Ishido
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Dean and Professor, Director of Keio Media Design
Research Institute at Keio University Graduate School
of Media Design, Co-Director of Keio-NUS CUTE Center
/ Areas of expertise: Entertainment Design, Media Art,
Digital Cinema, Computer Graphics, Story, Foresight

BA from Oberlin College, Masters of Fine Arts (MFA)
from California College of Arts and Crafts (now
California College of the Arts), and PhD from Keio
University. He has served as Board of Director and ad-
visor to numerous Japanese and international compa-
nies. Inakage supervises experience design projects
that illustrate playful dream future society based on
Dream Driven Design method.

Professor / 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: Global Education,
Digital Communication and Educational Environment,
Building Educational Infrastructure in Asia

After twelve years of computer industry experience
in Sun Microsystems and UNU, she received Ph.D. in
Media and Governance in 2001 from Keio University
by the research on "the internet and higher education.”
She has led the project of Asia-wide educational col-
laboration among universities since 2001. After joining
KMD in 2008, she led the "Global Education” project to
address global issues such as SDGs for the Internet-
Based Society, collaborating with UNESCO and partner
schools and universities throughout Asia.




Faculty inspiring you to become a media innovator
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bﬂ%j{gﬂ: Daiya Kato

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.
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)”D %" Midori Kawaguchi

Project Assistant Professor / Areas of expertise:
Computer Security, Internet and Operation Technology,
Haptic Media and Transmission

Graduated from the Information Environment, Tokyo
Denki University in 2015 and Keio University Graduate
School of Media Design in 2017. he did doctoral work
at KMD in 2020. Research areas include the computer
security, systems and network operations technology,
AuthN/Z. Identity Provider, and also, he researches
the encoding/decoding and transmission of haptic
information. He has been working on enPiT/SecCap
since2017. The INNO-vation Program Generation
Award 2017.
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}uq_-i: T§:$ Hiroyuki Kishi

Project Assistant Professor / Area of expertise: wearable
sensing, training technology, VR

She received her Ph.D from the Department of Tokyo
Institute of Technology in 2020. She was conducting
research on motor movement visualization and group-
ing to support proficiency. Her current research is part
of the JST Moonshot Cybernetic being Project towards
the research and development of human augmenta-
tion with cybernetic avatars.

PR/ EPINE AEEEER, EEBUER. 7T

—BARERHFALEE JOVETRPEEYRRR
=)L ZE, 1986 FBEMEEAAE. NREMETK
ENET /MEE L U TBRREGEDEIENE
=HE, 2021 FE(CEBHENEERSS. KMD T
"GIVIATA4T - AVHAN) =" TOY o &
YL, BHETEISUEDZDIRAL - XL, 8
BTRE MEOOREXELD L MgRETDT/
R—2 3 VRIBDOER, BEEOHIZBEYXRETIL
DRIE[CERWBATVS,

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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%%g ﬂ.jt Tatsuya Saito

Professor / Areas of expertise: Human Computer
Interaction

Co-chair of the International Wearable Computing
Academic Community, also a Steering Committee
Member of the International Augmented Humans
Conference. Held an Assistant Professorship under Prof.
KoichiKise at Osaka Prefecture University (2011-2013).
Work experience includes visits at MIT (US), at the Palo
Alto Research Center (US) and, Sunlabs Europe (France).
Current research interests include using wearable sens-
ing to understand ourselves better, coding human cog-
nition, affective feedback loops in performance arts,
accessibility toolkits, and inclusive design
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%%:F‘%EF"A Chihiro Sato

Project Associate Professor / Media Arts and Practice,
Cognitive Science

Ph.D.in Film and New Media from Tokyo University of
the Arts. He has been active in television, live music,
and exhibitions. He is the author of “Put Your Finger
Down” (co-authored with Masahiko Sato) and “Flip!
Card Animation”. His works have been exhibited at
many places in Japan and abroad, including ARS
ELECTRONICA CENTER, Art Tower Mito, 21_21 DESIGN
SIGHT, NTT ICC, and Ginza Graphic Gallery.
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*Zim *1",@\ Kazunori Sugiura

Senior Assistant 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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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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H}‘E\ %ﬁj Hideki Sunahara
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Iﬁ ;’&% Dunya Donna Chen

Professor / Areas of expertise: the Internet, Cyber
Security, Big Data,Sensor Networks

Earned a PhD in Computer Science from Keio University
(1989). He has been involved in the development of
the Internet and its research in Japan since 1984.He is
interested in constructing knowledge from information
generated by human behavior, network sensors, auto-
mobiles, and objects distributed on the Internet. He is
also engaged in research on security and privacy to de-
velop a safe and secure society based on the Internet.
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}{/f':]—‘/ ALY yunSuen Pai

Senior Assistant 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.
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yﬁi‘ﬂ: %}f Arata Horie

Project Senior Assistant Professor / Areas of expertise:
AR/VR/MR, Physiological Sensing, Perception/Behavior
Change

He received his Ph.D in Media Design from KMD
and was a Postdoctoral Researcher at the Empathic
Computing Laboratory in New Zealand until 2021. He
has collaborated with international companies includ-
ing NTT, Google ATAP, and Mediva to develop AR/VR
technology, physiological sensing methods, and inclu-
sive/assistive technologies. His current research is part
of the JST Moonshot Project towards the development
of cybernetic avatar technology and social system
design.
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Project Assistant Professor / Information Somatics,
Haptic Engineering, Human Computer Interaction

He completed the Master course at the Graduate
School of Information Science at Tohoku University. At
the Department of Advanced Interdisciplinary Studies
at the University of Tokyo, he led research on haptic
feedback methods based on understanding of embodi-
ment and collaborated with companies. He received
my Ph.D.(Eng.) in March 2022. After serving as a special
assistant professor at Research Center for Advanced
Science and Technology, The University of Tokyo, He
joined the JST Moonshot Cybernetic being Project in
2023.Heis the CTO and representative director of com-
missure Inc.

Zk D ;{::l)?& Tetsuya Mizuguchi
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%i%%j‘ Kouta Minamizawa

Project Professor / Areas of expertise: Synesthesia
Design

Founder and CEO of Enhance Experience Inc. and
Principal of Synesthesia Lab. With synesthesia at the
core, Mizuguchi has been actively involved in creating
highly unique, enhanced sensory-stimulating experi-
ences in the form of video games and other media.
His notable works include the critically acclaimed Rez
(2001), the full-body sound-light-haptic Synesthesia
Suit (2016), and Synesthesia X1 — 2.44 (2019). He
received a Special Award from the Japan Media Arts
Festival in 2002 (Rez), Best VR Award from The Game
Award in 2017 (Rez Infinite), was named to the
Producers Guild of America (PGA) Digital 50 in 2006.
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https://www.embodiedmedia.org/
https://cybernetic-being.org

[—l-l %ﬂ]ﬁ " Junichi Yamaoka

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 pro-
motes 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.
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%ﬁ%ﬂz Sohei Wakisaka

Senior Assistant 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: VR/SR,
Cognitive Psychology, Embodied Informatics

After earned his PhD from Kobe University Graduate
School, with his colleagues in RIKEN BSI, he developed
the substitutional reality system, in which the border
between physical and virtual reality is ambiguous.
At RCAST, the University of Tokyo, he engaged in the
development of skill knowledge sharing and human
augmentation techniques. The underlying theme is
the properties emerged by mixing phenomena from
different levels (intentional/forced motion, spontane-
ous/stimulus-driven neural activities, etc.). Joined JST
Moonshot Cybernetic being Project since 2022.
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Hacking Studio T FPERY NIRRT A MR- R EDBERRCEREN. T 1 2H v 3V H BRICHE
The Hacking Studio is an integrated “Build to Think space for LET. DPARTRRLEZVHEICE FREIOT XAy a2 Il—LEBVET,
discussions and brainstorming sessions. It is also a rapid pro-
totyping environment with soldering stations, 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.

Network Studio
Broad experimentation and development using cutting-edge tech-
Project Room nology, such as high-speed networks and server and 3D and super-

) . ) high definition video editing takes place in the Network Studio
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.

F It BIERZREL. REICOBITTOLKEDIC. AT+ 7T HFIUHRARTRRL BHEEZZARLTCVET,
aC| I Ies KMD facilities are designed to fuel students’ creativity and to inspire them to put it into practice.
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% } : In the professionally equipped multi-purpose Media Studio, ETY, TNZNICABEDOTOD 09— 4ABICHRERA V)= #ZRI—T1> ETODERBDLOIC. 109 —XvhNZFBLTEEREZHE
o \ : students engage in a wide range of creative activities from JRIECZ7O0VMIL/ Z—T1 IV 2R0 280 ETARES AT LEHBATVET, [CRERT B2 ENFIRET T,
S producing musical performances to directing and filming )
- " . - videos. A mixing booth is available to students in certain Classrooms e-learning

'\u\ z # courses that can be used for recording and mixing music, There are two large classrooms at KMD; a small theater-style lecture hall and a large At KMD, we make recordings of all classes and saves these in our

" by, throma key video editing, and motion data recording using multipurpose room. The large room, furnished with movable tables and white boards, teaching materials archive. This allows you to watch what was

. motion capture, among other uses. is designed for workshop and participatory classes. Each is equipped with four projec- taught in class when the videos become available online after the

. 2 tors and screens as well as two video conference systems for remote meetings and class is given, making it possible for students to take courses from

collaborations. remote locations or review classes from home.
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Students present their project process and results in plenary
meetings held each semester. These meetings provide an
opportunity for the students to formally present their work,
avaluable experience in itself. Plenary meetings play anim
portant role at KMD for intellectual discussion and sharing
Presentations are made in English or Japanese. Simultaneous
translation is provided to students who cannot understand
Japanese
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Students make Final Presentations as part of their Master's program requirements
Because KMD accepts reports on Real Projects, including hypotheses as theses, it
is also important for students to provide detailed reports on the know-how they
obtained through participation in KMD Real Projects.

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, work-
shops, and interactive demonstrations.
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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 precontefved notions
and begin to see the new world they will help to create.
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Network

KMD has developed domestic and worldwide network of diverse partners.
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Cyber Living Lab (H#A® 2k REE)
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Cyber Living Lab (National Museum of Emerging Science and Innovation)

The research wing of the National Museum of Emerging Science and Innovation is home to the advanced
project; the Cyber Living Lab that applies virtual reality and robotics technologies to the creation of new media
experiences for the living spaces of the future. It is conducted in collaboration with visitors to the museum from
companies and from the general public.

TILFMEFO—-—NILRy N7 —2
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Multi-Satellites Global Network:
From Hiyoshi to the World

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 re-
search and education in a collaborative, global network bringing together numer-
ous 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.

CiP & Cybernetic being Lab (RFEAR—k>F0112)
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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 technologies, such as avatar robots and the Metaverse, to create new ways to work, learn,
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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 build-
ing 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 facil-
ity, hall, and several multi-purpose rooms.
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Keio Osaka City Campus

Keio Osaka City Campus is KMD's base of operations
in the Kansai Area. KMD has its own laboratory for
research on the City Campus.
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Keio-NUS CUTE Center (Singapore)

Keio University established the Keio-NUS CUTE
Center in Singapore in collaboration with KMD and
the National University of Singapore (NUS). Formed
at the invitation of the government of Singapore’s
Interactive and Digital Media R&D Programme Office,
the Center conducts advanced research in next-gen-
eration media and communications in a strategic
partnership with NUS.

COLLABORATIVE PROGRAM

tF*aV7+ AMERKI— X (SecCap)

NERIEE TEREMAMBROTZODERBE R Y NT -V KRS
2 (enPiT) ] (CEHRINTWLE THEF - il % B X T EEAVEHREE
WEXRv D=2 TOUSLOEF2) T NHFTERINTND
HEI—R, BREF21V T KERAZZFLHETIERN20U
FOXRZOZE EEHE L, T AR BE BER REBICOVTE
NAVITUINHIEDRFINEZRBLET, SPIEIFHI—>
TA VY —Xy"HERINTEY. Fa)T4ZESIO>THER
IRINIATRRFEETT., KMDICHWTHU 7L 7OV 1o hEE
TIBLTEERNHMERFINEZ(CR TR ZENTEFET,

Security Personnel Training Course (SecCap)
This course provides training in the security field as part of the “Education

Network for Practical Information Technologies (enPiT)” program had
been granted by the Ministry of Education, Culture, Sports, Science,
and Technology for the "Project for Establishing a Nationwide Practical
Education Network for IT Human Resources Development.” Students
collaborate with counterparts at more than twenty Japanese universities,
including the Institute of Information Security, to study technology, law,
management, policy, and ethics as they master incident response skills.
Maintaining security has become one of the pressing issues today as the
role of the internet continues
to expand. Students at KMD
are able to master crucial
knowledge and skills in the
Real Projects.

https://www.seccap.jp/
https://www.enpit.jp/

and play toward the realization of a more diverse and inclusive society of the future.

COLLABORATIVE PROGRAM
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Service Design Course

This course aims to nurture people who can design and implement
high-quality service in high-profit markets. It was adopted from "Service
Management Talent Development Program through Business-Academia
Collaboration” grant of the Ministry of Economy, Trade and Industry.
Students design service providing people a sense of well-being in a
mature society by learning both firsthand technology utilization and
strategic planning. Specifically, students acquire the following six skills;
design thinking, service design engineering, innovation marketing, well-
being philosophy, information infrastructure design,and management
accounting.
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INTERNATIONAL PROGRAM
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The Global Innovation Design (GID) Program

The Global Innovation Design (GID) Program—had been supported as a “Re-Inventing Japan
Project” by a grant from the Ministry of Education, Culture, Sports, Science and Technology of
Japan—is unparalleled in the world. It offers a trans-national design education that bridges
three major centers of design, culture, and industry: the Graduate School of Media Design,
Keio University in Tokyo/Yokohama, Pratt Institute in New York, and Imperial College and the
Royal College of Art, both in London. These educational institutions are international leaders in
creativity and innovation, with complementary expertise in art, design, engineering, technol-
ogy, and business.

A select group of GID students will study at all three program centers to earn their Master's
degree. Thisis not just a study-abroad experience, but a multi-institution model for higher edu-
cation in the 21st century. Students gain a unique perspective by living and studying on three
different continents, immersed in three different cultures, in three of the largest economies in
the world

GID educates global design leaders who become “creative catalysts” for positive change in a
globalized society.

http://gid.kmd.keio.ac.jp (KMD GID Web 1 )
http://globalinnovationdesign.org (GID Global Web - )

INTERNATIONAL PROGRAM
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EBA Program

Keio University has started EBA (Evidence Based Approach) Project together with universities
in Asia Pacific, which studies ways to foster participants on the use of data for evidence-based
problem solving. EBA offers a practice-oriented program that examines issues that the region
have in common, collects data from the field and uses reliable evidence to monitor and analyze
the current situation. In the process, participants master storytelling skills that enable them to
communicate their ideas to society at large. During the fieldwork program, students travel to
Asia Pacific countries and spend ten days together in the field encountering problems firsthand
and gaining experience in collaborating to find solutions.

https://eba.soi.asia/
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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 coop-
eration 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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KMD-Stanford Design Program and Learning, Design and Technology
Program “Joint Project Based Global Learning”

This program offers Master's students at KMD and Master's students in the Stanford Design
Program of the Graduate School of Engineering and the Learning, Design and Technology
Program of the Graduate School of Education at Stanford University the opportunity to engage
in a short-term collaborative project that involves two weeks at Stanford University and two
weeks at KMD. During the program, they encounter the distinctive educational methods of
each of the graduate schools and experience the cultures, lifestyles, and business styles of
Silicon Valley and Tokyo, as the first step toward developing international sensibilities and an
orientation towards innovation
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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), TUDelft (The Netherlands), National Chiao Tung
University (Taiwan), Aalto University (Finland) and IE Business School (Spain).
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How do you spend your time at KMD?
What are your dreams for the future?
An honest conversation with seven students.

Hiromasa: | studied engineering at a Japanese col-
lege of technology (KOSEN). | first learned about
KMD from my classmates and teachers while | was
participating in a student venture project and strug-
gling to decide whether to start working full time or
continue my education. | wanted to expand my un-
derstanding of design and management in addition
to my knowledge of engineering. For my role in the
Embodied Media project, | am combining my per-
sonal background in street dance and engineering
to develop a device that can enable anyone, even
beginners, to experience the excitement of dance.

Nao: After graduating from college, | began working
in IT.While working at my company, | was impressed
by their proactive efforts to promote accessibility. |
decided to enroll at KMD because | wanted to use
technology to contribute to solving problems. In the
Embodied Media project, | am conducting research
on how haptic technology can be used to engage
with the human psyche.

R

Xin: While | was a student in the Keio University
Faculty of Economics, | met students from the
Graduate School of Media Design and heard about
their projects at the KMD forum. They seemed re-
ally interesting, so | decided to enroll. At first, | didn't
have a clear vision of what | wanted to do for my re-
search, but as | participated in my KMD Real Project,
my interest in education deepened. | am currently
researching education related to food and sustain-
ability for the Global Education project.

Lucas: After | graduated from the Arts Institute at the
State University of Campinas (Unicamp), | started
working in the film industry producing both fic-
tional works and documentaries. For my next step,
| wanted to explore possibilities in fields outside of
the entertainment industry and so | came to KMD on
a scholarship as a member of the Japanese-Brazilian

community. For the Embodied Media Lab, | am in-
vestigating intersectionality on human-computer
interaction (HCl) combining arts, sociology studies,
robotics and haptics.

Annika: | am originally from Denmark and studied
Media Design at a university there. However, | had
always wanted to study in Japan, so after | gradu-
ated, | enrolled at KMD to continue my studies. For
the PLAY project, | am collaborating with telecom-
munications companies to research our sense of
smell.

Yasutomo: While | majored in Design in college, |
wasn't sure what | wanted to do after graduation. |
had a friend studying at KMD at the time and they
told me about their experiences. | wanted to learn
more about design theory, business, and manage-
ment strategy, so it seemed like a perfect fit. For the
Future Crafts project, | am using my background liv-
ing in Hokkaido to conduct machine learning and
other research on how to provide novel learning
opportunities for the indigenous Ainu people of
the area.

Ewa: I've always been very interested in Asian cul-
tures. | thought of Japan as being especially tech-
nologically advanced, so | decided that | wanted
to study at a Japanese university for grad school.
From the options | was looking at, KMD had multiple
intriguing research themes and opportunities, as
well as an open learning atmosphere that | found
appealing. | am researching the development of
a haptic diving suit for the Geist project. The suit
would use a diver's sense of touch to communicate
information and allow them to navigate underwater
more safely.

Annika: My first semester was completely online,
so it was hard to get used to it, but after the next
semester started there were more opportunities to
go to campus. My normal life involves working as
a student assistant in the Project Room where | can
spend lots of time talking to other project members
and general students.

Ewa: | also had few interactions with other students
at first due to student conduct restrictions. As the
number of in-person classes increased, though, |
was able to join the judo and powerlifting clubs
and make lots of friends. Now, | go to campus four
times a week. On my days off, | go out or work at
my part-time job.

Yasutomo: Once we entered 2022, there were fi-
nally more opportunities to try things off-campus,
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give presentations at academic conferences, and ex-
hibit some of the progress I've made on my project
research. Other than my research activities, | work as
a graphic designer and take requests within KMD to
practice my skills.

Hiromasa: For the most part, | spend my time at the
Embodied Media lab in Takeshiba. Outside of school,
I work as the CEO of a student venture. | work with
other members that | met back during my time in
technical college to develop apps and do sales and
merchandising.

Nao: | like to focus on my research, so | am using
money that | saved up from my old job in order to
give it my single-minded attention.

Xin: Right now, | am mostly doing fieldwork, work-
shops, or other activities, so | don't make it to cam-
pus very often. | would say that | am enjoying my
student experience to the fullest, though, since | get
to spend time eating out and going to theme parks
with friends.

Lucas: | spend most of my time in the KMD Project
Room. The room functions as more than just a re-
search space, so | get to hang out with other project
members and my other friends. Off campus, | am
interested in gastronomy and trying new types of
food.

Hiromasa: First-year master's students in Embodied
Media participate every Spring Semester in the
International Collegiate Virtual Reality Contest
(IVRC). We had to create and submit content for
consideration between April and December. | was
thrilled because our year's team was the first to win
the competition from KMD.

Nao: | was on the same team. | had little experience
in monozukuri, the Japanese way of “making things,”
but through the help of my upperclassmen and the
experience in general, | was able to get closer to a
variety of people and learn communication skills
that wouldn't be used in regular classes.

Lucas: | got to participate in Embodied Media’s
annual "Recombinant” exhibition. The exhibition
has live performances and art installations. | used
my skills as a film producer to act as one of the

organizers for the entire event. It was an invaluable
experience to get feedback from the attendees.

Yasutomo: | think that KMD is a place where people
can accomplish anything they want to do. The fac-
ulty is very supportive, so it is a wonderful environ-
ment for anyone wanting to pursue their passion.

Hiromasa: | think that KMD is a great fit for people
who have a clear vision of what they want. When
those types of people enroll, their individual person-
alities have a way of creating more and more new
and exciting things from interacting with each other.

Lucas: In some ways, | think that KMD is a relaxing
space. Because students are given so much free-
dom, there's a chance for you to examine yourself
and really take the time to learn from other people
around you

Annika: | think that it's important that students are
open-minded and like to take on challenges. Classes
are important, but you can learn the most from com-
municating with other students. My hope would be
for the applicant to take advantage of this environ-
ment and draw inspiration from multiple angles.

Xin: | feel the same way. If you're interested in some-
thing, it's important to try talking to your upperclass-
men or other people around you.

Hiromasa: | have made so many connections here
at KMD which | have incorporated into my essence
in new ways. | sense incredible possibilities lie in
working together with my colleagues and friends, so
| hope to continue doing monozukuri with a diverse
variety of individuals moving forward

Yasutomo: After graduation, | want to work in de-
sign. Eventually, | would like to take those skills |
get from that job to return to Hokkaido and create
spaces and environments where people can prac-
tice design and monozukuri.

Nao: | want to continue to contribute to the well-
being of my family and friends, both in my work
and in my hobbies.

Annika: | hope to get a job in a multicultural and
diverse work environment where design and mono-
zukuri play a key role in my life.

Xin: The KMD Real Project has instilled in me an in-
terest in education, so | hope to further research this
area and eventually find a position where | can be
involved in the education sector.

Lucas: No matter what | end up doing in the future, |
will always want to prioritize equality and how | can
help make the world a better place.

Ewa: | am currently hoping to enter a PhD program.
After that, | think | would like to work in software
development or R&D. My ultimate goal is to start
my own company.

¥ ARELE(F2023F3BCEM LIEEDTY, This interview was held in March 2023
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Enrolled in April 2017; Completed master’s degree in September 2019

After three years working as an art & culture program officer,
I wanted to equip myself with design thinking and digital
skills to be future-ready. With a background in social science,
| have always been interested in the intersection of art and
technology, creativity and strategy, so when | discovered GID
program, | knew that it was exactly what | was looking for
During my 2.5 years at KMD, | had the most amazing ex
perience studying in London and New York, exploring my
creative journey with some of the most talented design-
ers around the world, as well as being a member of Prof.
Inakage's PLAY Project where we were encouraged to actual-
ize our most whimsical daydreams.

I'm currently based in Tokyo working as a future designer at
a consulting firm. Facing complex problems and frustrating
business professionals every day, | realize my experience
at KMD has prepared me for the challenges with three
important principles: learn from hands-on experiments,
engage others through storytelling and playfulness, and lead
with future-oriented global perspectives.
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Enrolled in April 2008; Completed masters degree in March 2010
Enrolled in April 2010; Withdrawal from the doctoral program with the completion of course requirements in March 2013,

I came to Japan after majoring in Architecture and Urbanism
in Brazil. When | entered KMD's first batch of students in
2008, | had a 12-year career in graphic design and a ques-
tion in mind: how can design make the world a better place?

| joined the real project Global Education, and my interest
was to design online programs to connect classrooms world-
wide. My research focused on global citizenship education,
which opened doors for collaboration with schools in Japan
and abroad and organizations such as UNESCO

After earning master's and Ph.D. degrees, | re-joined KMD as
a senior assistant professor in 2016. For five years, | coordi-
nated the global programs GID, CEMS, and KMD-Stanford.

Currently, | am a research and education development proj-
ect officer at the APNIC Foundation. This non-profit, based
in Australia, supports internet infrastructure-related initia-
tives in the Asia Pacific. My roles include bridging teams in
Japan and our headquarters and providing consultancy to
project activities. My KMD experience (master, doctoral, fac-
ulty) broadened my vision of design and empowered me to
celebrate diversity and collaboration, which are fundamental
for working in global environments.
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KMD alumnishare their.student years, what they studied, and what they are doing today.
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TETHA > OHHEEBHEBROBLFAE KMD TER
ZETRIEADLWEN TRV E LIz, FTTEUHRN.
RICEWEAPEOREE, BIREO Ry T —0ZFERB L.
BAELTHET D CENTEXL

PLAYZ7OY 17 h T EEHROIEEOE & 7— M
BATIYVR THAUDBE LT HRT -1 Y
SO TATREMERRT 2REERE UL, BICFUkK
F2ZEH(CHESN LEOMERBALBEDEEVD
HY. ZITOENERETZFSTUDIEH BT
WET,

RERS. AVITOTATTHFAFT— VVITAT1T
TALUH—ELT BADRY = Ty 7TV RAT LD
—REBV, BRICHERY VA% RILL., HIRIEEDTE
BCHEEVNTVET, VWE F-LEBEL/OY:
I hEEONSE DLW EIFRIIENSEZZD(E KMD T
OEBHNBICHUVWEEZHRS. FESLWVWFr> X252
T<NTWVWBEVNDTETT,

To2INTIv—F ) ZLDZESHEEE. KMD [CA%
LE U, EEREIAKBLEEDEETIRYNTOTa—
REDVTEU MICEREEEDHAREINTVE AT 1
TI77ZFv—0T7O I MNIEEDUE L,

KMD TRZATRZZ £ %=FENL T H/E HRADRY —K Ty
TRETREEHRCEOEKEOTVET, ABBEDY 7
Ao 7D, EEMN30L. BRHITEERT700
e - —HEF40FAELE L, BLLWZ E(TEBX
BIITVWET,

KMD (3, AL EDHBRE 52 T AUHATCas L),
BOEEEZZ TNTVBRREE EHRDE TN
BT,

Building on my research and work experience in industrial
design, my Master’s studies in Media Design at KMD acceler-
ated my creative potential as a professional living in Japan. As
astudent, | was able to utilize the resources of the extensive
facilities and, most importantly, the network of peers, alumni,
and professors to grow as an individual

As part of the PLAY project, under the guidance of Prof.
Inakage, | was given the opportunity to explore new sub-
jects and interactive technologies through the intersection
of art, science, and design. Through the encouragement of
maintaining an ever-learning spirit, | was able to connect
with other life-long mentors, whose work and philosophies
still guide me to this day.

After graduating, | became part of the start-up ecosystem
in Japan working as an interactive designer and creative
director. | went on to establish my own production studio
company in Tokyo, focused on revitalizing the local creative
economy. Now, as a creative professional managing teams
and building projects from zero to launch, | can say without
a doubt that my KMD experience continues to open new
doors to incredible opportunities

20099 A% 2011 F9RELHREET
Enrolled in September 2009; Completed master’s degree in September 2011

| finished my bachelors in Journalism in Brazil and Started
KMD in September 2009. | was part of 2 projects: the Event
Producing, under Ohta sensei, and later wrote my thesis
with the Media Furniture project, under Okude sensei. Right
after graduation | got an amazing job as a Product Planner
at Sony and after a few years moved to a UX Design position
at Recruit Technologies

KMD was more than | could have wished for: The facilities
were beautiful, the professors were from prestigious back-
grounds and my classmates were open minded, smart and
easy to talk to

Today | am the founder and CEO at a startup in Japan. We
make software for HR and have around 30 employees, 700
clients worldwide and 400.000 users at the moment. (and
gladly, we keep growing). | attribute a lot of my success to
my time at KMD, which taught me the steps that lead to great
products. And also introduced me to some of my best friends,
whom | still meet often and are the support for my private
life in Japan
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KMDH5EDI<YEBEDFHA VA

From KMD to designing creative learning

HH MWEF

Yumiko Murai

SR

Japan

BHULEHBERELTOKMD

KMD as a foundation for forming connections

|

NI

Shino Kinoshita

SRS

Japan

B AFHIDT ) T4y 230Y ETMCHZTAEYT
LA —XZOHEFH CEERET T PH8ETY /0
T—[CDVTHR NS, EDDLWHE (Creative Learning)
[CDVTHIZZ LTWET, KMDICART 313 (o
[CET2MRETHEMNI v avHAEIRRAPT—RDA
TRIESNZ A [CHEZE S, IFEFIDOEFEAARY I
A2 74/(C5RBREICOVTIHRLTVE LT

KMD Tl KNFEAEPEREBEES [CTIREVEEEDD. T
0 /O3 —%FE>TT — M7 A VR IRE VDA
HTEZNEMRLTEX LI, FEEPRECHIELLT
HAAZAEBBETUED RVERD & REZBA TRIE MR
REERATVKBENE FDARTATTZEICHLE
FEFALT BRUTOWKETAZBI TOREVEZL SR
IMLET,

O F([CEBEERARFAXFMEREL., 45m(C13>TKMD
[CAFT B FETO10FR- FABER FEEFHEDRET T
DoTWVWE LIz, HBEZB L THADKEEICE T BHEE
VAR OMZERY, WEERDEYNFIINGEMALGE
ZRB (D0 RELCEVTUEADE > EENTNBLEN
HBDTE EVWSEESHZRFOLSCRVELE,

ZDESEEE KMD [THEWV, 7HATIT7OHFRICHL
T. ZOEMBEEORBHCHCT. TUBAEENDZ &
THIZ BB RO A EE BB T &2 BRI DMTR&
LToO&EB(CE<IMNELT.

FELI TETEBALDIFILPEEN., FERES | EFH
UDRBITTREZBRL TV EVWSKMD TOHUZE
EE TeRd>) ZEEL, BERED. HBVERTF VY
EVWSEREBLTIFEIHFRAZDRSNTEDLBE
BELTEVET, AP IV Y —ZBRXTTETFR
BENHEND CEDEENRFKMD TRARKERIED
UEDTY,

2008F 4B 20103 BELRBET
Enrolled in April 2008; Completed master’ s degree in March 2010

| research and teach creative learning and educational tech-
nologies at Simon Fraser University Faculty of Education in
Canada, British Columbia. Before joining KMD, | studied how
music events impact rural Japanese communities out of my
interest in social entrepreneurship and how social missions
can be achieved through business and arts. At KMD, | was
fortunate to have opportunities to create various educational
experiences through technologies and arts & design, under
the supervision of Dr. Okawa, Dr. Okude, and others. Life in
KMD was very busy and often chaotic, but looking back, the
time in KMD helped me cultivate my transdisciplinary think-
ing to see problems and solutions outside established rules
and disciplines, and the ability to turn my ideas into reality
through quick prototypes and collaboration.

2013 F4BAF 2015F3BELHREET
Enrolled in April 2013; Completed master's degree in March 2015

I finished my undergraduate program at the Faculty of Letters
in 1991 and returned to Keio University to enroll in KMD at
the age of 45. For the 10 years before my return | designed
corporate training programs for large companies. While
working, | sometimes felt stifled by the hierarchical structure
of large Japanese organizations and the seniority-based busi-
ness culture that still persists in them. These observations
woke me up to the importance of empowering individuals
within companies. That was when | came across KMD. | was
really drawn by the fact that the program didn't confine itself
to the academic world, but rather viewed research as a start-
ing point to branch outand find new ways to solve problems.
After graduating, I used what I learned at KMD about how to
draw out the skills, abilities, and talents of various individuals
and piece them together to solve problems. This allowed
me to start HIKIDASHI (lit. "draw out"), a Japanese “snack bar”
where diverse individuals can connect through corporate
workshops and after-hour mixers. One of the most important
things | learned at KMD was the importance of forming con-
nects across generations and genders so that people can
share their unique abilities (and perspectives)

EFEEDAR

HE-HEA BLUHEEFEEDLR

(202212 B2H%K1%)

NEFEZEDEE

ELHE HEAE TR 2K
(A) (%) (A) (%) (A) (%)

BARAFZ 63 33% 14 20% 77 29%
HARAREA 10 5% 20 28% 30 11%
NEFEZEI 110 57% 36 51% 146 56%
NEFBEEHEA 9 5% 1 1% 10 4%
= 192 71 263

* NEEREDOER NEFEZFOE.

* R ADERER: AFRC. KEFRELREZET LIEHDVWEAZEREXELE T BICEE BEF WAREEH

BI% T 3EL LD RRE TS HERMEPECR A,
o
Emﬁ%ﬁ (A)
~241% |25-291% | 30-34#%| 35-394% | 40-44i% | 45-491% | 50i~ | At

B3R 84 84 11 7 3 1 2 192
BB LRE 1 21 22 9 6 5 7 71

Bkl W (%)

% z ast % z

ELRE 79 113 192 41% 59%
BEAS R 39 32 71 55% 45%

Students at KMD

Variety of Students

Master's Doctoral Total
Number of o Number of o Number of o
] e e e[|

Japanese fresh graduates from undergraduate 63 33% 14 20% 77 29%
Japanese students with working experience 10 5% 20 28% 30 11%
Foreign national students with fresh graduates from o 5 a1 oo
undergraduate 110 57% 36 51% 146 56%
Foreign national students with working experience 9 5% 1 1% 10 4%
Total 192 71 263

* 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)

=24 25-29 30-34 35-39 40-44 45-49 50— Total
Master's 84 84 11 7 3 1 2 192
Doctoral 1 21 22 9 6 5 7 71

Ratio of Male to Female
Number of students Ratio

Male Female Total Male Female
Master's 79 113 192 41% 59%
Doctoral 39 32 71 55% 45%
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(As of December 2, 2022)

National Origins

Country

Number of
students

Ireland

1

Iran

India

Indonesia

Ecuador

Australia

Austria

Netherlands

Canada

Greece

Colombia

Saudi Arabia

Switzerland

NS NS NG [N G I N B B Y NS

Thailand

Ul

Denmark

Germany

Turkey

Zin|—

Bahrain

Pakistan

Barbados

Brazil

France

Poland

Myanmar

Moldova

Republic of Korea

China

1
1
1
3
1
2
1
1
8
3

9

Taiwan

7(2)

United States of America

7

North Macedonia

Total of 29 countries

1
160 (4)

* () is non-regular students
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KMDDAYFa15 L

KMD TREBENES B L CASHRICES I 2 LARIC, ZMNEERZERLGHS I )T T«
TR =S —=BRLTVET,

KMD [CAZE U2 TORERF AFRY Ty 10—REFENZEBICEML T CNETOEABZE
DER<S ERAIFIC TKMD AL Fv—) ZHBLEUHF T, FERBENNDLEHE(CHIZHEREZEL T,
KMD HBOHEHBEFEICLBATAT A /R=FELTOERNZFCDFTVEFRY, 5 AR
NTREAVIGZ LRV TIILTOP IV MAOSIMTY, VT7ITOY I NIEBFERE 7OV MT
HY, BLANDEAZBZTZITRL =23V [CLBFEHHROLERBVET, ZEL)T7ILTOTTT M
DOFRVIAIYMAVRNEBLUTC ATAT A /R—IDENZERLTVETET,

AZEBERICEFHNICTONSRMERMBOREE 4B AZDGEIERE IR AZDGZE FRETERIN
Y. ULEH>T AZERETNTNAARE HECLDEEEZZEITIEFLNDVELCBIETOT. A
FRHAE BRI ZIR(CIFTERLS S,

A/ R=2av1 754> 1A, 1B, 1C, 2
Innovation Pipeline 1A, 1B, 1C, 2

J5va1d1—2R
Crash Course

Curriculum of KMD

ATFATTHAUMERL 2. 3
Media Design Research 1, 2, 3

KMD fosters creative leaders who both contributes to the creative society and academic field through practi-
cal activities.

All new students at KMD participate in the "Crash Course’, a program at which students work to eliminate
preconceived ideas and begin to absorb the culture of KMD. Practical, wide-ranging lectures provide stu-
dents with the basic skills they need as media innovators. This training utilizes KMD's original educational
approach. The key emphasis at KMD is on “Real Projects”. They involve participants from industry, government,
and academia who collaborate to achieve results beyond the capacity of any one individual. Through their
deep commitment to these Real Projects, students improve their skills and capabilities as media innovators.

For Master's students enrolling in KMD in April, the required subjects are offered in Japanese. For Master’s
students enrolling in September, the required subjects are offered in English. As all students are expected
to fully participate in discussions and projects, each student’s language abilities must be carefully assessed
to ensure placement in the most appropriate semester of enrollment.

5 - BERRE
Theory/ Strategy Subjects

D=0 ayTEEHREVEBSERS ) IV T—>a, LIRRHEENSKMD TRERI T 52— 2RI 5, fe. 7—7 UTINTOY 10 hDEHREZHHI(CE EDHB. BRTARAAvav 7= ayv T THEAEINERIENHA

Intensive orientation based on small workshops. 2y TEBULERBMGIFILE/ETSLEEIC. F—LOTR Studens receive thesis guidance for Master's thesis. BaIncwna,
L—yavm@llicad /R—>3> - JOMN A THWECERWED. A variety of courses combined lecture,discussion, and
Learning “survival’ literacies at KMD from lectures. Mastering practi- workshops

cal skills in workshops and creating innovative prototype through-
out team collaboration.

ELHREOREETIL Completion Model of Master's Program

18R (152498) 18R (2348) 2R (4%H8E) First Year (First Semester) First Year (Second Semester) Second Year (Third Semester) Second Year (Fourth Semester)

GIES B FIES By FIES B FIES B First Half Second Half First Half Second Half First Half Second Half First Half Second Half
> 4/{{/{7?%‘/43\/‘/ R 1 IR=93Y > PP > T PFA T PR ST 3 {\z > Innovation > Innovation > Media Design > Media Design Media Design | g
1A 7B 10 NT7402 . R Pipeline1A,1B,1C Pipeline 2 Research 1 Research 2 Research 3 iz =
E o 22
i NN 2 2 E
PR VEE 4 =
g > 70> o~ > U7ILT7OY o N Q%HE~4%HE) - = E > Introductory Project > Real Project (Second Semester - Fourth Semester)
Y c
2 - ©
J :
7'\ > > iR - BRAE > > Theory / Strategy Subjects
KMD A >4 wa | AR e D &1
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{1+ E8F%E Master's Program

KMD T3 1/ R=2 3 BIE DTz DIRIEWVWERMHS LU FIL
%= MAKE, DEPLOY. IMPACT £EWWS—EDNE U TR, 1/ R—
23y AT ZA4Y AT A T50Y) ERENZBEETILERE
FLUTVWET, N T4 1 TR THFA2 BF RV —1TO
ENFICHETZEBNIFINZHENCHEBLET. ITEETEEY
ENTOTZI TP —NEBE BFIFREERRBRLET. /{1
T4 2TETHAUBEPTLEY T3>, JONYAMEY
I BEHIE ESRRETIVIFRRBEICEBIZN VR -F> T2
2ayTETSES DABOF—LEHED BEEPEIIXRETIL
ZERUIA /R—>3> - JONY A TORE(CRWEHFT, B
- BB RIE T3, RIRHGMARICEET 3R BEZBRREELTE
BLET,

KMD D% (3, BB OBEHNSIEEERFANS U TILTOT I~
[CZETBRTHYI. TR —2 3> ZTVEHSHRNGA /N
I hEBELUCHETERERVERLEY., 5250770
TV NDEPABTEEZMNGEME U TELRX(CEEDHBTZH,
DT7INTOPTINEWTUTATATTHA VAR T, 2. 3=2RE
L. FERX DEEZZ (T T,

At KMD, we view the acquisition of the broad range of basic skills and
knowledge required for promoting innovation as a continuous process,
which we describe as to “"MAKE,” to "DEPLQOY," and to have an "IMPACT."
Based on this, we have developed an educational model called the
‘Innovation Pipeline” (hereafter“Pipeline”). In“Pipeline 1, students learn
in detail essential skills for the fields of design, economics, policy, and
IT. All students gain experience in basic IT including programming
and server construction, as well as working with electronics. Besides
holding hands-on workshops on business modeling, video production,
prototyping, presentations, and “design thinking,” students in "Pipeline
2" form small teams engaged in creating innovation and prototypes
that consider commercial feasibility and business models. Students
register for courses relating to leading research in theory/strategy sub-
jects as optional courses.

KMD is characterized by its students’ participation in the “Real Projects”
under the supervision of numerous faculty members, whereby, through
collaborative efforts and repeated trial and error, they aim to make a
social impact. Additionally, to facilitate an academic contribution by
summarizing the content of their activities in these Real Projects into
a master's thesis, students also register for the parallel “Media Design
Research 1, 2, 3"to receive thesis guidance.
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ELRERBE—E

Subjects in Master's Program

Master's Program

Name of Subjects

Introductory subjects
(Requisite)

INNOVATION PIPELINE TA (2)

INNOVATION PIPELINE 1B (2)

INNOVATION PIPELINE 1C (2)

INNOVATION PIPELINE 2 (4)

Theory/Strategy
subjects (Elective)

Design Track

DREAM-DRIVEN DESIGN AND INNOVATION (1)

MARKET DESIGN FOR WELL BEING CITY (1)

EMBODIED INTERACTIONS (1)

CREATIVE CONCEPTION FOR TRANSMEDIA (1)

CIRCULAR DESIGN INSPIRED BY NATURE (1)

MATERIAL INTERACTION (1)

OTAKU CULTURE (1)

METHODOLOGIES FOR SERVICE DESIGN (1)

ADVANCED SERVICE DESIGN 1 (1)

VISUAL SYNTHESIS (1)

GID THEORY/STRATEGY 1,2 (2)

INTENSIVE PROJECT (2)

Technology
Track

COMPUTING SYSTEM ARCHITECTURE (1)

NETWORK OPERATION (1)

DIGITAL MEDIA INNOVATION (1)

COMPUTATIONAL SERVICE ARCHITECTURE (1)

INFORMATION SECURITY TECHNOLOGY 1,2 (1)

PERCEPTION AWARE COMPUTING (1)

EMPATHETIC COMPUTING IN VIRTUAL SPACES (1)

Management
Track

GLOBAL SOCIETY (1)

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)

VENTURE FUNDAMENTALS (1)
VENTURE LAUNCH(1)

* Daiwa Securities Chairship courses

CEMS THEORY/STRATEGY 1,2 (2)

CEMS THEORY/STRATEGY 3,4 (1)

Policy Track

POLICY FOR GLOBAL FUTURE (1)

INTELLECTUAL PROPERTY TACTICS (1)

MODERN ISSUES OF PUBLIC POLICY (1)

Project subjects

(Requisite)

INTRODUCTORY PROJECT (2)

(Elective)

REAL PROJECT (2)

GID INTERNATIONAL PROJECT 1 (2)

GID INTERNATIONAL PROJECT 2 (2)

CEMS BUSINESS PROJECT (4)

CEMS RESEARCH PROJECT (1)

Independent
Research for Master
in Media Design
(Requisite)

MEDIA DESIGN RESEARCH 1 (2)

MEDIA DESIGN RESEARCH 2 (2)

MEDIA DESIGN RESEARCH 3 (2)

ELHRE BES

A IR=23v A TS5 1A (2)
HBEBERIE A/ R=23> )M TZ5421B (2)
(MERIE) A I NR=23V A T54>1C (2)

A IR=23v I TS542 (4)
RU=LRUTYFHA e /R=23> (1)
HHACHIBZY—TvhTHA > (1)
Bk >S50 3> (1)

NSV AAT AT -0 UIA T« 78 (1)
Y—Fa15-FH1> (1)
FHA RFUTIA>950>3> (1)
RIRE F40374k (1)
Y—E2TH1 R (1)
P—EZ2TH1 %R (1)
EvaviL-reyz (1)
GIDE:/¥BR1. 2 (2)
17> 7709x0h (2)
AV Ba—FAY IS AT LT—F70F+ (1)
xyhT—2 &ER (1)
FOGWATAT A I R—=23> (1)
Fo /09—
) IVEaF—yatll - Y- T-F70Fv (1)

Wh WENE | RIS W1 7 TR 2 (1)
CERAENE) N—t7yay7or7avEa—5434 (1)

I RETayvoaYEa—T4>4 (1)

Ja-/Lis (1)

V=3x)lo)ITA>a> (1)

70-NLEY R MR E

LRV ST -)—F—2v T (2)

EYRREYRFTFEUTA (1)

TEIASR 7ZURIZIazZS—>3a>0FREK (1)

HRE tebikpjy%yy@ﬁﬁt
INERMSIEFHINR O K (1)

N> Fo—E#E (1)

Ay Fr—O0->F (1)

* AFEESF 17> v TREE
CEMSEB5m#BE 1. 2 (2)

CEMSEZAREIE 3. 4 (1)

20— /ILT71—Fv—DrHORY) >— (1)

Rs—

FNEIRAEERAT (1)

RIRE s
NHBERORAHIRE (1)

(MERIE) ER7o0vzon (2)
U7L7avzon (2)

GIDA Y8 —F+23FN7avo M (2)
70V oMNRE N

(BRWERE) | GIDA>9—F>3F)L 7052082 (2)
CEMSEY X270V 1ok (4)
CEMSUH—F7Ovzok (1)

AF4TFHA R (2)

HRIFRME e ——
(ERE) )47"'(77'\"7\4 SHR2 (2)

AF4TFHA PHR3 (2)

KMDA > 5 wsa1~2 (1)

TLEYTF—2avRFEIL 1~4 (1)

H—EFHA> 7O MAL B C (1)

BEHRRE J> L7 haERRT 2EERE (1)

A/ R=2aVaZE/T I T 1> T8 (1)

Bx{tdIa=4—>3a> A (1)

JO0-NLE—F1>7 (1)

Optional subjects

KMD ENGLISH 1-2 (1)

PRESENTATION SKILLS 1-4 (1)

SERVICE DESIGN PROJECT A, B, C (1)

CONCEPT DESIGN AND MANAGEMENT CONTROL (1)

MARKETING STRATEGY FOR INNOVATION (1)

INTRODUCTION TO INTERCULTURAL COMMUNICATION (1)

GLOBAL MEETINGS & DISCUSSIONS (1)

* FEIROHFIFHEAMTY .
* PG ICEREOBMUARETT (L. BRERBREEERV).

* Numbers in parentheses indicate the number of credits awarded.

#%HAtE L 58FE Doctoral Program

BHRELRECL. BEQEMEEEL. JO0—/NLITERT B AT «
T AINR=FDERZBIELET., 1/ RN—23a>ZEREITHLH
O7O-NIVERKREFRFDV—F—L LT EVRR EEHEE. AR
. B3VEHERERETER TS S, FHUEICEATLAMERS
EEHBLET. BREIBREIRECHRIND S HEERCHZRES
Z2HRLEITZHEE DY U N B, IREEDOARHFONTWVD
CENFHREBWET, FBEKMDOY T 7 A hEBRIZE,

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

BEBLREOBEETI
Step1 1BEHEDORE
Step2 MELHXTOR—YIL) OHELFBRE"
Step3  HARIEEII v T ORRE L FiROmBEEEOERE
Step 4  HARIEEII VT rICKBMRL La—LMmTE
Step5 HRXBEZERORELHNEE
Step 6  BiHX (BREAEA) B
Step 7 RBRERKEE
Step 8 X (EAhR) B
Step9  HIDAR

* BEAXTOR—FILE R BLRXOEFTR L U TEFNICHR = £
TBRBELHT ZEETY. BLHRXTOR—TFILHLUOEER (C
GRTDEBEIRBEBVET,

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

Completion Model of Doctoral Program

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 Forming a doctoral dissertation review committee

Step 6 Submitting the doctoral dissertation (for final assessment)

Step 7 Public doctoral dissertation defense and final assessment

Step 8 Submitting the doctoral dissertation (final and approved)

Step 9 Award of the doctoral degree

* 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 examination phases become Doctoral
candidates.

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

56



2023 FE=ElE AFHRTTa- Admission Schedule for Academic Year 2023

| 24 I1 54 1113 Application Period-I Application Period-I Application Period-Ill
AZEHA Date of Enrollment
2023F9BAE - 20244 BAE 2024 ABA% - 2024 F9BAE 2024 F4BAE - 2024 9B % September 2023 or April 2024 April 2024 or September 2024 April 2024 or September 2024
H
. i FREART 2023%4A28H ®)-5A98 (%) 2023%9A1H®)-9A12B ) 202451838 (K)-1H118 (K Application period April 28 (Fri) - May 9 (Tue), 2023 September 1 (Fri) - September 12 (Tue), 2023 January 3 (Wed) - January 11 (Thu), 2024
Shay A D% % W % % b
| REE AR 2023%6A6E 00 TR 1% 2023510810800 F& 1R 2024%1A308 00 7R 1K :\Irr‘;";rr‘::::sgt OfResults Of | 100 pm on June 6 (Tue), 2023 1:00 pm on October 10 (Tue), 2023 1:00 pm on January 30 (Tue), 2024
#
2EE 2023%6A178 (1) -6 A18H (A) 2023%10A 218 (1) - 108228 (8) 2024%288H (K)-2A98 (&)
1 Second Screening June 17 (Sat) and 18 (Sun), 2023 October 21 (Sat) and 22 (Sun), 2023 February 8 (Thu) and 9 (Fri), 2024
2 REECRFER 202368208 () FE 1K 2023F10R 248 () F& 18 2024281380 FR 1K
Announcemen.t of Results of 1:00 pm on June 20 (Tue), 2023 1:00 pm on October 24 (Tue), 2023 1:00 pm on February 13 (Tue), 2024
Second Screening
AZERICLHELER
(Bh1:M) ips
Tuitions and Fees
4 ﬁ )\f?"—% 9 ﬁ J\f?"—% (Unit: Japanese Yen)
|
il Students admitted in Students admitted in
ELifiE | REIBLHRE | ELHE | RBELRE Category April September
TEEEAR 60,000 60,000 Master's Doctoral Master's Doctoral
(ﬁ;‘]@b‘%ﬁ) (30,000) (30,000) 30,000 30,000 Program Program Program Program
Basic Affiliation Fee 60,000 60,000
=R 1,920,000 1,140,000 ; ' ! 30,000 30,000
920, ,140, (installment) (30,000) (30,000
(MDIFE) (960,000) (570,000) 960,000 570,000
Tuition Fee 1,920,000 1,140,000
PERFRRENBAHE 2,600 2,600 1350 1350 (installment) 1960,000) 1570,000) 960,000 570,000
(H0EE) (1,350) (1,350) ' '
- Student Health Insurance Fee 2,600 2,600
a5t 1,982,600 1,202,600 (installment) (1.350) (1,350 1350 1,350
(HRDIHE) (991,350) (601,350) 991,30 601,350
Total 1,982,600 1,202,600
(installment) (991,350) (601,350) 991,350 601,350
1. PERRRREBESMABZRVCZE (G B2 MERICHTTMATZZENTEEY,
2. 9 BAREDLERBEAICII ARFEOMERNOBADHERTLUTCHIET. BEPFBR4ARATTICMATZIEDELET.
3. 4 AARENASLE CESEOOHEMA LB Y E(3 10 BRAECICMATZENDE LT, 1. Academic fees and expenses excluding the registration fee for the Keio Student Health Care Mutual Aid Association (Gakuseikenpo) can be paid in two
R N ) . . . ol N installments in the Spring and Fall Semesters (payment amounts given in parentheses).
4. PERFRBANESHCEIMAE 100 BZ2HFT. MARBHIFELOHHRNL ETH ARFRIETEDS SHREFMAMCAZT ZHECFTETT (FPIWAIREE T H R, 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
5. HERABEFIN THINT 234 REEREEMESEICOVTIE. P EEECLUREICHR U THESNZCEABUET, The academic fees and expenses for the Spring Semester are to be paid by the last day of April.
- . |y —_ . - N = N — . e - _ . 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.
6. FEEBEAICMZ. AFBR(CITHONSE Y Ty > 10— XGEOEA (RB) h"HINBHBENBVET, /7y 11— RBBOEMICET 2@ C DOV TEREBMLET. ,
4. 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
7. Z< OFREEFEED /- MV IV OFEAZEFRICLTVET DT, ARRFE TIZERL TSI, 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).
5. The Student Health Care Mutual Aid Fee that the university is entrusted to collect may be revised as required each academic year during student enrollment.

6. 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.

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

MROERZF L. EFNQERC LV EZLNRET, DOME - AMEE CEFRELEZWRIC. RO L SBEAFIEZR I TVET,
WINESRLEARRICBVET, BRIV 7Y hEIZ2RIEZZL,

Scholarships
=] Q
BEAZENR ) o o _ Various scholarships are offered to students who have excellent academic records and need financial
https://www.kmd.keio.ac.jp/ja/admissions#article-no-2 aids. Detailed information on scholarships for international students are indicated below.
a4
BRERR https://www.ic keio.ac.jp/en/life/scholarship/intl_student.html

https://www.ic.keio.ac.jp/intl_student/scholarship/intl_student.html
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T223-8526 )| | BASEHERKES 4-1-1 KEIO UNIVERSITY GRADUATE SCHOOL OF MEDIA DESIGN
Tel: 045-564-2517 Fax: 045-562-3502 4-1-1 Hiyoshi, Kohoku-ku, Yokohama, Kanagawa 223-8526 JAPAN
E-mail: kmd@info.keio.ac.jp Tel: +81 (0)45-564-2517 Fax: +81 (0)45-562-3502

E-mail: kmd@info.keio.ac.jp
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KEIO MEDIA DESIGN.

BREEZXFZRXRZRATATPTHIHRH
T 223-8526 #F)I|REEHAILXHSE 4-1-1

Tel: 045-564-2517 Fax: 045-562-3502

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

Musashi-Kosugi - -

Shin-Yokohama Tokyo
Kikuna Tokyu Meguro Line Meguro
Tokyu Toyoko Line \
Yokohama JR Line Shinagawa Narita Ai,pmx

* 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 Staion.
- Limited express trains on the Tokyu Toyoko Line do not stop at Hiyoshi Station.



