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Associate Professor H iI'OYU ki MATS U G U MA

Department of Strategic Design, Faculty of Design, Kyushu University

Graduated from Department of Visual
Communication Design of Kyushu Institute of
Designin 1994, and completed master’ s degree
of Communication Science at the University in
1996. He has been working at GALA (Graphic Art
Laboratory) of Toppan printing Co., Ltd from 1997
to 2003. He started working at Kyushu Institute of
Design as a lecturer in the same year.

He is also a member of DiGRA JAPAN, JSSD, IPS,
ADADA and one of the executive board members
of DiIGRA JAPAN as well as an executive director of
ADAA Committee office.

His areas of expertise are "Serious Games," which
aim to solve social problems, and "Gamification,"
in which elements of games are used in other
areas. As a specific activity, he is promoting the
Serious Game Project, which develops and
researches games to support rehabilitation and
healthcare for the elderly. He also participates in
the Fukuoka Game Industry Organization, an
industry-government-academia collaboration
among game companies, Fukuoka City, and
Kyushu University. In addition, he is also involved
in an art competition called the "Asia Digital Art
Award " which advocates the revitalization of the
media arts field.

Digital games that focus on solving social
problems are called serious games.

Since 2009, we have been promoting the
Serious Game Project with the main theme of
rehabilitation and healthcare, and we will talk
about this activity with examples.

We will also introduce metaverse contents
Created in response to the social environment
where the real and virtual worlds have
overlapped since the coronavirus pandemic, as
well as the Asia Digital Art Award Exhibition,
which is mainly conducted by the Faculty of
Design.
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