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- Fellow’s name (&fik%): _ Vincenzo ldone Cassone (ID No. P21770 )

- Name and title of the accompanying person (E&#HBIEDOR-K4)
aAfEE (Wb Ek Lxo0)

- Participating school (44 ): fHIRZIE T &5 A% (Fukui Prefectural Mikata senior high school)

- Date (EEBEMH): 16/11/2023 (Date/Month/Year:B/B/4E)

- Lecture title (#&RER):
The Representation of Game Centers in Japanese Popular Media

- Lecture format (GE&=):
€ 4Onsite - Online (Please choose one.) (X = A2 Z542) (EBLMERFZEL,))
®Lecture time (B&ZBERE) 100 min (4), Q&Atime (EEEERR) 20 min (4)
@ Lecture style (ex.: used projector, conducted experiments)
(EEAZ BTz FRICKDEE. RR-ZTOFELRL))
Lecture with slides and real-time questions through QR codes

- Lecture summary (GB&#=): Please summarize your lecture within 200-500 words.

The lecture was based on a general overview of my research for JSPS, but based on the specific case study of Japanese Game
Centers. | structured the lecture so as to explain how and why humanities study digital games and how we can learn something from
games and popular culture. | then used game centers to show the history and cultural dynamics of play by using examples of manga,
anime, tv shows and video games that represented game centers from the 1978 to 2017

@ Other noteworthy information (ZMfh4FE S REEIE):

For the lecture | used a real-time polling web app, Mentimeter, that made it possible to ask questions on the screen and have the
students reply through their school tablets by scanning a QR code. The students were asked for consent before using it, all information
were anonymous and the result were erased at the end of the lecture.
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