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Development of Computer-Aided SUGOROKU Games in the Edo
Period Using Interactive Techniques for Museum Exhibitions

ASAKO SOGA™ MASAHITO SHIBA™

TAKUZI SUZUKI™

RYUJI KITAMURA ™!

Abstract: The purpose of this study is to raise interest in Sugoroku, a kind of Japanese board game of the Edo period, and to
support exhibits of it at museums. We have developed a system for playing Sugoroku of the Edo period using modern interactive
techniques. In this system, the user rolls a dice-type device equipped with a microcomputer. Furthermore, by projecting the
game’s progress on the board with a projector, the system shows the current position of the players and the next candidate
destinations. In addition, LEDs are attached to the dice to light it up in an arbitrary color and to indicate the next player’s turn.
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Figure 1 ~ Image of the interactive system’s exhibit.
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Example of system execution and dice colors.
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