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Past, Present and Future of DIG (Disaster Imagination Game) 
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DIG (Disaster Imagination Game) is one of the most popular know-how of the participatory disaster management 
workshop in Japan. There are some turning point since its born in 1997; Kathmandu Experience in 2001, TOYOTA 
motor company Experience in 2004 and Hyogo Experience in 2004. Main purpose of DIG changed from “post-event”
response oriented workshop in its early days to “pre-event” capacity building oriented workshop in present days. Future 
direction of DIG will be “Prevention First” oriented one and will contribute “Revise of Land use and Structure.”  
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