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Toru Tanigawa

Professor, Deputy Director General /

Art, Science and Technology Center
for Cooperative Research,

Kyushu University

Director General / Robert T. Huang
Entrepreneurship Center
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As an educational research institution that aims to nurture entrepreneurs who generate innovation on the world
stage, The Robert T. Huang Entrepreneurship (QREC) provides various lectures, seminars, and education-related
projects targeting mainly Kyushu University students.

What are essential for entrepreneurship are qualities that enable the entrepreneur to discover various issues in
society and proactively think, take on challenges, and take action—pressing forward while encountering failures
along the way—in order to resolve these issues. The foundation for entrepreneurship education is fostering such
qualities before attempting to teach people how to establish venture businesses.

The way of thinking that is “design-thinking” —discovering and confirming issues based on observation of
users and devising appropriate solutions through repeated trial and error— is truly fundamental to entrepreneurship

education. Through lectures on “design-thinking”, QREC intends to advance true entrepreneurship education.
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Associate Professor,
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When | was with IDEO in the 1990s, the company’s name was still “IDEO Product Development”. The change to the
current name “IDEO” is linked to design-thinking. The beginning of design-thinking is the resolution of a broad range
of intangible (formless) non-design issues with tangible (previously accumulated manufacturing design) methodology.

Inclusive design that Kyushu University is currently collaborating with the Royal College of Art (RCA) and IDEO’s
design-thinking have many points in common, both as social design and as a human network. As someone who
knows and has been involved in both, | believe that Kyushu University not only undertaking inclusive design but now
also establishing a course in design-thinking in this way is both a visionary and wonderful enterprise. The foundation
for IDEO’s creativity is humans, and not tools—a fact that | took this opportunity to reconfirm. Design-thinking is not

“transmitted” from tools to humans; it is “transmitted” from humans to humans. That is what makes it so interesting.

Designing the Future of FUKUOKA I 03
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Design Thinking is a mindset that | truly believe everyone within the education sector should adopt into their lives.

At its core, Design Thinking is about having the confidence that everyone can be part of creating a more
desirable future. Within education, we constantly face difficult challenges on a day-to-day basis. Instead of
using a standard linear process to solve these challenges, Design Thinking forces you to tap into your creative
abilities and work collaboratively with others to come up with a solution that you might not have otherwise have
been able to come up with by yourself.

As the world becomes more and more challenging, we need new ways to help us think through potential
solutions. It is our hope that learning and applying Design Thinking can help people of all ages creatively solve

some of the world's most difficult challenges -- together.
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Kenichi Nonomura
Business Design Lead
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oot Kenichi is a business designer at IDEO, Tokyo. His focus is to bridge creativity with business, and using the
combination to generate successful change and innovation.
Prior to joining IDEO, Kenichi worked in a Country Manager and Product Manager role at Toyota Motor Corpo-
ration’s headquarters in Japan. Kenichi holds an MBA from Harvard Business School, US, and a BA in Policy
Management from Keio University, Japan. A globe trotter, Kenichi has lived in London, New York, and Singapore.
fH =R OYR>EY NIty NY—F O MREERSE, PO NTFHr>. EPa7)O32"45—>3
Deo Tokyo > TSUF Y TERDIC. ARUR RV, BACTRLE SOV T MO 3. 2011 &4

Seisho Sumida
Designer
IDEO Tokyo

IDEO Tokyo MII5 _EFIZS.

Seisho is a designer at IDEO, Tokyo. His role is to translate the design research insights to meaningful and
compelling design concepts.

Prior to joining IDEO, Seisho worked at advertising firm, Leo Burnett, in Germany as an art director, where
he was responsible for the international brand strategy, campaigns and communication. Seisho holds a BA

(Hons) degree in Product Design from the renowned Central Saint Martins College of Arts and Design.
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team A: Opportunity Area

How might we create more usable transfer experience
in FUKUOKA?

Designing the Future of FUKUOKA | 11
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Sawa Terasaki

Guraduate School of
Economics
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A field survey was conducted of Fukuoka City’s
subway train network. Numerous points of note
and issues were identified from the perspectives

of users and developers, as well as extreme users.
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The identified points and issues were shared;
several discussions were held in order to set keys

necessary for innovation.
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Although concepts were polarized, ultimately
seamless transit experiences across modes of

transport were raised as a new concept.

BRI TRERETSRVWTATTD
G SO ORREG. TONIIEY T %
BHDEELFEDREITIA=—INEEE S,
Expressions of detailed components of ideas that
could not be expressed through discussion alone
were put together into complete proposals surpris-

ingly quickly once prototyping was commenced.
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Welcome!
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Bari-Barrier-Free
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Fukuoka is a gateway to Asia, and as such, the city is visited by many overseas tourists and interna-
tional students. The aspect of visiting a new place that people find the most stressful is traveling
around on unfamiliar transit systems. We therefore focused on the inconvenience of purchasing tickets
for traveling to the city center and information provided from the perspective users from far away.

We designed a concept for a convenient ticket system that enables users to utilize modes of
transport and navigates the transit system optimally. Focusing on a sales system for tickets that can
be used for all the transit companies, we propose the “Bari-Barrier-Free System”, a barrier-free transit
system that provides hospitality-filled information, eliminates the physical and psychological stress
caused by language differences, and makes changing trains or busses (modes of transport) easier

through the collaboration of transit companies.

Designing the Future of FUKUOKA I 15
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| felt design-thinking process could be applied in any field,
at the same time | was able to discover aspects in which | myself was insufficient.

Many discoveries were made through the
fieldwork, and we believe it was worthwhile
because of the various points that could only
be realized through actual observation in the
field rather than a desk plan. For example, even
amongst the systems introduced as examples
of barrier-free transit, whether or not the system
is truly effective can only be known by going
into the field and actually experiencing it, and
being able to speak with people actually using
the transit systems was also highly beneficial.
Team members were able to realize many
points and issues by hearing from the perspec-
tives of not only users but also developers and
service providers.

However, although the design-thinking

process was fun, were also encountered great

18 | Designing the Future of FUKUOKA

difficulties as this was the first time we had
attempted virtually all of the activities involved.
Compared with other teams, our group had
the greatest diversity amongst its members,
and the differences in circumstances and
perspectives of individual members led to
clashes of opinion, with the difficulty in com-
munication often causing our endeavors to
grind to a halt. However, when all the opinions
from varying perspectives were considered as
one case and we took a step back to think
about the issues, not only did our perspectives
widen but also our ways of thinking and
feelings became calmer and we were able to
achieve breakthroughs with each issue.

Since in actual society much work is

carried out in teams, not only did we feel our

design-thinking process could be applied in
any field, but also at the same time each of us
was able to discover aspects in which we
ourselves were insufficient. In not only
brain-storming and prototyping activities and
taking the team’s ideas in a good direction,
but also in every phase of the project we felt a
desire to slightly increase the number of times
activities were carried out and build these up,
changing our own ways of using our brains,
as well as the importance of facilitation skills

for summarizing team ideas and discoveries.



team B: Opportunity Area

How might we create more memorable breakfast
experience in FUKUOKA?

Designing the Future of FUKUOKA I 21
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members & history
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Design
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The team split up to conduct surveys around the
train station and in restaurants. Furthermore, in
order to identify points of note in casual behavior,

emphasis was placed on observational research.

FETIRY LHlEY 27 ILER®.
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Issues were shared based on visual materials
gathered in the survey research as well as inspira-

tion gained from the opinions of team members.

4

Food & Beverage

TATT7EEAEAEZTHT, [FER]
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They wrote down idea after idea. Based on the
concept of a new service called a “morning food

stall”, we grasped images for concept realization.

F—AICHHINT [FEE] ZHET 5.
O BREFENTE, FORNITEST
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The team split up to create a “morning food stall”.
We were able to divide up roles naturally, and
service expressions were also visualized through

prototyping.



ASA Yatai (Breakfast stall)
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Welcome!

“I've come all the way to see the sights of Fukuoka, and so | want to fully experience Fukuoka culture
from first thing in the morning! ”

Focusing on the fact that there is no independent service specializing in breakfast outside of hotels
and inns and on Fukuoka’s unique food culture of food stalls and standing-up bars, we proposed a
scheme of shops or sales providing Fukuoka-style breakfasts for typical Fukuoka mornings.

With “Morning Food Stalls”, by creating a cheerful atmosphere that encourages people to casually
drop in, it is possible to draw the younger generation—who have little interest in traditional culture—
into the market. Moreover, not only can tourists enjoy Fukuoka culture, but also there is huge merit for
vendors in that they are able to promote Fukuoka’s unique local products through local production for
local consumption. This stall system can be applied not only to food but also the sale of various

products, providing a platform for further expanding business opportunities.

Designing the Future of FUKUOKA | 25




_ %

R0 15

Satoru ljichi

NAMKETHE TXILF—HEE4E

Undergraduate Student

Department of Energy Science

and Engineering,
Faculty of Engineering,
Kyushu University
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There was a high degree of curiosity
with the survey in the field. Many
new points of note and discoveries
that could be used in our proposal
were identified due to the clarity
of the points being surveyed and
communication with international
students.
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Issues were written on sticky notes,
and the relationship between issues
was overviewed and summarized
using the visual materials put
together by team members. The
team members divide up roles
naturally, and our brainstorming was
extremely productive!

z
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The discussions wore me out, but
before | knew it we were able to share
more points of note than | had imag-
ined—but can we summarize all this?!
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We have developed an image for re-

alization! Increase motivation! I'm

determined to come up with ideas

that make people think, “Wow!”

5 FCR?ESPHTERIL
93 BEFERR.

Wait a minute! How do we give shape
to this? Another issue is uncovered.

6 WICT B & THDVLRE
EEEUBDSEEN D
Snfz ! 7OMNI1FEFLE>
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By giving shape to concepts accuracy
was increased while organizing
detailed issues!Prototypes are very
important for conveying information

in presentations!!
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People #02 Satoru ljichi

Ah, so this is what is meant by ‘designing things with no form’!

First of all, the design thinking was lots of fun.
To be honest, with all the brainstorming and
prototyping, at first | thought, “Do we really
need to go this far?” When implementing this
method for the first time, it is virtually inevitable
that you come close to rejecting other
people’s opinions, but | think that the
atmosphere of “Let’s refrain from rejecting
others’ opinions” opened up our hearts and
minds. The atmosphere wasn’t very formal; it
seemed to call to the creativity buried deep
within each team member, saying, “Hey, get
out here!l”—a very interesting atmosphere.
Until now, whenever | thought about
things, | basically used a logical way of
thinking aimed at achieving a goal, and | was

taught that this was the best way to think.

28 I Designing the Future of FUKUOKA

Design-thinking was different, however.
Information on issues is collected and then
mountains of ideas are generated from this
information, and | was strongly impressed by
the fact that there was a so-called chaos time
period. It was actually from here that
interesting ideas were born, and | think it was
precisely because of this that we were able to
approach the presentation with independence.
Actually, after taking the course, | tried
realizing this concept through events |
organized myself. In discussions, | came to
feel it would be possible to be more free, and
so when | actually left everyone on the team to
debate and come up with ideas, things went
smoothly. | gained the sense that good results

can be more easily achieved when more of

team members’ independence and ideas are
drawn out and put together.

After taking the design thinking course, |
thought that, if | can find the creativity within
me, design can be applied not only to objects
but also conferences and planning, for
example. | felt, “Ah, so this is what is meant by

‘designing things with no form’!”
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E team C: Opportunity Area

How might we create better connect people’s travel with
their interests?
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members & history
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This team surveyed tourist information centers

and hotels in Fukuoka City. Survey methods were
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Loh Ping Yeap Yuko Matsukawa

Graduate School of School of Engineering
Design
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Opinions were visually mapped as early as possi-
ble due to the team’s multilingualization, facilitat-

ing smooth communication.

Hospitality
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Brainstorming was heavily tinged by the person-
alities of individual members. Although converg-
ing concepts was difficult, advantage was taken
of the various personality differences and a dis-

tinctive proposal was developed.

adapted through such measures as having inter-
national students ask questions in English and
identifying issues based on the responses to

these questions.
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A prototype was created from the perspective that international students would be the central actors

utilizing the services. Adjustments were made as the prototype was being formulated, increasing the

precision of the proposal.

3 brainstorming & concept development 0



Fukuokan Dream
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Although tourists from overseas want to have special experiences at their travel destination and
especially want to experience Japanese culture, packages services tend to be easily forgotten.
Furthermore, Fukuoka is a compact city with tourism resources enabling visitors to experience various
aspects of Japanese culture close to hand. Taking advantage of this, we focused on the possibility of
creating tourism experiences that are more memorable by providing services that are unique to
Fukuoka and condense various aspects of Japan.

The “Fukuokan Dream” is a proposal for a hotel and services provided by the hotel that provide a
schedule tailored to the individual interests of tourists. The hotel has rooms decorated in according to
various different concepts, and tourists are able to research information about Japan, select their
preferred room, and book their accommodation in advance on the hotel’s website. The project was put

together as a proposal for making Fukuoka a base for communicating tourist information on Japan.
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There was a lot of information that
could only be obtained through field
observations. International student
team members posing as tourists
asked questions at tourist informa-
tion centers and adjustments were
made to the survey, enabling us to
identify many points of note.
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Although there were differences in
opinion amongst members due to
the language barrier and differences
in perspective, visualizing informa-
tion made it easier to share.
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Members came up with lots of ideas,

but we couldn’t reach a consensus!
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Team members were highly individu-
al and as leader | was not confident |
could bring everyone together, but
somehow we managed to bring ev-
erything together by effectively uti-
lizing these characteristics as a role

in the proposal.
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| felt that prototyping was an ex-
tremely effective means of conveying
information to people. This degree of
quality for a prototype is more than
sufficient! The presentation was very
enjoyable and the content was very
adequately conveyed!

People #03 Aiko Matsufuji
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Aiko Mtsufuji
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Undergraduate Student
Faculty of Law, Kyushu University
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Through learning design-thinking, | feel it has become easier for me to take a step
forward with regard to issues that will not change unless someone takes action.

| became interested in design-thinking when
| sensed the importance of discussion when a
group of people create something together,
but before taking the course | had a strongly
methodological image of design-thinking, and
| envisioned it as a methodology for meetings
in particular. However, my image has changed
and | now see design-thinking as an extremely
unconventional process, or rather, as a
discussion process without form.

With regard to the task of designing, too,
| found going out myself on field trips and
creating, creating, creating from the discussion
stage until the project was completed to be
totally new experiences.

| have been hired to work in the marketing

division of a company in a field that incorpo-
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rates technology, and so | felt that the word
“design” had nothing to do with me. However,
| realized that, like in the design-thinking
process, in marketing | could gain tremendous
understanding of the needs of customers by
going and looking at these needs for myself,
and that even when proposing something of a
scale that is larger than | can actually produce
myself, properly creating a simple prototype
and presenting this is also very important in
gaining customers’ understanding.

My interpretation of the word ‘design” has
also broadened. When | heard the word “design”
| almost always envisioned attractive illustrations
or shapes, but | now strongly feel it design of
people’s movements or style or of things that

cannot be seen is extremely important.

I strongly felt | can design anything now.
Through learning design-thinking, | feel it has
become easier for me to take a step forward
with regard to issues that will not change

unless someone takes action.

7
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members & history
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Motoki Kitamura Mie Ariyoshi Akira Hosomi

School of Engineering  Graduate School of Guraduate School of
Human-Environment  Bioresource and
Studies Bioenvironmental

Sciences
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This team surveyed parks in and around the city
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Chen lJialong Camila Zarate Taichi Kotou

Guraduate School of ~ Guraduate School of  School of Law
Design Design
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The points identified in the survey were written on
sticky notes. Much of the information we obtained
was among the most commonly gathered by all
of the teams, causing us great anxiety in selecting

key issues.

Nature
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We subjectively reevaluated the importance of
ideas on which it was difficult to reach consensus,
and corrected the trajectory of polarized

concepts.

as well as the tourism divisions of local govern-
ment offices. By eliminating the bias of nature
which we are used to seeing, they were able to

identify new points of note.
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The project accelerated all at once after prototyping. Aspects that had up until then been confused

suddenly became clear and the image for our proposal came together.

(4]



Green Front Fukuoka
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Few tourists seek nature in the city area. However, Fukuoka has a compact city area and nature can
be found only a short trip away. We focused on the possibility of new urban planning using nature as a
tourism resource that would enable people to enjoy this nature in the central city area.
What needs to be done to provide activities that enable people to experience nature in the city center?
We designed “Green Front Fukuoka”, the world’s first sports and leisure complex where nature can be
enjoyed indoors.

Various outdoor activities can be enjoyed inside the building, and we created a proposal for a new
form of urban planning that can be expanded to regions throughout the world where there is little

nature as a business package for activities enabling people to experience nature in the city center.
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Mie Ariyoshi
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Graduate Student
Graduate School of
Human-Environment Studies,
Kyushu University
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THAOIF DT EFE FREOEY XA =Y THRATERYF1I—3>H 3K
LLDBETH E Uz, AIREFRBCAZELTLTEH, P2 EWA>TERDRREED

BOTEDIEMHLELKBIATTFE, HFORBEEZSELAVEVDTLTI VAN —3>
TOIL—LD. FBICRFECITEEEEDDDCHENEEBRUE L,

LREEHRBAN—NELEDEFEEETIFIRIEZ V. BICHETE. EEHHFIEHED
SHBAYN—THBEET D, THIDOAIN—T—HBICEZZBTNEVTFRV, TSNS
BAHI=DT. AN—DFFINBENEH B DF —ATEFENZNOEENERES TR
DIBHITBHEBUVELEL, ULH L. BRUICFZNZNICEDOFEKEDNVWVESEE
To WOF—AR>7BERLE Uz, HEBDEZODHTE) -9 —DT 1 TICERLHE
CABEINTVT, SARFAVN—2EAN LSO —F =2y TEFEBLTOEZEWDRL
MNUELUE. FIZIETR-NCEDDZIA SENDELTI 2T —> 3 > OEBHICHED
TINTWBI A TRENNT, ZNZTNOREENEE T WLWTEK TP > TWzDH A

EBVET,

ZOVDTEHHOTC SARBELLETHFI > 2F 27 E BEOF—LELT 127
TR DERUE L, BEROBEFIENHDLEBOIATTIHE, —BIFZNEZITA
NTHD, TOLTHTELBERZDTL T HDIEDROACEHLTEHAHBINEEVL VLA
U EE, RCES>TDTHA I oF P FESICNF—LTH1 I 2F2T] 12
TN BREB>TVEY,

2

1 2 PDHTDT 1 —ILR
7 —7 [CHFRA R
73‘37’_0 ROAACHET B &
EBAUARRDHoFE. BIHIC
BREICHUTINBANSL TR
D TNHHER! !
I had a high sense of expectation for
this, my first experience of fieldwork.
Although | was a bit nervous about
conducting surveys unannounced, |
was relieved when a surprisingly
large number of people provided re-
sponses to the questions. That was a
discovery!
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Perhaps because of the personalities
of team members, opinions simply
flowed out, and so | was very excited 4

and enjoyed the process very much.
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The rules for brainstorming worked against us, with all the team members being

overly considerate of the others, which made it impossible to pull the concepts

together. However, by correcting our trajectory so the team could be led, we were

able maneuver out of our dead-end!
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The ideas were integrated and we
also completed our prototype!
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People #04 Mie Ariyoshi

| think design-thinking was truly “team design-thinking”.

There were many, many aspects of design
thinking for which there are situations that can
be applied to actual business scenes. For
example, in actual work situations people tend
to want to criticize others where their opinions
differ, and so | found the brainstorming rule of
not negating the opinions of others to be
effective in enabling meetings and discussions
to proceed smoothly.

In the real world, it is actually very common
for groups with diverse memberships to come
together. In companies, especially, workers
came from a diverse range of different back-
grounds and specializations. However, these
group members need to be able to think
together. Because | had experienced this, |

initially thought that viewpoints of members of
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our team—who came from a diversity of
specialized fields—would differ completely and
we would have a difficult job. However, | felt
that in the end it was an excellent team, with
everyone contributing their own flavor, or good
aspects.

In the field of organizational psychology,
leader types are classified into various forms,
and | felt that during the project all the team
members demonstrated some form of
leadership. For example, there were types
who provided support and types who
facilitated smooth communication, with each
member contributing their own individual
flavor, which | thought created a good
atmosphere.

Partly for this reason, | felt that taking this

design-thinking course is extremely useful in
organizational team-building. Although there
are certain to be differences of opinion, group
members can first of all accept opinions that
differ from their own, then based on this
analyze information that is contributed and
make some kind of improvement to specific
points of difference only. For me, | think
design-thinking was truly “team design-

thinking”.



team E '
F f r i e How might we create more enjoyable learning experience
i : £

50 I Designing the Future of FUKUOKA



team E

members & history

IR 8% #H = K it

=T TER HEETHN 21 2073 A

Tomomi Koizumi Jun Morita Yuya Ohtaki

School of Design Interdisciplinary Grad- The 21th Century
uate School of Program

Engineering Sciences
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Qing Gele Yuta Mochizuki ~ Natsuki Fukami
Guraduate School of ~ School of Economics  Guraduate School of
Design Design

This team visited companies developing games
and conducted a survey on the entertainment
industry. For fieldwork, we walked around the city

and observed.

Entertainment
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From amongst problems submerged in everyday life, they examined key issues that needed to be
resolved. Inspired by the opinions of team members with different specializations, they identified new

points of note as we summarized and organized information.
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They worried excessively about analysis, but this worry totally paid off with the countless ideas that were

generated. They put together a concept that made the entire city the field for a game.
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Rapid prototyping was carried out using machine tools. They realized that moving our hands fed-back into ideas.

3 brainstorming & concept development 9



AR Fukuoka
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Making the entire city HTHRBEIS I —F 1 A MEL EEFMIET 37 FU T —> 32 E VX RADERET o 1o

a game field!
Fukuoka is a compact, easy-to-live-in city. However, the airport is close by, and so in reality there are
problems such as loud noise.

“In order to reduce traffic congestion, people should be able to enjoy walking. If airplanes are noisy,
the situation needs to be made enjoyable”. We thought about the possibility of “entertainmentizing” the
entire city, including aspects that are inconvenient.

“AR Fukuoka” is a system whereby people put on glasses they borrow at the rail station and tour the
city with guidance commentary provided by AR space characters. Users clear their own unique stories
(quests) as they experientially learn about the city’s history, places of historic interest and scenic beauty,
and Fukuoka’ culture. The main source of income for this business is advertising throughout the AR city.
We formulated a proposal for an application business that “entertainmentizes” the entire city, including

aspects that are inconvenient, and invigorates the city.
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In fieldwork, although we were able
to identify many points of note and
make many discoveries, there were
points on which the thinking of the
entire team got bogged down and we
had particular difficulty with setting

issues.
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By making statements based on
team members’ opinions, it was pos-
sible to widen our perspectives from
our stagnated thinking and resolve
our stalemate!
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Although the project got bogged
down in concept-making, after we
moved around and refreshed our-
selves partway through, our perspec-
tives widened and the project be-
came lots of fun!
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Even with a cheap prototype, images

of ideas were strengthened by

visually sharing them in a physical

form. This was a discovery!

People #05 Tomomi Koizumi
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Tomomi Koizumi
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Undergraduate Student
Department of

Visual Communication Design,
Faculty of Design,

Kyushu University
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People #05 Tomomi Koizumi

| feel very strongly that design thinking is an important means of changing the
breadth of design and how people view design.

Considerate design—when | entered
university, my objective was “considerate
design”. The trigger for this was that, at the
moment | realized that until then | had created
only designs that satisfied me as a designer,
| felt that design needed more “consideration”
(thoughtfulness).

After taking the design-thinking course,
| felt that the largest element within me was
identifying issues from the perspective of
users and resolving them through design.
Although | had heard the expression “user’s
perspective”, | didn’t really comprehend what
it meant. However, by thinking about what are
issues and what is necessary from the
standpoint of those actually using items or

services, it was possible to resolve issues; for
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me, this was very helpful in achieving the kind
of design | am aiming for.

| am researching how humans are
influenced visually by design; for example, if
this is visualized in this way, what will people
think of it? | think that the concept in design-
thinking of thinking from the user’s perspective
can also be applied to this research.

After taking the course, | applied the
design-thinking methods practically. | began to
think things like, “Are other fields experiencing
similar issues?” or “Are there similar behaviors
or similar things in other places?” and for me,
| think my way of thinking has broadened
tremendously.| feel very strongly that design
thinking is an important means of changing the

breadth of design and how people view design.
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