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Design Thinking Workshop

Dr. Tsuyoshi Aburai, Ph.D., (Technology and Innovative Management)
(Lecturer, Department of Business Administration, School of Business Administration, Aichi Gakuin University /
President, Star Invention Co.
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February 17,2022 10:00-17:00

March 14,2022  14:00-17:00
Venue: Leading room, BASE, Koganei Campus

HMBy learning design thinking, students will be able to acquire methods such as trying to
come up with ideas for research, and thinking about their own research from the
perspective of users such as society and research results.

MIn addition, by practicing how to communicate your ideas, you will be able to create
ideas as a team and strengthen your research skills.
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Learning Steps of Design Thinking

Empathize: Find out what society really needs.

Define: Using empathy as a clue, define the needs of society. Dig deep and extract what
you really want to achieve and what the potential issues are.

Ideate: Based on the definition, brainstorm ideas and approaches to solve the problem.
Prototype: Once the idea is solidified, make a prototype. The first step is to give it a try:

Test: Repeat the test with society and users and brush up the idea based on the i ’

\_ feedback
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