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PO Living Lab Design
PUPE AFHoZ Y3517] SdsiAE A In order to carry out Living Lab successfully,
s 2 ol BAAY AEAE &3H O =Z a design that effectively connects sophisticate
S 712 aanze A7 Basit. @Wde) Y| d stakeholders and social issues i necessary.
g9 (5 5 99, ewgel dA9e, @A 43 Students will understand the concepts, principl
A 98 HE sty olsfdit) es and design principles of Living Lab, and po
ints to be noted when performing Living Lab.
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Design thinking for Social innovation
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Students will study design thinking used to
solve social problems. We look at examples
of innovation in various fields such as envir
onment, social exclusion, and community car
e, and look for solutions to social problems
found in the region. It is also a preparation
process for service learning on social value.
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Behavioral Economics and Brand Management
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Companies that are not trusted by customer
s cannot survive. Brand management is a ta
sk of drawing voluntary participation to crea
te a trusted company from a front-line emp
loyee who is facing customers to the presid
ent. Using brain science and behavioral eco
nomics knowledge, we seek marketing, custo
mer management, neuro-marketing and orga
nizational management techniques together.
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Social Issues and Trends Analysis

Students learn how to predict future patterns
and trends through social issues and environm
ental analysis. Students develop the ability to
predict the future and plan accordingly throu
gh future forecasting methods such as inform
ation gathering methods, environmental analys
is, trend finding techniques, and scenarios.
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Living Lab Project I
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It is a process of testing in living spaces w
here innovative solutions designed to solve
problems found actually work. Repeated exp
eriments are conducted to see if prototypes
applied with high-teches, nudge designes an
d behavioral modification techniques can ac
tually help solve problems. Each team carri
es out the project with universities and regi
ons as test sites.
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Fourth Industrial Revolution and Start-up
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The Fourth Industrial Revolution, represented
by artificial intelligence, big data, the Interne
t of Things, and renewable energy, is rapidly
changing the industrial structures. This techn
ological innovation is creating a new business
environment centered on platform business.
Entrepreneurs can take advantage of more st
artup opportunities due to a sharp drop in tr
ansaction and startup costs. In this course w
e explores these opportunities together.
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