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i SCRH B Thinking Technique (literacy) for creativity transfer
- Trial to planning and development of new toy and game products -

The purpose of this thesis is to clarify the ideal situation of transfer creativity. In the field of
toy industry, it is common belief that maverick geniuses develop successful products and thus,
it is difficult to transfer creativity, because the creativity depends on personal attribute. To
solve this problem, I found out the mechanism of creativity transfer systematically, and
designed a new method of creativity transfer. This method was applied to university, national
college of technology, and companies. As a result, it turned out that the person who mastered
this technique could achieve an effective result for a short time with low-cost.

This method — “Life Design Management Engineering” — was built up systematically
based on metaphysical philosophy, business administration and brain science. The basement of
this method is “Matrix Frame for Thinking” work-sheet established based on the management
technique used when I managed the corporation. The framework sheet consist from seven
basic knowledge, which are 1) moral, 2) physical health, 3) intelligence, 4) financial, 5)
playful, 6) home/family, and 7) aesthetic knowledge. At viewpoints of seven knowledge, users
analyze the circumstance changing, recognize current status, plan the vision (purpose), target
after one year and draw out concrete one day action plan. This method is to quest for the
essence of things by “Principle of decomposition and integration”. In the class of “Life Design
Management Engineering”, at first, students  discussed each other in their group with matrix
thinking framework sheet. Next, they make presentation in their group and in class. Through
the processes, student had “shared knowledge” — “common language”, “common technique”
and “common thinking”. When the students attend to group work of developing the product,
student who had trained these learning were able to have mutual understanding at once. It will
be concluded that “Life Design Management Engineering” is effective to production of new
products, and this method can be developed to the “Encourage Education of Humanity™.
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