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Disciplines:

- Design psychology & philosophy studies

- Human-centered design (HCD)

- Sustainable Design Thinking

- Craftsmanship & Maker Culture

- Industrial manufacturing processes + materials
- Entrepreneurship & innovation

- Commercial product & services solutions design
- UX&UI

- Branding & marketing
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The growing possibilities in creative processes of art and design allows us to
accommodate the evolving needs of the industry and society through innovation.
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Interdisciplinary Research
Directions

Entrepreneurship-related:

1st Stream:
Innovation Technology
Collaborations

2nd Stream:
Healthcare and Wellness
On-The-Go

3rd Stream:

Entrepreneurial Innovation for

Marketing Needs
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‘WE SHAPE

OUR TOOLS,
AND
THEREAFTER

OUR TOOLS
SHAPE US.”

Marshall McLuhan
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Three Generations of Landing Chair for ACC
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21st Century Competencies

/ Culture, Creativity and Technological Innovation
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Technologies

Visualization
Help students to master
abstract concepts

Examples:

¢ 3D printers

¢ Interactive maps

» Graphing tools

+ Concept mapping tools

Key Transformational Learning
Practices/Contexts

Differentiated instruction
Student discovery/mastery
Elimination of barriers to higher-
order thinking

Learner autonomy

Timely, descriptive feedback

21st Century Competencies

/ Culture, Creativity and Technological Innovation

21st Century Competencies

Coordination

Communication
Metacognition

Analysis

Numeracy

Problem solving and reasoning

Storytelling and Creation
Develop students as knowledge
creators and communicators

Examples:
» Video/music production tools
» Presentation tools

Student choice and voice
Student creation and iteration of
knowledge (deeper learning)
New partnerships in learning
Authentic, real-world learning
tasks and audiences

Communication
Collaboration

Intellectual interpretation
Creativity

Innovation

Digital literacy

Digital citizenship

Immersive Media and Simulation
Situate learning in real-world and
augmented realities

Examples:
e Virtual worlds
¢ Interactive games

Authentic, real-world learning
tasks

Student creation

Student discovery/mastery
Personalized learning

Timely, descriptive feedback

Cooperation

Conflict resolution

Curiosity

Grit and perseverance
Self-efficacy, initiative

Problem solving and reasoning
Creativity and innovation
Critical thinking
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Connections between technologies, their

key transformational learning and

practices, and competency development

(21st Century Education, 2015)
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/ Culture, Creativity and Technological Innovation - sustainable design thinking

Problem-solving of real-world
social / environmental issues
through alternative and
action-based teaching and learning

By understanding these
challenges, students can cultivate
a desire for difference and change
perceptions regarding design's role
in addressing global issues

Figure 1.17 Key players for sustainability: spheres of influence and flows of power. (source: Jane Penty)

Penty, J. Product Design and Sustainability: Strategies, Tools and Practice. Routledge, 2020.

39



EHBEGKRKE School of Creative Arts
HONG KONG BAPTIST UNIVERSITY B R 8 W 2 K

Theory | : DeSign Thlnking (& sustainable development)

» Share ideas
/|« All ideas worthy

+ Diverge/Converge
/| *"Yes and” thinking
* Prioritize

4+ Interviews

/| » Shadowing
/ | » Seek to understand
' » Non-judgmental

| * Mockups
/l » Storyboards
'+ Keep it simple
/ I Fail fast
| » Iterate quickly

PROTOYPE

« Personas

* Role objectives
« Decisions

» Challenges

+ Pain Points « Understand impediments

» What works?

* Role play
https://dschool.stanford.edu - Iterate quickly
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21st Century Competencies
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/ Culture, Creativity and Technological Innovation - entrepreneurial mindset

mpower ment

e liberty,

e license,

® acceptance,

e acknowledgement,

® adding value

- reflect the evolving
needs of the industry esponsibility

aﬂd SOC|ety e commitment,

e contribution,
® care

- integrating
complementary
research- informed
teaching practices @
e integrity,

e possibility,
® bespoke

What Inspires You

To Be A Creative
ntrepreneur?

(Insighf )

® understanding,
® awareness,

® wisdom,

e forecasting,

e theory

—

* a focus,

e ownership,

® your baby,

e obsession,

® highly specialized

I-_
¥< Stimulate )

o foster,
e agitate,
e animafe,
e disrupt
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21st Century Competencies

/The Qualities - important traits of entrepreneurship in the creative industry

Creativity and
breakthrough

. mindset y
Business Flexible learner

planning | to cope with
S - | market changes

Which items you
considered being
the most Which items can be
important? learnt through your
career?

happeneF
attitude

\ \
\
\\ ‘ Passion and

— Industry drive: lovethe
network things they are
\ doing

. AT T e
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The Cultural Economy
/ based on UNESCQO'’s Framework of Cultural Statistics

CULTURAL DOMAINS RELATED DOMAINS

i ) ( R £ B A 2\ ( B £ 2) . 5 )

A: Cultural and | |B: Performance| | C:Visual arts D: Books and E: Audio-visual | |F: Design and G: Tourism H: Sports and

natural heritage| |and celebration| | and crafts Press and interactive | |creative services Recreation

media
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historical * Crafts magazine « TV and radio gn « Hospitality well-being
places « Other o Intarnet * Interior design and » Amusement

» Cultural printed podcasting . accommo- and theme

matter design dation parks

* Natural * Library games » Architectural * Gambling
heritage « Book fairs services

* Advertising
&servioea =

138888

i

Intangible Cultural Heritage

(oral traditions and expressions, rituals, language, social practices)

Intangible Cultural
Heritage

Education and Training

Education and Training

- /

Archiving and Preserving

e 2

Archiving and preserving

\

7 %

Equipment and Supporting Materials

Equipment and
Supporting Materials
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mechanization, mass production, computers,

water and steam electricpower,  automated
powers assemblyline  production,
electronics

1800 1900 2000

UNESCO Framework for Cultural
Statistics, 2009 p.24

cyber-physical
systems, loT,
networking,

ning

human-robot
collaboration,
cognitive systems,

2010 2020
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Nurturing Future Creative Leaders
/ The 4 “P"s of Creativity

PROCESS:
How we create or can
use our creativity

PERSON:
Creativity within
people, traits, and

THE ONLY WAY TO DO GREAT WORK IS TO LOVE WHAT characteristics

YOU DO. IF YOU HAVENT FOUND IT YET, KEEP LOOKING.

=& AND DONT SETTLE.
. & PRODUCT:

- STEVE JOBS What is considered
PLACE: an invention or
special service

The environment
promotes intrinsic
motivation which
encourages creative
behavior

Rhodes (1961) 4“P”s of Creativity
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Critical Thinking & Creativity
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3 Academies | 7 Unique Programmes

’
CADEMY OF
WISUAL ARTS

o

e Bachelor of Arts (Hons) in Music e Bachelor of Arts (Hons) in Visual Arts

e Bachelor of Music (Hons) in Creative ¢ Bachelor of Arts and Science (Hons) in Arts and Technology *
Industries e Bachelor of Arts (Hons) in Business Administration (Global

e Bachelor of Arts (Hons) in Film and Television Entertainment) *

Bachelor of Fine Arts (Hons) in Acting for Global
Screen

*Offer by the Division of Transdisciplinary Undergraduate Programme (DTUP)
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/ Creative Outputs Concepts to products
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/ Creative Outputs - research led education

o)

. 4
HEHE GRS e
HONG KONG BAPTIST UNIVERSITY

,ﬁ@
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START uP SAYURDA
SEED FUND.

H K$30 000



Creative Industries
/ the creative workforce
Advertising

Culinary

_—
115

Television 13

and Radio
| Creative
Computer
Servi«:e‘ and 12 IndUStry

Software

Publishing
and Printing

11

10

Performance Art 9 =8

Architecture

Arts and
3 Antiques
Market

4 Crafts

6 Fashion

Video, Film and
Photography

Music Interactive Games
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HONG KONG BAPTIST UNIVERSITY

Peter Waters (Gilbert + Tobin, 2022).
Long on creativity: short on
digitalisation. Lexology.

[

B 2
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Kai Tak Campus
Kowloon Tong Campus (former Royal Air Force Officers’ Mess)

N . IHF’ idodha ﬁ.‘.i
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JOCkey CIUb Campus Of CreatiVity HONG KONG BAPTIST UNIVERSITY AR B @B
/ residential education + creative hub

- Become a powerhouse of talent in
the digital world

Four student

residence towers

—] Village CARE ———» Elevate student learning experience

within a student centric infrastructure

—» Link the residence halls and the

U ol ol R R Creative Hub to create a vibrant
Multipurpose hall . l, oy . ,_' environmgpt fgr inte!'mingling and
Amenities Stu dent Actlvnty Cartre cross-fertilisation of ideas
Homes for Creative Media and Practice — Creative Hub Support the development of research
Cluster and Academy of Music, excellence of the University
supported by various state-of-the-art . o
academic facilities, including: Generate innovative ideas to solve
. problems for and with society

v' scoring stage

white-box experimental space Facilitate the organising of arts and

sound and audio research facilities cultural programmes for the public

photogrammetry laboratory
global, flex- and tiered classrooms
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https://jc3.hkbu.edu.hk/
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THANK YOU

SCHOOL OF CREATIVE ARTS

FOR ENQUIRY

https://sca.hkbu.edu.hk sca@hkbu.edu.hk (852) 3411 5205





