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 ,The word "innovation" is widely used today. The resources of innovation are creativityࠉ
which is often conceived to be faculties to achieve completely new and unprecedented 
things. In my opinion, however, it consists two factors :  one is to develop basics and the 
other is to find an original idea different from basics. Most people seem to recognize the 
latter as creativity, which could be attained only by a genius. On the contrary, the former 
concept should not be very unfamiliar.
 Young academic scholars at universities like me or fresh engineers at companies areࠉ
always expected to show creativity and innovation but they are often puzzled what to do. 
If they could come up with the former concept of creativity and regard the development 
of basics as one kind of innovation, they should get relieved and go ahead to challenge 
innovation.
 While academic papers are the familiar basics for scholars at universities, technologyࠉ
of production and related patents are those for researchers and engineers at companies. In 
order to get something new, I think understanding those basics must be a starting point.
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