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In this study, we conducted extensive research using both quantitative and
qualitative approaches to explore how to activate organizations. We utilized behavioral data,
qguestionnaire surveys, and case studies. The occurrence of the COVID-19 pandemic during the research

period prompted us to investigate how to activate organizations not only through face-to-face
interactions but also through online communication. We were able to clarify conditions and measures
to enhance outcomes and learning within organizations, influenced by advancements and widespread
adoption of ICT, including generative Al. Additionally, through case studies, we collected examples
demonstrating leadership in various contexts, including local communities, that fostered
organizational activation, and extracted their key characteristics.
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