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Today

• Why	innovate?
• Who	are	the	most	innovative?
• Why	design?
• What	is	design	about?
• Designing	the	future	(a	bit)



Why	innovate.	What	strategic	
problems	do	you	face?	



Many	industries	are/can	be	disrupted.
What	else	causes	disruption?	How?



• The	norm	for	organizing	in	business	was
• Physical	products
• Division	of	labor
• Mass	production
• Linear	model	(e.g.	
R&D	to products)
• Slow	changing

The	old	industrial	model

Ford	“Model	T”	
production	line	
(early	1900s)



But	things	change.
Who	are	the	most	innovative	firms?



Who	are	the	most	innovative	firms?



How	do	we	innovate today?



How	do	we	innovate	today?

• R&D
•Marketing
• C-suite
• Forecasts

Is	this	good	enough?



How…	iteration,	combinative	business	models

Ingress

Pokemon Go

Restaurant	(Peperoni	Pizza)

What’s	really	changing	in	our	lives?



• Physical	products to Services,	experiences
• Division	of	labor to	 Ideas
• Mass	production to	 Business	models,	contextual
• Linear	model to	 Non-linear,	user-centered
• Slow-changing to Disruptive

So,	we	are	going	from…

Sewing	at	night	via	d.light solar	lamp	(NYT)



Why	design?

• As	environment	becomes	more	uncertain,	
need	to	innovate

But
• Innovation	lacks	a	process;	creative	and	
human	aspects	often	downplayed
• Design	brings	these	back

• Design	mitigates	risks	by	focusing	on	users



Rise	of	Design?	Designers	in	startups
#DesignInTech Report	2016



What	about	the	rest?	
Acquisitions	of	design	firms

#DesignInTech Report	2016
John	Maeda,	Design	Partner
Kleiner Perkins	Caufield &	Byers



What	is	design	about?



What	is	design	about.	

• Are	you	watching	a	movie?	(limited	choices)

• Or	planning	a	tea	party?	(unlimited	
possibilities)

A
B
C



Keeping	users	at	the	center

• Helps	find	the	right	problem

• “Design	a	better	[household	cleaning]	experience”
• Design	Continuum
• https://www.youtube.com/watch?v=O80A5vCdjCw



A	mindful	iterative	process

Field	research
yielding	insights
into	needs

Define	problem
statement
(e.g.	user’s	
point	of	view)

Brainstorm

http://dschool.stanford.edu/dgift/



Try	it	out

Design	challenge:	“...How	might	we	improve	health	in	
everyday	life?”

• (1)	Think	to	yourself	for	one	minute,	what	do	I	need	to	
do	to	improve	my	health,	daily?	(write	it	down)

Now,	forget	what	you	thought.	Do	user	research	(3	mins):

• (2)	First,	pick	partners	– one	is	interviewer,	one	is	
interviewee	(“user”)



Try	it	out…

• (3)	Interviewer:	Ask	open-ended	question(s).	Listen	
well	(1-2	mins)
• E.g.	what	does	“being	healthy”	mean	to	you?
• Or,	what	worries	you	(about	health)	as	you	[…]?

• (4)	Interviewer:	Then	follow	by	probing	(3	mins)
• Asking	5	whys	(or	“why	not”,	what, how...)
• Tell	me	a	story	(about	health,	etc.)
• Tell	me	about	your	average	day	(and	how	health	relates)



Try	it	out…

• (5)	what	is	your	user	trying	to	do	(goals,	meanings)?	
Frame	it	as	a	problem	statement	(1	min)
• He	or	she	is	trying	to	[…]	because/but […]

• (6)	Think	of	one	or	two	solutions	and	share	it	with	
your	user	(2	mins)
• Draw	it	if	possible

• (7)	User:	compare	this	with	your	own	answer	to	(1)



Continuing	on…
‘what	is	design	thinking	about’…	



Being	creative

When	I	first	started	working	there, I	proposed	many	new	
ideas	to	my	boss	every	day. However,	my	boss	always	
asked if	I	had	the	data	to	prove	it	would	sell, and	asked	
me	to	think	of	product	development	after	analyzing	
market	data. Data,	data,	data.
So	I	analyzed	the	market	data	before	thinking	of	a	
product. However,	I	was	unable	to	think	of	anything	new	
at	that	moment.My	ideas	were	unoriginal. I	wasn't	
getting	any	new	ideas	and	I	grew	tired	of	thinking.

Shimpei Takahashi,	a	toy	developer,	TEDxTokyo



Being	creative

• What	does	being	playful	do?

• Play	is	just	one	way	to	be	creative…



Collaboration	

• Where	do	good	ideas	come	from?	
• From	cross-functional	to	cross-disciplinary



Keeping	things	loose

• e.g.	rough	prototypes



Rough	prototype	of	surgical	tool	(Source:	IDEO)

Keeping	things	loose:	prototyping



Attitude

• Open-minded,	always	learning



What	does	creative
playful collaboration
look	like?

• https://www.ted.com/talks/t
om_wujec_build_a_tower



Being	creative

• By	being	playful
• While	minding	users



How	do	we	design	the	future?

Feasibility
(2ix)

Viability
($$)

Desirability 
()ea)

• Design	is	about	fulfilling:



How	do	we	design	the	future?

Feasibility
(2ix)

Viability
($$)

Desirability 
()ea)

Trends
Sustainability through
values and meanings
à Future	business	

models,	
à Revenues 



What	is	design	about?

• A	mindful	process
• Keeping	users	at	the	center
• Being	creative
• Collaborative (interdisciplinary)
• Keeping	things	loose	(playful,	prototyping)
• Attitude
• Mindful	process

à Human-centered	innovation


