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Day 1

 INTRODUCTION

 ICBREAKER:

 Who am I?

 Who are you?

 INTRO TO INNOVATION

 Definition

 Types

 Examples
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INTRODUCTION

 WHO AM I?

ADRIANA BUJOR

 PhD Lecturer at the Faculty of Industrial Design and 

Business Management, Engineering and Management 

Department since February 2020
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INTRODUCTION

 WHO ARE YOU?

Name & few personal details if possible

 Where are you from ...

 Studies ….

 Expectations ….
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INNOVATION (MANAGEMENT)

11 July 2023 5

What are the first 3 words/phrases that 

come to mind when you hear innovation?

Go to Menti.com and enter the code 3394 2858



INNOVATION

❖ the ways to increase the performance of a business;

❖ the main determinant of long-term economic performance 

and prosperity, as well as an essential influence on the 

operation and performance of individual firms and markets;

❖ intentional and focused effort to bring change in the 

economic or social potential of an organization;

❖ the means by which entrepreneurs constantly seek new 

sources of innovation (Drucker);

❖ the implementation of new production method 

combinations (Schumpeter)
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INNOVATION

Innovation    invention

using a better and implicitly  the creation of the idea or

newer idea or method  method itself
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Innovation  change, design or creativity



INNOVATION
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The Matrix of Innovation
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Incremental Innovation vs. Radical Innovation

11 July 2023 10

✓ the most common form of 

innovation

✓ consists of an improvement, 

optimization of an existing 

thing (product/ service/ 

process);

✓ uses existing technology 

✓ increases customer value in 

the existing market;

✓ the purpose and benefits are 

to optimize customer 

benefits, reduce costs, 

reposition, adapt to 

introduce new markets or 

adapt to new circumstances 

such as new laws and 

standards.

✓ find a whole new way of 

doing something;

✓ giving birth to new industries;

✓ it involves the creation of 

revolutionary technologies 

and even the creation of new 

markets.



Incremental Innovation vs. Radical Innovation

11 July 2023 11

Example:

If a company had made glasses in the 1950s, then plastic 

lenses instead of glass lenses would have been an 

incremental innovation. Contact lenses or laser eye 

surgery would have been radical innovation.

Please, think of and give more such examples!



Disruptive Innovation vs. Architectural Innovation
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➢ a term of art;

➢ describes a process by which 

a product or service initially 

takes root in simple 

applications at the base of a 

market and then moves 

relentlessly through the 

market, eventually 

substituting established 

competitors;

➢ refers to when an 

innovation creates a 

fundamentally new value 

network.

✓ developing and bringing 

new technologies to 

market through research 

and development (R&D) or 

production and sales 

activities;

✓ you've got a new 

invention on your hands 

and you go looking for a 

market.



Disruptive Innovation vs. Architectural Innovation

11 July 2023 13

✓ Apple iTunes: By integrating the Internet into the music curation 
process, Apple used disruptive innovation to change the very 
foundations of the way consumers listened to music. As a result, 
Walkmans, CDs, MP3 players and record stores are generally considered 
ancient artefacts in today’s market.

✓ Uber app: Ride-sharing, geolocation and freelance workers were 
nothing new. Combined, however, they became a game-changing 
innovation that served as a standout example of the sharing economy – 
so much so that the term ‘uberisation’ has become a term in and of 
itself.



The Matrix of Innovation
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The Matrix of Innovation
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• Most innovations happen in this quadrant, 

because most of the time they are looking to 

improve something that already exists, be it a 

product, a service, ... 

• It wants to improve existing capabilities in 

existing markets and starts from a fairly clear 

idea of the problems to be solved and what 

skill areas are needed to solve them.

Example: Apple is a superior sustaining innovator. 

Apple did not invent the digital music player, the 

smartphone or the tablet. However, they were 

constantly improved over the previous models so 

that they seemed to be something completely 

new every time. In the same sense, Toyota makes 

cars just like any other car maker, except they 

make them good.



The Matrix of Innovation
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• When the basis of competition changes, due to 

technological changes or other changes in the 

market, companies may find themselves 

becoming better and better at things that 

people want less and less. 

• When this happens, the firm's product 

innovation is no longer useful, so business 

model innovation must take place.

Example: While every new Apple product 

manages to turn heads, when Google comes out 

with something most people don't even 

understand what it is. From Google Maps to self-

driving cars, they're meeting needs customers 

didn't even know they had. 3M, the company that 

pioneered scotch tape and post-it notes, is 

another example.



The Matrix of Innovation

11 July 2023 17

• Sometimes companies face a well-defined 

problem that is just hard to solve. In such 

cases, non-conventional skill areas must be 

explored. Open innovation strategies can be 

extremely effective in this regard because they 

help expose the problem to various skill areas.

Example: The need to find the structure of DNA 

was a very well-defined problem, but the answer 

eluded even the most talented chemists. Typically, 

these types of problems are solved by synthesizing 

domains, so Watson and Crick solved the DNA 

problem by combining insights from chemistry, 

biology, and X-ray crystallography. 



The Matrix of Innovation
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• Innovations never arrive in a complete format, 

always starting with the discovery of a new 

phenomenon. No one could have guessed how 

Einstein's discoveries would shape the world or 

that Alan Turing's universal computer might one 

day become a real thing.

Example: While most basic research takes place 

in academic institutions, some businesses can also 

excel in this area. In 1993, IBM research achieved 

the first quantum teleportation, a technology that 

“won't lead to a product until after 2020”. They 

continue to lead in patents. Basic research 

requires a long time horizon to be worthwhile and 

therefore needs to be combined with other 

methods, either in-house or through partnerships.



”Market pull” vs. ”Technology push” Innovations

Please, give some examples .......
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✓ when a new innovative 

product comes from a need 

identified within a market;

✓ are initiated by specific 

customer requests.

✓ developing and bringing new 

technologies to market through 

research and development 

(R&D) or production and sales 

activities;

✓ you've got a new invention on 

your hands and you go looking 

for a market.
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Business 
innovation

Product 
innovation

Process 
innovation

Organisational 
innovation

Marketing 
innovation

Strategic 
innovation

Technological Innovations Non-technological Innovations
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Product Innovation

• when people think of innovation, they often think of product 

innovation;

• is generally visible to the customer and should lead to greater 

demand for a product

• product innovation can come in three different forms:

• developing a new product, such as Fitbit or Amazon Kindle;

• an improvement in the performance of an existing product, 

such as an increase in the resolution of the digital camera of 

the iPhone 11;

• a new feature of an existing product, such as electric windows 

in a car.
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Product Innovation

• Examples of new products or significantly improved services:

• 3D printer

• driverless cars

• ...
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Product Innovation
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Product Innovation

Nike AeroAdapt:

the new fabric 

design reimagines 

how air flows 

around the body.
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Product Innovation

Think of an 

idea to 

improve this 

product

(3 min)
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Product Innovation

1
• Efficient use of space

2
• Easy organization of 

accessories

3
• Simple to implement

4
• Easy to keeping clean



 it is usually seen and appreciated internally;

 with the lowest risk;

 can include:

 changes in equipment and technology used in production 

(including software used in product design and 

development),

 improving the tools, techniques and software solutions 

used to assist in the supply chain and delivery system,

 changes in the tools used to sell and maintain a good, 

and the methods used for accounting and customer service.
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Process Innovation
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Process Innovation

The cars were 

assembled 

individually and by 
hand

Mass production of 
cars

1913
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Process Innovation. FORD assembly line
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The Most Innovative Companies in 2023



LET’S TEAM-UP!!!!

 https://www.truity.com/test/type-finder-personality-test-short

 https://www.traitlab.com/16-personality-types-test
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https://www.truity.com/test/type-finder-personality-test-short
https://www.truity.com/test/type-finder-personality-test-short
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See you tomorrow!



Day 2 

 The Design Thinking Process 

 Definition 

 Stages 

12 July 2023



› DESIGN THINKING
34



72% of all new products 

and services fail!!!

Why Design Thinking? 
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Why 

Design 

Thinking? 

36



37



38



39



40



41

The process of creating 

solutions using creative 

problem solving 

techniques



The Design Thinking Process – Key Principles  



The Design Thinking Process – Mindset 
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The explore phase will help you: 

› Synthesis the STEEP trends analysis to gain insights on the implications and context of your 

design challenge. 

› Foster multiple perspectives to explore your design challenge. 

› Map the organization’s activity system/ecosystem as the foundation model to leverage for your new 

idea delivery. 

› Map key stakeholders to appreciate the key people who determine the success of your design 

challenge 

› Frame project (design challenge) into design opportunity 

› Identify, select and invite your target stakeholders for the interview 

› Plan your design challenge project management. 

Explore 
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Explore 
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STEEP Analysis
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› To understand the future opportunities and challenges;

› To keep an aye on the future while focusing on the possibilities of the current as 

new services, processes, administrations and public policies may have to be 

developed in response to those trends.

› To cultivate thinking which leads to future implications of the present chages.

Why STEEP analysis?
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How to conduct STEEP Analysis
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STEEP trends analysis template

50

List down 

trends under 

each 

category and 

label them as 

opportunities 

and 

challenges

(30 min)



STEEP analysis matrix 

51

Sort the 

trends based 

on its impact 

and 

(un)certainty 

of its 

occurrence.

(15 min)
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After 

mapping 

the trends 

in the 

matrix, 

filter few 

trends using 

this 

template. 

(15 min)



Strategic priorities
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Strategic priorities
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From the 

STEEP Analysis 

Matrix 

prioritization 

Template, 

filter and the 

trends using 

this template



Strategic priorities
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SYNTHESIS: 

MAKING SENSE 

OF STEEP 

ANALYSIS & 

STRATEGIC 

PRIORITIES 

TEMPLATE



 The Design Thinking Process 

 Ideate 



› Empathize is a mechanism to understand and share the feelings of your users to 
foster deep user understanding and be able to uncover the deep user insights 
and needs. 

› Purpose: 

› to foster empathy and deep understanding of the users in terms of their 
life, needs, aspirations and challenges; 

› appreciate others as human beings and understand and relate with their 
feelings; 

› see their world through their eyes and make emotional connection; 

› communicate understanding with others and share their world; 

› be in the shoes of your users, experience same and gain fresh insights and 
uncover their needs; 

› and 

› develop passion to act and help and inspire us to find new solutions. 

Empathize 
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Empathize 
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FIELD OBSERVATION 

› Structured approach to observing people in their natural Environment to uncover user insights and 
fresh perspectives of people and their behaviors. 

DEEP USER INTERVIEW 

› An art of conversation to elicit stories and uncover deep user insights and needs – both latent and 
unmet needs. 

NEEDS FINDING 

› Human process of making sense & transforming your observations and deep user interviews into 
usable data cluster &meaningful insights to uncover the unmet needs of your users. 

PERSONA DEVELOPMENT 

› A process of humanizing your target users, giving voice and character and making them real. 

Methods & tools 
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› Deep user interview is an art of conversation to elicit stories and to 
uncover deep users’ insights and needs – both latent and unmet needs 
through understanding of the users’; 

› Behaviour & feelings,

› Goals,

› Motivations, 

› Aspirations,

› Values,

› Beliefs,

› Pains and challenges. 

Deep user interview 
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1. Pre-interview preparation 

› Prepare interview questions 

› Plan and structure your interview

› Identify interview team and assign roles

› Conduct mock interview 

How to conduct Deep User Interviews? 
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2. During the Interview 

› Follow your interview structure – use of Type A (closed) and Type B (open) questions - and make it a 

natural and a casual chat. 

› To begin the interview, use Type A questions relating to the demographics and habits to build rapport 

and make interviewee comfortable. 

› To explore, elicit stories and deeper response and gather information on personal motivation such as 

aspirations, inspirations, motivations and pain points use Type B questions. 

› Use Type A questions to gather information related to the project statement. These questions were 

prepared to be asked towards the end of the interview to wrap up. 

› Avoid questions that lead to a dead end. Use interview tools and techniques to probe more and evoke 

stories and explore emotions. 

› Be comfortable with silence and observe for non-verbal cues and emotions. 

› Use User Interview Notes Template to record everything in verbatim. 

› Do not interpret or analyse anything during the interview. 

How to conduct Deep User Interviews? 
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› Ask - asking right questions (ask open-ended probing questions),

› Listen – listen for deeper meaning, listening with purpose 

(empathic listening – listening with all senses – and wonder why 

that is important), 

› Observe – observing with all senses, 

› Sense – make inference to gain clarity, and 

› Record – record everything in verbatim. 

There are five main activities of conducting 

Deep User Interview: 
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3. Post Interview 

› Conduct post-interview debrief immediately after each interview sessions. 

Use Post Interview Discussion Template to summarize what you heard 

during the interview and develop a common understanding about the user 

interviewee. 

› Conduct post-interview debriefs presentation to the team. Use post-interview 

De-brief Presentation Templates. 

How to conduct Deep User Interviews? 
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1.Using the empathy map as inspiration, design a list of questions

for your deep user interview (20 minutes).

2. Conduct a mock interview: one student from each group (from

TUIASI) will be the interviewee (40 minutes).

3.Use the User Interview Notes template during the interview.

4.Use the Post interview discussion template and the post

interview debrief presentation to synthesis the interview results

(30 minutes).

5.Use Persona Canvas to describe and sketch out the Persona 

details (30 min)

Next 
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Sample Rapid 

Persona 

development 

Canvas(to 

describe and 

sketch out the 

Persona details)



See you tomorrow!

71



Day 3 

 The Design Thinking Process 

 Ideate 



The Design Thinking Process 
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The ideate phase aims at: 

› Generating quantity and variety of ideas 

around user deep (sub-)needs

› Combine generated ideas into concepts 

Ideate

74

* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf

Brainstorming



Ideate

75

* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html



Creative methods for internal search
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*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



Creative methods for internal search
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf

*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



Mind map
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html



Mind map
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf

*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



SCAMPER is a 
creative 
brainstorming 
technique that 
stretches the 
parameters of 
thinking to 
generate new 
ideas from 
different 
perspective. 
Given any object 
you can use 
SCAMPER to 
generate new 
ideas!

SCAMPER
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** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf



SCAMPER is a 
creative 
brainstorming 
technique that 
stretches the 
parameters of 
thinking to 
generate new 
ideas from 
different 
perspective. 
Given any object 
you can use 
SCAMPER to 
generate new 
ideas!

SCAMPER

81

** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf



How Might We…
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

**** Larry J. Leifer, Michael Lewrick, and Patrick Link, “The Design Thinking Toolbox: A Guide to Mastering the Most Popular and Valuable Innovation Methods”, Wiley 2020



How Might We…
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

**** Larry J. Leifer, Michael Lewrick, and Patrick Link, “The Design Thinking Toolbox: A Guide to Mastering the Most Popular and Valuable Innovation Methods”, Wiley 2020



How Might We…
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html



… use an old tire!?

How Might We…
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Brainstorming
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

** Hwa, L. C. et al., 2017. Design Thinking. The Guidebook. [Online] Available at: https://www.rcsc.gov.bt/wp-content/uploads/2017/07/dt-guide-book-master-copy.pdf

*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



Brainstorming
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**** Larry J. Leifer, Michael Lewrick, and Patrick Link, “The Design Thinking Toolbox: A Guide to Mastering the Most Popular and Valuable Innovation Methods”, Wiley 2020

*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



Brainstorming
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

**** Larry J. Leifer, Michael Lewrick, and Patrick Link, “The Design Thinking Toolbox: A Guide to Mastering the Most Popular and Valuable Innovation Methods”, Wiley 2020



Creative methods for internal search
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* https://executive.mit.edu/course/mastering-design-thinking/a056g00000URaa4AAD.html

*** Engel, A., 2018. Practical Creativity and Innovation in Systems Engineering. Hoboken: John Wiley & Sons



6-3-5 Brainstorming Activity
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› Individual brainstorming (activity) – 20 minutes

› in order to solve the design challenge think and 

propose your own concepts.

› Presentation & team brainstorming – 60 minutes

› everyone presents their individual concepts to their 

peers

› search on-line for existing solutions and compare to 

those derived

› choose only one solution to solve the design challenge.

› Presentation of the product idea explaining why it was 

selected – 5 minutes team

› Feedback

LET’S BRAINSTORM!!!!
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See you next time!
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