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Market size

Competition

Protectability



Design Thinking
work process Techniques
User-Centered approach

solve problems in...

a Creative and Innovative way



Design Thinking Mindsets
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New Product Development

e Need

e Change

e Market trend

e Potential customer
e Consumption habit

e Competition
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Chance of Success ?
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New Product & Learning

No Partial Requires
new learning new learning new learning

Definition

m Awareness Advertise Training

Wide distribution Different / Benefit Education / Trial




Innovation

Failure rate of new product & service can be 90 %



Design Thinking Model

1. Empathise
2.Define
3.Ideate
4.Prototype
O.Test



1.Empathise



Problem

Pain Point '

Need



Inventor

e -

1st customer



Empathy Map
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Potential Customer Analysis

decision maker - B"YER

influencers / recommenders s

users

_,

Competition
Marketing Plan



2.Define



Define
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Define

Focus the Needs & Problems

GAIN POINT & PAIN POINT







3.Ideate



Ideate

e develop the concept of new product
® Best serve the need of customer

e Stand out from the competition




Brainstorming
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Brainstorming Rules

e Defer judgement

® Encourage ideas

e Build on others ideas
® Focus on topic

® Go for quantity



How might we............. ?
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SCAMPER Model

* New Ideas

* New Products
* New Service

* New Process



SCAMPER

S = Substitute NITNALNY

C = Combine YINITINANY

A = Adapt Usuasu

M= Magnify, Modify v lvfinnnau aaulas

P = Put to other purposes 1l ldNaInndszasndu
E = Eliminate, Minify M lrnpeas
R = Rearrange, Reverse  aal584 il a59nUaH



5 CAMPER
Substitute

Components, Materials, People
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S. 7 AMPER
Combine

Mix, Combine, Integrate
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SC. 1\ MPER
Adapt

Make fit, adjust, change function
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SCA! || PER
Modify, Maxify

Change shape, scale, attribute
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Put to another purposes

Different use, objective
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Remove, simplify, reduce
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SCAMPE

3

H

Reverse

Rearrange
INANAY N
NIATINUBN

NIFDUNY



4.Prototype



Prototype Development

e Creative team

e Cross-discipline work

e Dehne goals and deadlines
® (Tloney

® Time & Human resources



Rapid Prototype
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Fail Fast
Learn Fast




Why ?
e Almost by dehnition
e Not well understood
e Tend to not perform very well

® Error can be detected earlier

e Often leads to failure



O.Test



Test

e How product operates in a real life
e Really solves the problem

e Need to know how to adapt or change



Resources

Innovation

e lalization
Research —/ “v ’9 ommercialliza
alley of Death
Resources y Resources
Research Faculty Level of Development Entrepreneurs and

and Students Business Community
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