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Design Thinking and Other “Thinking”

ENGINEERING MANAGEMENT DESIGN
THINKING THINKING THINKING

Resolve the way Optimize the way Build the way
Focus: What! Product Focus: How! Strategies Focus: Why! Value to
and solution. and Markets cliente.

- Leadership Business Consulting @ EDP Innovation

Immersion Program



Instead of starting from the stand point of

“ engineering or management, Design
Thinking encorajes leaders to start from the
client perspective.




Engineering Thinking, Management Thinking, Design Thinking

Traditional Thinking Design Thinking

Loves to avoid mistakes Loves to learn from mistakes
Sustaining order Taking risks
One way Interactive

Logic; Numeric models Emotional insight; Experiential m

Analysis aimed at proving Experimentation aimed at iterating
one "best" answer toward a “better” answer

Planning Blellgle
Facts and numbers Storytelling
Standardization Humanization

Relevance Value Redefinition




Engineering Thinking, Management Thinking, Design Thinking

A~
ANALYTICAL
THINKING C
ENGINEERS DESIGN DESIGNERS
“Reliable, safe, proven” THINKING “Awesome sauce. | love
100% RELIABILITY 50/50 MIX 100% VALIDITY
BUSINESS DESIGN

Underlying Assumptions

Rationality, Objectivity;
Reality as fixed and quantifiable

Subjective experience;

Reality as socially constructed

Numeric models

Method | Analysis aimed at proving one Experimentation aimed at
"best” answer iterating toward a “better” answer
Process | Flanning Daing
Decision Drivers | Logic Emotional insight,

Experiential models

Values

Pursuit of control and stability;

Discomfort with uncertainty

Pursuit of novelty;

Dislike of status quo

Levels of Focus

Abstract or particular

Meovement between abstract and

particular




Engineering Thinking, Management Thinking, Design Thinking

TRADITIONAL
THINKING

Flawless planning
Avoid failure
Rigorous analysis

Presentations

Arms length customer
research

Periodic
Thinking

DESIGN
THINKING

Enlightened trial & error
Fail fast

Rigorous testing
Lightweight experiments
Deep customer immersion
Continuous

Doing

FAZER AS COISAS
CERTO FAZER AS COISAS
CERTAS

CAPTURAR
VALOR
GERIR
O PRESENTE CRIAR
O FUTURO
BASEADO
EM ANALISE BASEADO
EM SINTESE
PENSAR,

E DEPOIS FAZER

PENSAR FAZENDO

CELEBRACAO DO )
GENIO INDIVIDUAL CO-CRIAGCAO
TRANSDISCIPLINAR




Engineering Thinking, Management Thinking, Design Thinking

problem solving design thinking
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THE
EVOLUTION
OF DESIGN

“I think it s time for a THINKING

IT’S NO LONGER JUST FOR
PRODUCTS. EXECUTIVES ARE

Design Thinking R Stvas SRt
sy AND MANAGE
workshop

CHANGE.

€ TimoElliott.com
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Design Thinking — Many Models

Learning about the brainstorming and Returning to your original
audience for whom you coming up with cre- user group and testing
are designing ative solutions. your ideas for feedback.
" o & S
< \ < < \ <
Redefining and focusing your Building a representation of
question based on your insights one or more of your ideas to
from the empathy stage. show to others

My aﬂg:iéaz7‘f/5&n(5)§9 CHEAT SHEET

User
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(point of view)

BUTLD to
LEARN

SO,
don't tell
PROTOTYPE

YES! and...
YES! and...
YES! and...
YES! and...
YS! arnd..

YES! wnd.
YOS k.

start afl ever
{do it a5 rany times as possible)

Search for rekh
Stories and Find Some

LOVE




Design Thinking — Many Models

Discover Define Develop Deliver

What and Why How

A question, vision or b N A clear opportunity or brief v . A functioning and
statement of intent on which to base ideas proven concept

Seeking
feedback from
users

Understanding

people’s daily ’ ;
experiences (’
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Design Thinking — Many Models

Design-Thinking for Innovation

1. Define the challenge/opportuni
9e/0pRo o 10. lterate
2. Gather data 9. Implement
ﬁJE‘I T Benchmark 7%
oeerstand ' . | 8. Assess
' outcomes/refine

3. Re-frame/

clarify challenge 7. Prototype / test

4, Incubate 6. Evaluate/Refine
Arts, science, culturs,

macitation, sleep on i ) o
8. |ldeatef co-creative, multi-disciplinary

. - visual, brainstarming, fuiure
illuminate ...
SCENANNS

Journey
o Mapping
Value Chain
Analysis

Mind
Mapping

WHAT |57

Visualization
Concept
Development
Brain- P7) ?333'"”37":'” Customer
storming esting Co-creation

Learning

Rapid Launch

Prototyping

WHAT WORKS?
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STEP BY STEP
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LARS DAENEN - 204

WHO ARE YOV PON'T BE
AFRAID TO FAIL

The five phases of the design process:

1 2 3 4 S

DISCOVERY INTERPRETATION IDEATION EXPERIMENTATION EVOLUTION
] U
Ihavea Ilearned I1see an Ihave an 1trled
challenge. something. opportunity. idea. something.
Howdol Howdol What do Howdol Howdol
approach it? interpret it? Icreate? build it? evolve it?

DON'T IMPOSE A SOLVTION
e —-



