THERE'S SOMETHING ABOUT MODELS...

Models are VERY different!
The "Design Dialogue” model: Selling a new way of working
Contemporary innovation models

Features for our modelling?
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The "Design Dialogue™ model:

Selling a new way of working
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Organization context

SPIRE: describing complex past experiences

Beyond the loops, please! l
Illuminating/ challenging / moving boundaries
(transitions) ‘
Skilled Actions »
Doing :
Event driven ' |
»

Use contexts




SPIRE: promote core activities

Participatory Innovation
Et forleb af aktiviteter i samspil med brugere

CO-IDEATION

\ BUSINESS \

MODELLING

Dobbelt formal:
Viden om brugere, inspiration til at gen-taenke praksis
Forretningsmuligheder i form af produkter, services, organisering
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. DKDS: study both users and client/system
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DKDS: exploring the complex
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MAKETOOLS: New forms of visualization

VISUALIZATION FOR SELLING, TELLING OR SHARING

Experimental
Animatics
Fly-throughs
Personas
and Scenarios
3D models

“Usability”
Testing Visioning
Workshops

Experience
Models

“PRODUCT”
EXPERIENCE

Perspectives
Sketches

Experience
Timel

2D and 3D
Participatory
Modeling

VISUALIZATION FOR MAKING

nbby/



MAKETOOLS: designing with the client
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designing with

designing for

with teaching

aﬁ\c\patory Vl'sion ihg

“with” moments

transition planning

nbbj



MAKETOOLS: defining and clarifying concepts

tools

& techniques

methods

methodologies

tool: a device or implement used to carry out a
particular function.
technique: a way of carrying out a particular task.

method: a particular form of procedure for
accomplishing or approaching something,
expecially a systematic or established one.

methodology: a system of methods used in a
particular area of study or activity.

mindset: the established set of aftitudes held by
someone; one’s frame of reference.

culture: the customs, arts, social institutions and
achievements of a particular nation, people, or
other social group; a set of learned beliefs, values
and behaviours shared by a group of people.

nbbj



SWECO: a model that sells

Workshop 0 Workshop 1 Workshop 2 Workshop 3 Avstamning
Fragestaliningar |dentifiera Implementera - Diskutera & utvardera Rekapitulera
Spelregler Formulera kvaliteter mal och kvaliteter Revidera & komplettera Diskutera & utvardera
Uppdrag till arbetsgrupp Utveckla idéer Inspiration Félja upp mal Ev revidera/komplettera
Stimulera dialog Bygga disposition Fortsatt arbete

Tolkning grupparbeten
Inspiration

Ev reviderad
synteslayout

Layuotskisser -
1 eller fler alt



SWECO: plan for control
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MAKETOOLS: discovery framework

design-led

design-led | design
research | exploration

research exploration

“real” | experiments and
research | interventions

research-led



MAKETOOLS: ideation

Information

Values reliability, validity and
rigor

Builds upon investigation,
analysis and planning

Relies on extrapolation from the
past as a way to move into the
future

Inspiration

Values relevance, generativity
and evocativeness

Built through anticipatory
thinking, ambiguity and surprise

Draws primarily from the
future, using imagination as the
basis for expression



CONTEMPORARY
INNOVATION MODELS
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DESINOVA STRATEGIC INNOVATION MODEL.:
non-linearity and phases!?

l:l PROJEKTKONKRETISERING
D MARKEDS- OG BRUGERFORSTAELSE D IDE- OG KONCEPTUDVIKLING

D IDE- OG KONCEPTUDVIKLING

Nar projektet | foregdende aktivitet er konkretiseret
tilstraekkeligt, og organisationen mener at kunne tilfgre
markedet reel vaerdi, s8 handler det om at f3 defineret
forretningen over for det afdakkede behov. Der er talrige
eksempler pa forretninger, der ikke rammer det behov,
som man troede. Taenk bare pa flybranchen, der for ti ar
siden primasrt eksisterede for at levere luksurigse og
prestigefyldte rejseoplevelser, Indtll en lille gruppe af
akterer besluttede sig for at gere flyrejser til en lavpris og
praktisk rejseform og dermed identificerede et helt nyt
behov hos kunden.

K UDGANGSPUNKT

Derfor handler det om at f3 signalerne for behovet ngje
analyseret ved brug af forskellige fagligheder, som
dermed tilvejebringer forskellige nuancer i den fremtidige
forretning. Den information, som kan tilvejebringes i
forhold tll markedsbehovet, skal efterfolgende Indarbejdes
| forretningsgrundlaget.

|—:| FORRETNINGSOPSTART OG UDVIKLING

|:’ KAPACITETSUDVIKLING
I:I FORRETNINGSEVALUERING OG TILPASNING




CIRCULAR, CLOSED & o o,
OPEN INNOVATION

Product Design
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INFOGRAPHIC: one narrative, many models




FEATURES FOR OUR MODELLING

OVERALL PURPOSE: selling? — doing? — understanding?

PARAMETERS (raw material for new diagrams and mini models):

AUDIENCE: clients — consultants — students — design researchers

META:
descriptive — prescriptive
map — process — framework

APPROACH:

design-led — research-led

expert mindset — participatory mindset

rational analysis — analysis as social negotiation

for client — with client

change to understand — understand to change

by discipline (eg. graphical design) — by outcome (eg. a service)

TOOLS + TECHNIQUES:

visualization for making — visualization for selling, telling, sharing
brainstorm — bodystorm

familiarization — estrangement

information — inspiration

PROTOTYPING:
product functionality — interactive experience
generative prototypes — evaluative prototypes

IMPACT:
new products and services — organizational shift

solve problems — device new questions,
reframing

current — future



