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>VanBerlo
Who we are

Founded : 1982
Employees: >80
Locations:
— Eindhoven (HQ)
— Delft
Services:
— Innovation strategy
Product design & development
Brand strategy & communications
User insights & Ul / UX design
Social desigh & setvice design
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VANBERLO

>Innovation
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VANBERLO
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> Thinking | three thinking modes

Business Proces Design Proces Creative Proces

O

Analysis
}
Ideate
Analysis !
l Prototype
Decisions !
Evaluate

l

Decide

Erik Roscam Abbing (2010) Brand-Driven Innovation, lllustrations VanBerlo
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VANBERLO

“Design thinking is an iterative method supporting
the innovation process through transforming user
knowledge into ideas, creating and testing
prototypes, and reflecting on newly acquired
Insights, eventually producing new market
opportunities.”

“Design thinking is not (only) about thinking, but
actually more about doing.”

- Paul Gardien

> Paradigms - Economic Shifts

INDUSTRIAL ECONOMY EXPERIENCE ECONOMY KNOWLEDGE ECONOMY TRANSFORMATION ECONOMY

Rethinking value in a changing landscape / Brand & Rocchi (2011)
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VANBERLO

Industrial economy

> Paradigm 1
Industrial economy

fuifilling » Industrial mass production

il | e
< » Products are commodities

» Fulfilling functional needs

> Paradigm 1

Industrial economy — design process

analyse evaluate

Rational problem-solving design process
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> Paradigm 2
Experience economy

» Experience Economy (Pine & Gilmore, 1999)
» Differentiation by branding (Klein, 1999)
» Market segmentation

» Design becomes more consumer oriented

> Paradigm 2

Experience economy — design process

framing moving evaluating
The Towardsa The movesand
parameters of solution the framing step
the problem

Reflective practice design process



VANBERLO

> Paradigm 3
Knowledge economy

» Introduction of internet makes people see and find

their personal place in society

» People choose and mix from their personal,
relational, educational and consumption options
(Rooney et al., 2005)

» Building personal brands on social media platforms
by sharing, developing and selling their own value to

peer communicaties (Brand and Rocchi, 2011)

1 > Paradigm 3

Knowledge economy — design process

Develop
platform

Sketch with
technology

Research 0 Define initial
Context Literature e proposition

Map data scripts

Experimentin
context

Context
research

Open contextual and experiential design process
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VANBERLO

> Paradigm 4
Transformation economy

» Solving big issues

» Move towards a sustainable world

» Tackle societal challenges behavior change on a
societal level (Brand and Rocchi, 2011)

» Shift towards a Transformation Economy (Mermiri,
2009)

» Designing local solutions for local issues that stem

from our large global issues
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> Paradigm 4

Transformation economy

Designing Designing Businessmodel

A
Envisionini isioni
_ e intervention Envisioning Intervention generating

interaction

* Experimental u;Z:n:th Value Hard data
probe 0 J 8atheringtools

Validating, Validating,
lysing, A analysing,
modelling modelling

Business and societal stakeholders

Schematic overview of the EDL method




VANBERLO

> Approach
Sustainable return
on investment

Empathise
° Achieve

t ©

> Approach S
Our proposition Value Creation,
Value Communication
and

Value Capture

Empathise

Understanding Achieve

Solving real life

human needs

: complex
and behaviour P

challenges
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VANBERLO

> Business innovation | creative equity
IMMATERIAL
DREAM S :;;;;‘..‘ EXPERIENCE
brand customer
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> Business innovation
1-3 YEARS

Strategy 1 VEAR

2-5+ YEARS

RADICAL

INCREMENTAL

VALUE / CHANGE =»

SUSTAINING

PRODUCT /
SERVICES

e

ez TOMORROW

TACTIC STRATEGY VISION

VOLUME / CAPABILITIES ==
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VANBERLO
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LARRY KEELEY

RYAN PIKKEL, BRIAN QUINN, HELEN WALTERS

VATION

> Approach

CUSTOMER
ENGAGE-
MENT

SERVICE CHANNEL BRAND

= Interpersonal / our interactions with others
« Behavioral / how we perform a given act

= Contextual / time, place, surroundings

« Experiential / the user experience

« Functional / jobs that need doing

« Emotional / feelings

= Choice-based / trade-offs

PROFIT
MODEL NETWORK @STRUCTURER PROCESS

« Financial / how the business makes money

= Operational / facilities, equipment supply chain

= Competitive / the set of competition

= Channel-based / retailers, distribution, POS

= Organizational / organization structures, systems, etc.

PRODUCT
SYSTEM

« Portfolio-based / the mix of company offerings
= Technological / the potential of our technology

K
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VANBERLO

>Business
Scorecard

PRODUCT CUSTOMER
PROFIT R wrrwork structurell process | PErFor- J| PROPUCT B orpvice B cHanner | Branp || ENGAGE-
MODEL ey | SYSTEM VIENT

CONFIGURATION OFFERING EXPERIENCE

VANBERLO / Larry Keeley 25 r

>Business
Potential

PRODUCT CUSTOMER
PROFIT N nerwork fIsTrucTurel] process || PError- | PROBUCT B orovice [ channer | Brano || ENGAGE-
MODEL anes | sYstem ENT

CONFIGURATION OFFERING EXPERIENCE

VANBERLO / Larry Keeley 26 r
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VANBERLO

> Real time - Future
Domain scenario’s

Scenario 1Nl Scenario IV

i
Scenario | Scenario 1l

DEMOGRAPHIC, ECONOMIC, SOCIAL, TECHNOLOGICAL, ENVIRONMENTAL AND POLITICAL.

References
For further reading
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VANBERLO

Innovation-awareness workshop
Mark Hoevenaars - VanBerlo

I

29
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Start the conversation In your
/ own Company about innovations

“Corporation

Ad van Berlo & Mark Hoevenaars
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