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¢ Fansannseenuuurindeignisandiesnuuuiiausuneda Usuain The evolution of design thinking at Stanford. Image © 2016 by Maria Camacho.
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WHY IS DESIGN
THINKING IMPORTANT
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DESIGN THINKING
MODELS & COMPARISON
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DESIGN THINKING
PROCESS

ANSAATIDNLUUVBINNIINGIUALAUNDIA
(Stanford d.school) Usgnaulusignisvineu 5 dunay

HuA svhanuslanguiiveneegsdnts (Empathize

;T pmsneegNant (Empathize), EMPATHIZE
AINTaULANY (Define), NMTaTNANUAA (Ideate), N136I19 msrhasuilo
AULUU (Prototype), kaz N1snagay (Test) #INNIITUN NAUKLIBOENVANTGD
Tunnsinaziulain aasdunaulsnAsnisyinauila

nduiihvangoensdnds (Empathize) uazmssensoulang PROTOTYPE
(Define) hiumeuuisnisaderudlauasfinnuiam
st muneveddasins Suneuiiann nsadiemudn
(Ideate) Fotunorlunslimiufnaisassduazamon
vianeq avlufiudfioaismnouniomadenisudtywiln
wazduneufiduarin nsasediuuuy (Prototype), waz
Magey  (Test) ﬁa%umaumaauLLmﬁmﬁuﬁaLmuﬂEju
Whynewasimuduiuudielilduumamtouianssuia

AN NLardAuAmonaUMUNEREUYIATY Nauneen
ngfﬂmﬂ @ Source: http://dschool.stanford.edu/dgift/

msadiwduuuu
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DOUBLE DIAMOND
DESIGN PROCESS

mnsguiisuiunszuiun1sesnuuy Double
Diamond Design Process 989 UK Design Council Fauva
msvhaueenidu 4 suumauvl,mm Discover, Define, DeveLop
uay Deliver iuIniianuadieadatuLin nmma JU
mau‘wuumazam Discover wag Define L‘IJ“LJSU‘IMEJ‘LJﬂﬁ
asapnudlavay ammﬁmmaﬂ’mﬁﬂ%ya Lﬁaﬁmumhwé
vieRathmnevedasims tnoufiEny Devel op ﬂasuumau
LL‘VNmiaiwaﬁﬂmwmﬂlwuawmﬂv]ma wartuneuiia
Deliver L‘Uwuumammamswmaumaﬂmwwaﬂau‘w%m
mmﬂssmaﬂamm@ wsethlUlfase deunnsnaveuaunil
‘1/NE‘1€]<1E]EJ'VI Double Diamond Dlagram LLamslwmummu
maaﬂauauLLmﬂﬂmwmﬂwumauwmLLawam LAZIUIUY
%a;gauammﬁmﬁgﬂmmm ARNSEY WA Y3RaTUTIV
Huvidafenludiweuneuiiseward luvaed nsan
WeponhuuvasurIne1dsawaunesalalaesuielmiy
‘Uimmmamaiui‘uLLmuﬂmLaﬂumimmu%w vildnwey
LLaviJimmﬁuauameuuavmuamaaLsuummﬂ‘u

INITIATE

mssizulasanis .

DISCOVER .
msAuadKIdoya .

.

< MSAASIh

E

BRIEF
msasulond

" DEFINE

Woasulond

DEVELOP-
NISWCUUILUSAQ ©

.
.

N
~

.
’

.
.
.
.

LAUNCH
nsolvcala

DELIVER
MISWCUUN
IRodououdnls
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DESIGN THINKING &
DOUBLE DIAMOND
DIAGRAM

MNTNSANTINL ULV INENFEELALNBSA UNDERSTAND CREATE DELIVER

UMWAUNAIUAU Double Diamond Diagram 879@11750 ; msadionuilo . mMsadwassa ;. Mslossudouaudnls
wsmsvhauesnituanutidngq  Yriindafedisuriinis
#3190l (Understand) LA n1svhanandlangs
Whvane (Empathize) 3o Discover uay mssansauland
(Define) Mafidpsfiotisurianisainiasse (Create)ldunnns
a$19uwIAn (Ideate) w38 Develop uaztnefianufotasum
nMsnadeulasimuiowSsunisdseugilivionis
pangnain (Deliver) laln n1saf1ediuiuu (Prototype), waw
nsveaau (Test) #39 Deliver

GﬂllLLNUQﬁ@Wﬁ]@mﬁﬁ]uj’lﬂi%U’Juﬂ’]iﬁ’N’]uSm%u
mouseruludunsinnduauau uilunsvhausiediudnos
ﬁw’m’;u%wsﬁ'y’umawhqﬂmanam%&tﬂaﬁ@umLLu’meLﬁf]zgm
vilenmadendiafigndmiunaumng  msasileviuagnu
Feianannetniindselniuilonausurauuuannly
auysaiBety

Understanding ends in Insight Creation ends in ideas : Delivery ends in reality

rlEinanowiiloag10ando mizinanowAalke MmirdUBla0s0

EMPATHY DEFINE IDEATE PROTOTYPE

TEST

msrinowiinto msdonsoulond msasionouaa msasioduliuu nsnaaou
naulKkuIgoE10ansd

@ Source: http://designthinking.co.nz/design-thinking-for-execs/
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MINDSET / TOOLSET /
SKILLSET
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gansiu:
(Mindset)

vinefanguvornuesyimes mMsiui mude
WIN13AR vieriAued Tidsavelufimuangingsu
mssindulanszyin sadensfienu msiaudla uay
nsnouauBIfioanIuMIaiiieg yaviruzidudsddyiian
fngnusstha mnlifiuagliuiuiasuyaimuzvesiiails
Boson1sAnifseenuuundy  ueiindosiomnunedlsl
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nsaaduaonuuuldundtau(ldeology) Ksauuonasutdu
s1ngluMmsasivassaudanssUBoDNS:UoUMSIazASovo

Jo0:dunnéma

gainsaviio
(Toolset)

MnetnguvseYnveitnIia malla Tuwa
(Model) nsou (Framework) fil#suniseeusuinduselevd
Boelwanunsavaulgmudmune nisangeenwuud
wiaslownuie  Afuaunsadenld  wWasuwasWaun
wieadleld  mueuminvanfulasinisuazTuneuns
V91U

aduauu msaadovanuuudovodun sansdus (Mindset)
yalnsoolo (Toolset) uazyannu: (Skillset) Us=naunu

gannu:
(Skillset)

MUNERINGUNTBYATDIAINATD AIUTAIY
Wil rudsmaluinvzamsuissaninalaensete
UszansnmuazUszanswalunsinauda@sesnuuy s
a¥remnudungieserdenisiinduy msaslevmanegads
LﬁaL%‘auifLLa3ﬂ’wu’m€1’ummmmsmLawwmu%'yum:u
a9

Tuvgiifiuesinsandoniyaaiosiouazyn
Finweunyaudmiusarsuneunisvhiuwasdnve
y3lasins HiudndudeddyevimuznmsAindeenuuugaii
ﬁm%umﬁﬁ'mulunn%y’umaumaammxmumi nMswasy
Yoz ildnaifissnfuferannsauiugunesmeaiiali
amumFerlunsAndseonuuudelulusuanegisdsiu
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DESIGN THINKING
MINDSET
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sanausNa1AnydIksSudIKsu
nsaadooonuuulaun

whloRldos19an80
(Empathy)

yotdumsasoamusung 1y

(Focus on human value)
ﬂ’]i‘Vl’]ﬂ’J'lllL‘U’ﬂ,’ﬂNVILi’]ﬂ’]ﬁQE]E]ﬂLLUUEJEJ’Naﬂ‘U\‘lLLawﬂ’]i‘Vlﬂﬁ’eJ‘U
Lﬂ‘U‘UE]lIﬁ?]']ﬂF’]uL‘ViaﬂuwﬂaaﬂﬂiUU')uﬂﬁi‘WN'WUL“U‘H‘W‘H%’TIJ
aummgsuaamiﬂmmaamwum

1IS8uUsS9INNIIANIKAD

(Learn from failure)
mavhaulimuaudumanswasivivillenadeuiias
YSuiaunaulirRsauEess)

I8misnaaao (Embrace experiment)

duuvu (Prototype)
lellﬂL‘U‘uL‘WEJW]’JW&R]ULLU’NMIU‘UU&@V]’]EJ LLWLUUH’M%‘HW@Q
'i“’U’Jum'i‘U’JG]ﬂiilJ VI@Jﬂﬁ’iﬁ'i’NLLa“’W@,JUWIULLU‘UMa’]EJ‘]ﬂiﬂ
L‘WBﬂi“G}Uﬂ’J’]ﬂJﬂﬁmaEJ?JG‘Iﬂ’)‘UQﬂ‘Uﬂ']3LiEJU§%’]ﬂ‘U’eJN®Wﬁ'W‘I

aviam
(Make it)

wumsavidanmuannoinisfia
IN8Y28101089D

(Bias toward action)
msfadteanuuudunszuaumsiiiunmsSeus
NANFUHUR
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naaslKiiuagitngouan
(Show don't tell)

FoansasniAnlaralavyin lnumnglngfunsasa
Uszaunisal adannlidiuarnsianSeadia

Gaowulolu
n1sAQasivassn
(Creative confidence)
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gousuacwlidaiou
(Ambiguity)

Aupsnlakazdasunisyinaunliiiudnaudaaudas
SUlAsIng

o

Tl T

A21uSouliovavNNNUNIYGINU

(Radical collaboration)

FUAINTANTNTNUFIUUTEAUNTAILAL YU ITUAN G

nanvaty  Weaseaulanazuinnssulmiogainau
naNUAEUIVIN

4

fauon
(Optimism)

AnlukdUINWAZ BTN TINLARIANLNTES 1L UIAA L1
nilegudaile

lasasaons:zusunis

(Be mindful of process)
Tdlanszuaumevhau Fumegduneulalunszuumsie
Beoonuuu mslimahnuedslsludumeutuuasd
Whvaneldiooyls

n1si191udud

(Iterate)

nsAndseenuuuiinszusumsvhawiilidudunss s
yhawfirendensudeundy eaunnudlagly asa
wwdslval madeuwIAnfieUuuitam Squuiinanen
soudioimunmliaysatuniolitoRanantiosas
MUAPU

y

ik lodykidatou
(Craft clarity)

lrnaudlalymdaaunsaiu dnseulandludnuoei
anunsanseauliviufnasassAlan
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UNCERTAINTY CLARITY

aowlbuuuau ludalou ADWBALOU

DO THE RIGHT THING DO THE THING RIGHT

Mlugonls Miknndoo

€ U3Ua1N MNIINBTUIENIZUILNITDINLUUYBS Damien Newman, IDEO

msriaowiinloua:usulasusanau:  (Mindset)  dovordamisnaaoorindos
cuey  luptisidouuztinfionssudoagivaoononssutlataadlBiiunoiudiany
gooyandu: (umsrioiuosSoiuauIsnidon(dnonssudugiioasionouiintouas
JSusanduzuooiuuAUIKI:aUAUSuUSSSUMSiouLa:gucdoumsiou
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ACTIVITY I:
NAMETAG RE-THINK

nonssu I : Aadhedalku TRY IT!
eanuuuihu‘o;eluqnunﬁ eanuyu?s‘uu:tht‘ioluqnunﬁ
n'IUFi'Il'I'IUIHIJ' R R
Frame-storming
ﬂﬁWﬂaENEJEJﬂLLUU%Zﬁ;ﬁﬁﬁ@ﬁﬁ’]ﬂJﬁﬂ%ﬂﬂLL‘V]‘LJ i"”""’”””””””””””’J i"”""’”””””””””””’j

arninesthedewusiaumes fidnldsuwannandisunis
ausuduLuees Whianw viesn Wunszay Ad Tiuanlss
aglsAldiileuaniuunfnuasisldmlidnauiigluna
3 17 Mmhhddiaaldnlnsnsednszvdnseulandll
Ingleinns Frame-storming, Progressive Abstraction, Ask
5 Whys, Value Analysis, Value Laddering Aonssuilez
anansausuravirusanesulaglanty Empathy, Creative
Confidence, Ambiguity, Optimism Wag Focus on Human
Value

SEAUANDIAANTOUANIN  1TUSIE U TULAATA
Aanoagnels Wuszaheenunsad iuinlinoueedidls
vidoavaeiuiiaslvinaueedidls mswdeunsoudan
thlgmssunulemalumsasnsddvel uuafnlml lidneg
Tunsouliu Wy “suiuin” wie “EULLUUGUEJQUW%?T”




Progressive Abstraction

Wuitadralandusedenudymilmilagdsdiany
Tnddgyredandviielymiliegidufosyls e13q0%a
° Y ! v o ¥ P o <
mnautlusiegnudiaswigidn 2-3 seuliielulausiiu
Ty Ay nunase visenuAagilomasiaiuusnifn

feghatu  nsdavedluguilesunsifingduawinliisedly

NANNUBIUIY 15198 InvRdlntegalsA aTiuaesAn 813
Iormeuduisnisdntu 3Bnsdanguauifisnsluanidy
Entiae

Value Analysis or Value Laddering +
Ask 5 Whys

mnaesn I lerud 1Ay r0InIsINTes ¥3e
Yaymanudvaufeesls Auenaneuin Aensviilimves
15 Euddamonluin w1agviedalsgnAtdsasniues
Ii$lugesindiin fuoradndmeulmildin Tduwud
WALV viSedIENLAUMNIYDY YSed App ¥I8TEY
FLMUSELA mﬂmm?mﬂ%ﬁjﬂﬂiﬂmﬂﬁﬂﬁwﬁaamﬁhé’ﬂﬁzy

yoansmveslaiifessls Aueraszyledn Aenisviali

aﬂﬂ’ﬂfljL’Ja”I‘UE)SZJENE)EJNiJinﬁVIGJ’]’]W wﬂﬁlmauﬂﬂmim
Bousadonan fuenaAndnouluilain TWnisdevne ontine
nsdavadluds delivery #38n15851971U151U1899059
wignédeadenasetusaluinlifueguds (Feiaegng
1A59115 Tesco Tuinua)

/
’
/

PRODUCT INNOVATION
USCNSSUNACATUN

’

PRODUCT REDEFINTION
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CREATIVE NEW VALUE

as10ntusli

identify new values & new needs
s:yaruALa:A0IUGeIMSIKL

\

FULFILL NEW NEEDS

. f ! . L/ Genuwacntunlig ausaciounGeoM sk
mlu 11 edwls v N
i ¢ identify unmet needs & new functions
a . . . ssumsiBounazanudoomsigolulasu
Z 2 | I QIELBUETES
w 2 )
> G ]
= i PRODUCT RE-SOLUTION
5 3 e SOLVE EXISTING PROBLEMS
=3 ‘ jor impraovement) | —
NEW o a L msUSURcUUINENATUR | undeyndiogioy
= . , oo ‘ { /
SOLUTION z rilu atols i \ I | I identify problems
BT Y] i syUnuK

LOOK & FEEL

suanurili

¢ Yiunnueugiiszdumsiaunuinnssuwinuaives lusun Saseawn a eysen lu

/PRODUCT REDESIGN
| [mmor |mprovement]
NEW “ msUqusosUanumwamnmn

CHANGE PERCEPTIONS
OR EASE INTERACTIONS
& COMFORT

wWasunauad K3ermika:aonauie

identify misfits detailed difficulties
desired image
s:y90RAllIKUI=aLIA:MWANBIRGeOMS

“ “Value Innovation” Strategic Product Planning”, Academic Journal of Architecture, 2010, pp. 161-174.

Fiudeyauariinseideyalnanisanuinviily
5% (Ask 5 Whys) + Value Analysis N15013A10113791 L
%ﬁﬂﬁ’uwawﬂﬂ%ﬂﬁﬂﬁmmamﬁameammé’aﬂmimm
nduithvneiiEntsiuainegna sudnvainieusn Ussam

duAmseuims  lugnsldanunsedsvleniliass uay
AuAfiuiaseidoants  anudlandutimanefidngstuil
Felvnueadiulenmalunisusunseulandiiieuddaym
TmiuazAndnoulmififlgurrenguidmngogauviads

4



DESIGN THINKING : LEARNING BY DOING 32

MINDSET-CHANGING ACTIVITY I:
NAMETAG RE-THINK

nonssuwasugansu: I: Aathedolki

- Empathy - Frame-storming

- Creative confidence - Progressive abstraction
- Ambiguity - Ask 5 whys

- Optimism - Value ladder

- Focus on human value Value analysis

fogratuaumitiuiiluieosndotiaii
ownspllmifiduiuiioatdn (Pro) withueameuaiusn
wliudaldmeonuusedn  awdniniludsesinsiude
Ioagauusede withueianeuinemsaglaesnuni
Fuussmunanaeguluas Social Media Mzddnd winau
SniwhlidafEnuiy withuermeutinszynauasr
isevhensiis mnauBniniluiandiauniniiems
e wituenneud  AndinaAvesimdfenisduu
it sennilugreengausithuiivhliinseuasagiitinann
WUk TuAn Usvanad Martha Stewart sgnnlvnau
adudegnudvhnuivwaseenluriauuienids
asnsnguathuldfvuind e efudlanmeniuiiaie
dwsunguihvnemaniud sonannoadiudnfmmou
Tviqdunannvans wumsquathufirlusudugitlildns
ems o1mdumsanudsig Taudls msAnfanseu
Tnisuhauladmsunseunin

v ogls

+ 0810ls

v agls




ACTIVITY Il

MARSHMALLOW CHALLENGE

fonssu II: Jrykawsswalas

Peter Skillman 17y 4 Au ldhan 18 uri asns
Tassadrefionunsnualadldgeianlngld avnfng 20 uvia
/wun1a 1 van / @en 1 vian / induaalan 1 Aoy wineiu
WS fiusmiuihenuedssings Tom Wujec thudiiniin
lunanestumumaenguiusidnoyunaluielve gy
tnesnuuy Ungsia Juims waznuNaTdldiutiafese
anudisalunmssaudleriufnaieassd

< Py '

adinad 20 unv

InUn1o 1 xan
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MINDSET-CHANGING ACTIVITY II:

MARSHMALLOW CHALLENGE

nonssuwasugansu: II: Jykinsswalas

- Make it

- Learn from failure
- [terative

- Craft clarity

Audulngldnargiswsnlunisianudilawuy
Anvindnduaresnumiinduegels drmasiunaludiv
ndulnarausy manm vgunsaindes uagldinm
dnlnglunisasndassadrdnenensainduauinmun
aﬂmuﬁaﬁ’ﬂﬁqﬁuﬁam wazdlolndznuanaiudiiah
wdvaalarlunauusenlasadine vnedimdsdusuiu
HaUAiAnIazd S dulrgndunuiuiundiu
ardumes  Tassadeiiaansednunusuimvinues
wnsalaalalm

NnadrudngnuRUm LW nguiwut
SuvennniianAegifinsAnwmaudigmagsio naw
szaueudifnnniigafowinoyuia  lallaluwianu
mﬁuaﬁmqaiwmmu wrdrmunhaulovedasiing
dae luFadueudy wisnszinAnymegsiiagninlv

4

- Radical collaboration

- Embrace experimentation
- Be mindful of process

- Prototyping, testing

Nunuiigndes 1 usu udnhlasleufiRldsa e
Wunsuwalannavulassadedmuanaifisrudlvanin
Ange TummandududnoyuiaBuduiinfuaalan  Tag
neapsinduatAnfiai it suualaeguu
ponidLe  Winqmeaesfuidsudunuulasadmanends
nua  (feedback) n1svmaesieslslana exlslulana
ﬁwiﬁmmmmu,mmaﬁ@uuﬂﬂi&ﬁ%’]ﬂﬁlﬁmmqmﬂﬁ'?j’;u
Sew

ay mﬂ%ﬁmw‘uLﬁammaamauﬁwamﬁwm

S

ﬁa']EJ‘]ﬂiﬂL‘LJLIﬂS mumswmﬂmmmm yidudadouns
ﬂ’J’]@J?ﬁLiﬁ]
‘mﬂL‘Umumsmaammmawaﬂmmﬁmvwmw
mmasmmaaawﬂivmm 20 ‘LD uﬂﬂﬂ‘lﬂ'ﬁ/l’mﬁiﬂﬁ]LQaEJLLaﬁ
V]’IVLWLWEN?WNLWJ’J‘ZJB\TF"IUW]VLU Laaammamivmm 10 ‘LI’J)

ﬂammsuummumgwma (Laaammmﬂiumm 15 i) 114
sumv‘wmﬂaumamlmmmumlﬂ Laaammmma‘u 30 i)
wagnauanIilndeans mlmaqmumw 30 i Imqaﬁwwaa
mmwmuwﬂ,mﬂa 39 Luaw’mumwmw’mwLawwulﬁaq
Imﬁai’mmaduﬂmlf’ﬂﬁ]mLLUUNﬂmuﬂanlmmmﬂuﬂ
JmnsineEeuisudlandiuuda

fihaulafeuszsunssunsusms (CEO) vhld
aﬂjmuﬂ"ﬂmﬁﬂﬁaa Lmeﬂqumammilmlﬂiwmmﬂﬂ
AN L'vmuLﬂuﬂau‘wwﬂwﬂumﬁﬂﬁmuamaiﬂwu
MU (facilitation) @11NSAUSMNTIANITATLUIUNNT
Ml

axduinuzianzme (Specialization Skill) way
nnwglunsdaasunszuiun1sineu (Facilitation Skill)
Juladelugaudise
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Tngunanuluindnwieeniuy 10 7l a8l 6 7iu
fiannsasalassadrals 9ndl ¢ Ty 10 Aufiduwan uidle
VaaRIITau LUz l@idu 10,000 Wisgynoaan
WUt 10 Fudsvauiuanuduman Lifithladdasadng
Ihae aviuasdiuldin nadselovindossiasolaiinansy
nuusdrannuasiiladananiauely

fuhaularedlothuuuindandululiilmilugn
4 eundsanndn@nwidilanaviiuniudAyeanns
mmuu,wLmemmeaaammawaqiﬂsqaiwwﬂmm
Fusnlunaniitesas WmﬁwaaaEﬂwmuﬂmwwﬂw
nansznulunay  vaziinislisnstadefiinueudaiing
N9UIN

nsuetuniaymanduaalanivie i innsd
Warwwansausiinllginuusiulszaunsal @393adoans
melungu wazlanudifyreansyinfuluuwasyinye
1umimLaiuﬂi“mumimmu (Facilitation Skill)

mmsiuwmEJLUaauﬁummwammaiﬂmawu
Make It, Prototyping, Testing, Embrace Experimentation,
Learn from Failure, Iterative, Craft clarity, Radical
Collaboration kag Be Mindful of Process

mmuﬁﬂﬂméﬂiﬁumﬁﬂuu (Mindset) ﬁyu%m
A mSUNISAATEBNLUU & mwwﬁ’;m'ﬁausummam

o
v

L%’EN‘N N’]uﬂ’]i%ﬂa@ﬂU{]Uﬁl b wmimwaw 0 muﬁnﬂ
ﬂig‘UTJUﬂWTHN’Iu‘Vﬂ%

AnaulaanunsadnlugseaziBentoyaiiandulan
MarshmallowChallenge.com
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DESIGN THINKING
IN ACTION



2.0

2.1

2.2

2.3

2.4

2.5

Overview Process & Steps
Empathize

Define

Ideate

Prototype

Testing



2.0

OVERVIEW
PROCESS & STEPS




leuueiinug (Mindset) udiiuasiimnumien
fgFuufiRnsAndeenuuy  mavhauAaideenuuy
#osoeynia3adile (Toolset) wagyavinwey (Skillset) i
WNEAMaE B NISaTheu 5 Sumeuldeddiusyaranm
fie Empathize Msvhanushlanguithanegetnsdnds Define
mssenseuland Ideate Msa¥1erLAn Prototype Msadns
FULUU way Test Msnaaey WewinisAnideanwuululd
Tulpsensa3e aznuimsvhon 5 JuneumadiildSes
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+ EMPATHIZE

msmaoudto
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2.1
EMPATHIZE

11111111111111 Jrlonaudikuag19anso
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fioo:ls

nsafrsanmdilanguitivaneed1eing
(Empathy) LﬂuqmE'uﬁuﬁuﬁwﬁmﬁwmﬂi:ﬁmumiﬁmLG'?N
oonuuy Tudndudosaduanudilangudhmneedsinds
ileaainnisaniBeeenuuuiidmuneiieaiisdsidnaen
wingulvang Waunaunmadnvesngudving wastiey
widymfiddnyresndailedgymrioaudenisveii
fifsaeiile

fuannsnairnnudlangutimaneetnsdnds
lolnensnane duntval dunangudmmngluuiunns
Tduase waznmsdilaedivszaunisaiasmseasdily
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\Dudrunilswesnguitming mslfyaaiesiioiutoya
wianismfugaiinuzuasgavimugnsAndoonuuuiboli
fdlanwidniindn simuad drdon anuide Jaduns
#ndule wardgmanudeanisiseldldsunisnevaues
(Unmet Needs) wasnguitimung Foyaiildantunouds
A dnBariomsszylondlunsaiiauianss msada
nsoulandlmidaanoutigmauseanisaddlailazunis
povauesuaziinudAysenguiimng  Fegihlugnns
afauinnssuiifinueegauiiads (Value Innovation)
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naaaom

SEE DETAIL :
Design Thinking Template

|

42

2.1.A

218

aanuuudniusdestiia:innurinersatnmumtaiiau Sumnmsaswanuiintsiusan Empathy
Tell me! alionuas!

TiraunuzththrudaesmstEns:ithamad

HUssduTounauty aaengndu
mmdlvdnds
avginiinda

N Y - a
Vinunditogidomdimansaii

21.C

aanuuudnidUs-lestia:innurnersalnustiaau Sunnmsasunnudilasusan Empathy

Show me! rirliiguias + Tell me! i RanUas!
P e

soa oo
Ahuiin/e:

swdunmpisumn

FBmsuiilonitantues
Mgz
dosaudnie
mwdndatods
s

i

Wlouaty rifawesngndu

e
Audledind:

dafiyrirenioatnnsinuilag
e

mgndnnlumsihmutimng

21D

anuuduriUsfesiia:iamurersatnnumcaiau Bumnmsasunuditsausan Empathy
Dig Deeper! mwin:an

u P &

Vudinsm:

owmueaAnielidilados

Uedvdedainszdrilipennimgfinssuuisating
uassafiiililiomnindeiilsild
mudadadosle
Aufuay

P o
wepaidomdininaiving

Husslounaty ifnmesnsniu

e ]
Frdlsdinds:

AnusasmsRdilsildfunmevauns

o
ausn sy mdfninandendannasih

autornnitu sennit senin wtssennlimudarerindu

aanuuudrduslatiatnmurnersainustiaiiau Bumnmsasuanuilasusdn Empathy
Reflection msty3gmstfiudayait

{G; yafichuriu Diac wihlausutaurSathuiunall athals
Tell me! wilirantios! Show mel riiguiiael Dig Deeper! w:dn!

talvidrile: swliidila: tabvidle:

Hadhiin: dodrin Hadhiin:




REFLECTION

lasasoona

isaziiuldindeyauazanandlaiildainnsly
Basiudeyadienisdunivalegiufioiwaznisdung
Sadretuuansstunn  nsveliidndesinarudn
aumssiiiteaivinlidledaid dyvidodidlvideyada
uioUAT AT BEnuarATIRLARELINATIART UA S

nsdunalagveligflideyaassinfanssuiiii
aulaligdelifiuannsafnymaingsufifntusie enany
Hamitlsignaenlunsdunival wagnsiitusheaves
gunsal Aunedesnihlifumudsaifuligmanusionisi
o1lugnsasrslandluaildaty
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DESIGN THINKING : LEARNING BY DOING 43

vﬁaﬂmeﬁhjﬁmaﬂf’f‘uwamﬁm%ﬁama’L%’j’mumaa%ﬁﬁaaﬂi
Wwudelvfiuaunsaseylonialunisasidlandvsowunfn
Twiuonnsoundndmeiay Wy velmafislayminisane
Fuiifnaddlsifetosiunsziinamad  {lidoyasiath
TuBsnifuiiusanunlsignieussuredymiisneiulsii
udu

wonandsiivteyanuguillindnfaiuga

Y
'

-3 A

ﬁmmmsaLﬁ@ﬂ%%l,ﬂwa;&aaw]ﬁﬂmaﬁmmzauﬁm%’u
Tassmsuldnisiiudeyanidlna (Remote Research)
lnen1svelvinguidwunedrenmvievirduiindenlvifi
soulaviiilelilideyadnumnnlunadiia vielinnsdn

nqugunmM (Image Sorting) Lia@nwIN155U3AMAT 113

faunuigauaudndiunieirusfveanguidivung
(@Jiwamaaﬂ‘[,uwﬁd?{a TCDC Service Design Process and
Mathods i1 21-31)

nsasrsanudlagldognednts (Empathy) 9
Lﬂu%umauLLiﬂé'ué’wﬁ’zﬁﬂunszmumsﬁmlf?jaaamwu RN
p1fsnsdaunaUsznaunsdunvaifidolvidladduay
vsunmisldouiamn Winnevesduneudedlamgua
AAn (Value) uasvirundidasdnuosnianssyin (nsights)
wazszyamA (Value) Uaym (Problem) lvsiquazadny
foamsfidlailéiiunsmeuauss (Unmet Needs) deagiin
lugnsasdlanduaziunfnuinnssudsiinuesionguidh
RELERNIIEEN
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e e

¢

nadenaufuauiiiauladeliituaunsadila
LLazlé’%’Uﬁﬁa;gaﬁLﬂuﬂidwﬂuﬂ’ﬁa%ﬁﬂﬁmﬂwﬂunmé’u
599157

AugoangTannsalieyasuuUsTovilutsiu
vadasimstaiTudoamsiuvnailvil (Problem Seeking)
wagszyainansTalsllsFunsmeuaues (Unmet Needs)
lown gt (Lead User) uay fltfanlsta (Extreme User)
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AGGRIEN mwﬁaﬁﬁﬁmmﬁwﬁmmqiwma N3
i‘UiLi‘c’J‘Lli N3 OLATHTIUY wﬂwuﬂmmmﬂmmmnmw
ﬂamauq U ﬂa:uLmﬂmammmwummmﬂmaaiwma

Tunsvirfanssuege wiemuTiiiasuanwihdumeiug
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Tavenalddnmdansostaglunisdenaefugfimnza
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Q8 Aldgaldo

¢ lunmsiaurdndusiiviienisihauls Usen 3m Eeniudeyaaindidlll iervglunsiauldidmivenaseuing ¢ lumsiannesesadalildauldieuazataiie usdn IDEO Weniiudeyanniinuasdgeongfiaulanisirenmsusiiiguassa
4 o ° i = o a = o = - 1o & = o a
Faludugldin mszdrslineassddindniamieandseendituesnanliununsldinsesdansznense weswse memereasuiuglunsldnduiiolie ussnaussliu nsnzszesuasnisueaiiu sildivaunsafneuazszylam
audalfs eulugenlilaglifansandiidansaziadusedeguamn AudBINIinegldegneadanu
AN www.youtube.com/watch?v=8abk9M8KRUw AN www.ideo.com/work/kitchen-gadgets/

A description of interviewing methods for lead users innovation research methods, with MIT Professor Eric von Hippel
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TELL ME!
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INSIGHT EXPERIENCE
PERSONA + USER JOURNEY MAPS
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INSIGHT MIND!

VALUE PROPOSITION CANVAS
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VALUE LADDERING:
WHY AND HOW?
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2. M3lU (Usage, Function) sinesiudatgviuas
mufesmsnuiamamen ke Iunan
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JOURNEY MAP + SCENARIO &

STORY TELLING
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AufdniAuriunIuduisudtymasugeay  (Pain
Point) 9adudn (Bail Point) 1ugeuan (Belight point) &3
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(aamam%‘a@lwﬁﬁa TCDC Service Design Process and Methods %111 56-59)
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VALUE PROPOSITION CANVAS
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w3sluifisnala (Pain Relievers)
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@ https://strategyzer.com/books/value-proposition-design
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AwuITiomsAnlagly Value Proposition Canvas
ffumouuarRmsAneendsumstd Journey Map ann 7iu
annsnthieyaan Joumey Map sn3n@d Value Proposition
Canvas i Tngonauustoyadugaeg vivliiia Value
Proposition Canvas ae<|biu uazusE S ULRAY e
Wumssud mamdeya nmsthszdu iusdu Fausazanae
yatfunsnevaussdsiinguimnedesnisi (Customer
Jobs) #nsfiu

Tudumou Ideate Hifluoadenisanaugdnunn
WmsAnuuueuntl (Divergent Thinking) Litellduuaan
NANNNANBTIUIULIN WazuuuLente (Convergent thinking)
Worukanudefiananufngesqnatsegraduniseanti
auysal lagenahsiuiun1ssiAnsinains (Co-Creation)
funguitivane gidewy i warifiRetesiulasans
dmdulasansfidsuiunudamadenuinuagfednis
anduaumadensgiadusyuy  fuanansaldnisfanses
WUIAR (dea Screening) egnaduszuuiielianunsan
wnAsRfegnduinuszifiuuazusalmilusuian

(aeazdunluniisde TCDC Service Design Process and
Methods %t 49-55, 61-63)
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PROTOTYPE
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sUkuuuagIsNslunsiaAuwuuiivangmeiia
UAEVANTZAU TUT IS NUBINSHAILLLIANAITAS 1NAULUY
(Conceptual Prototype) agnaiieitadatuldegnisinid
Fusnrew wWuvhen post-it N3EAIY lego NITUAAIUNUIN
auyd (Role Play) 3@ M3ta3es (Scenario) iiefiax
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A

TRY IT!
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wazldimnudiuituselowdldangldam QRRVIGEGLY

wuzilass : Co-creation Prototype
Wizard of Oz Prototype
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REFLECTION
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A

CONCEPTUAL
PROTOTYPE
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@ hitp://www.hkdi.desislab.vtc.edu.hk/#!possible-study-of-home-x-designage-club/c24bn
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BEHAVIORAL
PROTOTYPE

dunuunadaunndinssuy

Judsnsvageunaziauiwuifnnisesnwuy
Tnensshaesanmuandon dsoueiadd mslidoya tu
poumslday ielviduny nguildannsadunduda
waznaaeslgnITELNANgANTTULAZNITENATYAIAIIUAR
wiuvasdld 1B elsuanunsnszydoym wasiauuwdn
Ipegnaivsz@nsnm nsiiudeyalaensanenin drednle
wazN1IFAIATUAN mmzﬁé’qmquﬁmm@ﬂu%umumm
Wliuananseinsen Joyaetsasdunuwasiinlathdesg

DESIGN THINKING : LEARNING BY DOING 89

= A |

@ http://paulsheetz.com/project/service-design-workshop/
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A

APPEARANCE
PROTOTYPE
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* ﬁmgﬁ: dhumilawenaiu Toshiba Clozy luAw1 Collaborative Product Development I, SoA+D, KMUTT g 55103 Sovausing
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CO-CREATION
PROTOTYPE
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A

WIZARD OF 0Z
PROTOTYPE
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TESTING
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REFLECTION

lasasooma
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Methods %11 66-67 way 62-63) Aanunsauuldiive
W dua i duasesald






WHAT'S NEXT
FORYOU



3.0

3.1

KW

3.3

Design Thinking and Innovation

Design Thinking for New Product/
Service Development

Design Thinking for Business Innovation

Design Thinking for the Next Decade



3.0

DESIGN THINKING
AND INNOVATION




e 0

uinanssufinnuddnydonnuogsenuazainy
dufamegsialutlagiu dniasugeansauusniina1nds
AnuarAgyvosuinnssulu@anidiae Ao Joseph Schum-
peter (1934) nenaslffnuIdonazesureiinnssy
Snun Aesuneiiddaléun Peter Drucker (1985) nana
1MuIANTIUAD “change that creates a new dimension
of performance” #35© mMswdeunlasiionseivanssous
Jose Campos naniuinnssufe “the ability to deliver
new value to a customer” #3OANAIWNTALUNITAS
anrnlvsllUfagnin Tuvaedl Terwiesch & Ulrich (2009)
HJwiuinnssufe “a new match between a need
and a solution” viseMIuAlMTENINAIUABINTUAY
WuAdam

Tuszogndsdonduunniieduneiaunumyes
winnssureMaAulANegINIuaTNa579983ANS Fatdan
anudidansgsiadiunamnanuinnssuiiinauelusmes
‘U@ﬁgﬂﬁ? (Markides 1997,1998; James Brian-Quinn,1992;
Jim and David Matheson ,1998; Prahalad,1996, 2004;
Leifer et al. 2000) fpaguiinssfunuiAnuinnssausisnme
(Value Innovation) daduilavesnagnsuruthdas
(Blue Ocean Strategy) 989 Kim & Mauborgne (2005)
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INNOVATION APPROACHES:
FROM TECHNOLOGY PUSH (50S)
TO OPEN INNOVATION (TODAY)

LUINIVNISASIVUIANSSU:

oanmswanduvavinaluladluan 50s

wIouiiv udanssvuuvutlaludoolu

winnssuannsuanauvesnalulal (Technology
Push) ﬁL%N%uIUQﬂ 50s Huflnudssionnudumainn
wisrzn1sazdunalulaglududivanudesnisldaudes
a1fiansaesiinassgnlagliaiunsaninaziulonianiny

diSalaanamidaau fdatu nswaun postit lae 3M 14

naneuUMaETMATlaTINsIs Vg TalA AL
a1 a:ﬁ?uu’;’mmiﬂuqmﬁiaquﬁaﬁum‘lﬁmmﬁﬁ@
Auanuden1svesgnAtlunaalaun winnssuINn1shs
vowain (Demand Pull) luga 60s uaznIsHANNETY
fumaluladuazaiiudosnisvesnarndideiuldun
winnssuwuuaug (Coupling Model) luga 70s  Tutis
nawnarinseeniuuiifuyuduaudnats (Human-
Centered Design) slasunmswautazihunlglunszuiunig

*

mmﬂﬁu LLiJﬁ]”E]EJTIJ’Nﬁ]’]ﬂG]LWi’]“’I%E]EJLQW’]“’SLUWJUHE]E]ﬂLLUU
Wiy viaqmﬂuumiammmmimmmLuumiwmummu
fans lauwn U’JﬁlﬂﬁMLLUUU‘jim’]ﬂ’ﬁ (Intergrated Model)
luga 80s winNITAINNTATINATUY (Network Model)
luga 90s auntauinnIsuwuuda (Open Innovation) Tu
avanssuln Fadunisadrsassduinnssulaadady wan
Waey TOLAAYHUIRNIINUARAVZOME LN 1B UINDIANS
IuﬁuumaumaG]Guaaﬂiumum'ﬁmﬁmiim Imaamﬂmnﬂu
maqLimumﬂmsﬂumwmmmgmawawwLa‘wwmmﬂﬂa
meluewnsdnld  lisuudesadsassdddmiofedies
Ve eeRnsIdiMthiSoussuudmsunsLE T ARATY
doyamnud ANuARaINETIA Uazdeuuziwisedelaue
MneusnIltResan ﬂﬁﬁLﬂﬂ%ULLaﬂLﬂ?;EJu‘lstm;lJaﬁ]’m

meueniaoliosdnsdiladeiilunnudesnisvenain
wniluiauldegnemsagn

mseenuuUTEBdtuguinans (Human-centered
design) lasunsiaiugnisfndseaniuu (Design Thinking)
el g umeniseenuuuanansahulRauitym
Tndqiieasrauinnssulaenisviauduiiuwaiuaans
a8liusEAVS A msRnlseenuuLsanrudssilu
Yamvesuinnssuainmswansuveamalulad (Technology
Push) wuuluga  50s laensenunadudesnsvesldodn
ands waziuwIRAUIANSSULMAdEULALTAILIAADA
NITUIUNITYINNUTIE@INIT0anTaRANAIAR1I NaUNBaN
gnan



Post-it] The Evolution Of The Post-it® Note

1.9/6.8

Dr. Spencer Silver discovers a unigue,
repositionable adhesive while working as a
Senior Scientist in 3M's Corporate Research Lab.

Silver shops his adhesive around to other 3M
scientists, trying to discover a problem that the
adhesive can solve.

19 7 4

While singing in his church chaoir, Art Fry,
another 3M scientist, tires of losing his place in
the hymnal. He dreams of a bookmark that's
lightly adhesive. Then he remembers Silver's
adhesive, and his dream begins to become real.

1.9 777

Fry overcomes manufacturing cbstacles to produce enough Post-it®
Motes to supply 3M's corporate headguarters, and 3M employees
are soon hooked.

gy gt

After test markets show mixed reactions to
Post-it® Notes, marketers realize that the

secret to success depends upon sampling

the product. Marketers travel to Boise,

Idaho, to launch the famous sampling effort

known as the Boise Blitz. After saturating the office supply industry
with samples, an astonishing 90 percent of consumers who try the
product say they'll buy it. The product is given the green light by
management.

Notes

Post-it® Products have been making the art of communication
easier and a lot of fun for over 20 years and come in many
colors, sizes, themes and shapes.

] Super Sticky Notes
— Post-it® Super Sticky Notes stick

practically anywhere for that
e message that needs to stay put and
get noticed.
-

Note Pads

t® Note Pads come in the
perfect color and size for all
your communication needs.

Pop-up Notes

Post-it® Pop-up Notes keep
notes right at your fingertips.

Specialty Notes

Post-it® Specialty Notes come in

intriguing shapes, fun characters r
and time-saving printed notes. , ]

@ Post-it Note lufiregnsuinnssuanmsudnduvaanalulad nildmieandunulae as. Faned Wunuideuniiseguu

naneUaunsenulymitdunisdelosnamauuddaausli 3m thnatusnwaundunaunideiilingavaudie

AN http://solutions.3m.com.hk/wps/portal/3M/en_HK/post-it/index/post-it_past_present/history/the_timeline/
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Sawades! We shia 10 Thalland, =

@ WHATISSUGRUT - PURKOEAMISSON | USEs 8 PROJECTS L v CIED

New! Sugru for
. families

SHOW ME THE FROJECTS

Med your game controller

How to heatproof your
vt mugs
Who nends coastors when they have Sugru?

Sugru makes it easy 1o improve your gaming

How to repair a USB
charger cable

Split or frayed iPhone chargers begone! Easy.

@ Sugru Wudlegrauianssuwuuila Jane Ni Dhulchaointigh AnAunazimunens@alaumiefiamnsa
H8aRndsvauaziudugunsainudents Wonsliudeiaasiinnnaumuniugs wudalenalidld
. P I o o oo 2y L
ngudmunennauduninnsuaziauaninudndiaansaindaailueslslddndeglidennuas
o v . ooy A wwea w . “ o Y P \
5995121439 website ¥4 Sugru virlkauduldviuaedaaziiussiuaialalunisadreassaaeluie
dogananaaAnvasduluszuulaetnedass

NININ https://sugru.com
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CHANGES,TRENDS

& OPPORTUNITY
IDENTIFICATION

Mega Trends (unn: insud) 10-50 U
Socio-Cultural Trends (1usliiumogoauscuusssu) JCEIRORY
Consumer Trends (iusliugusing) 250

Behavior Trends (1usltiuwnanssw) Uond1 1 U

uusltiumswasuudasuazmss:uloma

lunisasioudanssuy

WHAT LEADS TO
NEW NEEDS?

Fonrlkinanowdoomsirkye

TayaruseanisveanguilminaludidAgyian

o o a

dmdumsAnBseenuuuiiioaiiauinnssuuinuAing e
Hugasusulunisszylanduazfienisvedlasenis Ay
FosmsvosnguiimnoidsunladluFos asdnsdados
AosAnRLAzAAAzILTIAMINSUS U U Iawe Fdii]
SviswasiomnudensvesnguimineAenisudsuutas
yaaUFunuaznszuaiientos (Changes & Trends) sy
Fausmamaluladl Uszens wisugia sefusiandudn W
sufianfionnia wunliunszuanisidsunlasssdumnng
WMIUA (Mega Trends) uay mMIwasunlamdenuuas
U555 (Socio-Culture Trends) Anafian1sUsUInTIn

wawviruARNe  NsiUaewintiniliindaynuazaiy

*

Fosmslmlgiiluninisliou wazgUdnwal N1sAnwIu
Tunswasuulamsdsauuas Tausssutaglieadnside
wiulanalunisimuinuailndvewdndusiuazusnis
swsgsialndiliinefoglunanndsaonadofuidding
wanseenlUINFY
egraulanFoudusinnewsusfidmanseyuls
nauedudsuiiimsdnunluglsuiush daausnginissased
ilddwidoldues recycle fruhnailudevoswmumles
wifinieannislinananafinegvduiudes winginsan
nstowmaiiuasuuasluFes qaumnisyanisasedlid
vouugud (zero waste) faudentevesaniiuiilivem
fiusie aehussydnusiludoauidmatanainais 96

doduindau HAau misns:i
lu? Ins? agls?
S Q
wEthink
L
s A

uusltivusina uusliivwgdnssu

wnn:insud
uusllivmodonu
ua:jcusssu

@ https://www.slideshare.net/VilleTiggert/trends-framework-1142768

wupludiiu ldliuslnavesanlmiuarliiflveamdodis
msgvunotgnuT aziuinlanfeudumsivasuulas
fzasegluBnoguemunumanesaul LLﬁwqaﬂiiuéu%Inﬂﬁu
Wasuuadluegend  munsivdsudasnnudan
weludsmriansssu UsznoufunmsiudounUasasegia uag
weluladie msAniBseenuuuiiieainsuinnssuusisnau
FemsfnwanudeanisveanguiimneiudsuuUam
wwildunszuawand Tnsamearudoansiieguuitugiu
nswasuulassnnzmuimszazdumnudesnisfiazd
AIBYBneIIL



RESEARCH APPROACHES:
QUALITATIVE, QUANTITATIVE,
HYBRID

Ustinngaonis39e:
13oAUNIN 1FOUSUINU LAzLlUURED

aowiduds:losu

nms39y ns399
1I3oamumn 13oUsuitu
zioolozjw
lulpsonisusdcnssy
goodu dooms
yoolnsoms yovlasoms
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' v

lugreriuvadlasinsiufeinstoyaidenmunIn
Avadtam Audesns uazAmatlval Agalaiiaudl
Uimsdulanevaussld  msifudeyaidatiinalasiony
msldfmaudareUaivdeyalutissuvedasinsinlidu
Usglondsionsivasunseulanduazainanfniiunnsing
violmlegimnszlan Tunenduiuluiishevedasanig
defuldiaumadondaundnazdeanisussiiune
vioidsuifisumadeniiairsduliudinafudeyaids
Usnanduusslevivaz@edeldunnnindoyadnmunim
(Fedtluusund)

HhgtuusesdnsiuAnRiiuteyauuunauna i
WBenaunmuazUsnasiegaty. IKEA iudeyansladinlu
finedevesnulunaneyssmaiilanlasliuuvasuniy
online wauKanuiunstlUdunauasdunwainguthvuneg
fhaulanutuililddeyauuiliunsuasuuvama
Serfanssauneiiuadia uarseaziBenrosianssusiu
ﬁmﬂaﬁagLﬁuawé’amiﬂiwﬁLLazmiGTmﬁuiwms]
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3.1

HOW TO APPLY DESIGNTHINKING
FOR DIFFERENT AREAS :

DESIGN THINKING
FOR NEW PRODUCT/
SERVICE DEVELOPMENT




NEW PRODUCT/

SERVICE DEVELOPMENT

PROCESS

ns:usUMSKWUIRadnunuazusnislky

Wunszuaumsinudsdaasuduiinisaing
anuilangundmineiitesyylenmanisaiisudndusilnl
uazauasimsHanled wminevidonisnszanendnsiasienn
goann nszuumsTimNERSuilmiaunsauieenlily
2 5e0y Ao svoedl 1 sgppnsUNUREnAas utreu
flassnsagldsumssyilsisuiums veedaonidei
(Front-End) v83nseuiumswauInandusilvg Usenau
s tupoumsdrrlemaaiouinngsy  msduaszd
ANUAAUIANTTN NMTARATIANLAA MTWAUILALNAZDU
WWIAA  UAYNITIATIZANINEING  NASNSUDINITIIUAY
HansugiAelandluguareduteiusia (Project’s Mission
Statement) wag WuNGASMI (Product Plan) ‘Tiﬁl,"f]u?gﬂ

25

Budunanfunuimeiidaaudmsumahelussesil 2
Aosvozandunsiaundadue  Bun1svhaundannd
Tassmisldsueyifaunseitinszansdudeangaain viands
Sen31929%18  (Back-End) 1JUN55ULD MK UNER A BueiaN
L‘fJuIaméLLasmmqﬁﬂ%ﬁmmaﬁwéﬁLﬂugﬂﬁiiﬂﬁlﬁmmLLmu
FrenaBuni “Executing” WsoMsUfUANIIINLLNY Useneu
U MINAILILELNAFDUNANN Y N1TNAFBUAITAAN
warmsasUselenidondud nadnsildainnsiaugag
mMsiaNEnSuTRefNEn fuTites  PReANIEUILNS
WanwdadausTlmdsnaunadeniifunnlutisduazaess
anasdlorunsUssiiy surauLasiauauldady
Fendinfiaalumstannansuriduaning mnfinnsanly

DESIGN THINKING : LEARNING BY DOING 107

¢ SISHGERITAG]
wWiumsnaaau
- ~ - ~
’ RS RS
7 ¢ awinlbdndy N 4 Zwusondunuu N

I 7 goglumissiylngm \ " ns:quaowaalse  \

\
. v

PROTOTYPE

msasioduuuu

EMPATHIZE

msmanuito
nauIthKLIBoEENTY

IDEATE

msasaoufa

DEFINE

nisnadou 7
\ « flEnoaowAalky 4 ’
’

Yo - ’
AY - = ’

msnageuliinanowidnlodndo 4
S Aulugmsusunsaulonadus o
’

-~ =

ANSILILAUIINTLUIUMTRAIUNAR A Buaigrehuiinny
AdeRdsansfisuAsslatunsAnBseanuuuluiiuneu
Empathy wag Define wiawiwsidinusnlu Double Diamond
Model wagnsiannantisnedieulanunsan@sesniuu
fumou  Ideate, Prototype way Test wiowfiwsidaiiaes
994 Double Diamond Model agiiulaannszulunng
Waunan AasiinsulsiuneuiiasBoauasdudounin
NMsAREILENLUY WuMsARnsosLaznaaauiidaunis é’m
A599AUAR  NMSVAAOULLIAR  NISNAAOUNARST B9
TudunisyenuusduneulunisiniBaniseenuuuiite
Wﬁummﬂuauyimawumummmﬂmmaugmamwmm
lunmsvaaeufunguithsane  azduiuisanansathnmsan
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WKW1EN10§SND
la:nagnswadnoun

L%daaﬂLLUUlﬂUSzs;ﬂﬁﬂ%ﬁ’umaﬁmmmamﬁm%‘iﬁﬁy’uwﬁu
JUAUNTTLIUNS Tapondonsynausausuaunlufiudid
AT INEYENANAR AT AR qmﬁmsﬁm‘%qaammu
%mmsaa%ﬁqmmLmﬂ@iwiﬁmWﬂﬁqﬂﬁamsﬁﬂﬂ%%ﬁa
anudlanguidmneetsdndsuazssylonaiieaiig
nAnSuafianunsanevauasnudenslml wieasns
A lniwnngudvineldognaunass
ATTUIUNTHAILINITUSNSIAL (New Service
Development Process) AaN8AGINUNTZUIUNITWAIUI

*

IS
goyme
YoONSUOUMSUIANSSY

i
goau
YoINSIUOUMSUIANSSY

”WSSiU,IQHWH msaso MSAANS99 nsnaaau } Ms3ASIA msnadau msnaaau } msasious:lowsl >
ms&asio AcUAQ A%WwAQ lasneUuLUoAQ nogsno uasweun msoala IBOWTUBE
ujanssy WATUN

¢ Jsunnununiivanssrezuaytunounsynnulunssuiunsiamndadumnlng ves Tusu Sasiaw a egsen Ty

“ “Value Innovation’ Strategic Product Planning”, Academic Journal of Architecture, 2010, pp. 161-174.

nAnSuaTln (New Product Development Process) W
feNsUSASHanwailanvAedudedlild  danuunnsna
fulusestusgfugFuuinisgliuinisuastasnanmsl
ins Talanansondaarminududulale iadulugaanan
AflAuinsuazuuinsiiufduiusiu  Tdamnsauds
woneenaniuls n1sihnsAn@eesnuuululdiunisasia
WIANITUAISUSNISTefetenfundedlonasianisvieu
iy 1wy 19 Service Blue Print Tunsnusnsviadeamth
wazdomdanmsufduiudtugld  1Wnssiaesaniunised

520U Service Prototype lunisvageunasiauIluIAg
Judiu fraulaansefinviganiodioniseenwuuuinis
WuuietnshnfsesnuuulUldlaeg1ediuszansnm

(@iwazlﬁm‘l,wﬁqﬁa TCDC Service Design Process and
Methods)






3.2

DESIGN THINKING
FOR BUSINESS INNOVATION
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TumslénmsAndseonuuudmiumsassuinnssumegsin aefosdilanguimneetnsdnds (Who) tieadns
AnAmEeANLLANGITIazLEUe (What) wagAsiSnistiausnairifenaniifiuszavsnim (How) damsnoudany Who-
What-How #feifunagniddamesuish fuvaisddumiflinedlasiiauomneu uinnssumsgsaaslidumsugsds
anmmﬂﬁsﬂamwaﬂuamammim wiazdumehlvinaneduualvg/iu Iﬂamsmaﬂﬂﬂumma mqiuanmmummisna
yiedneufiuuniu mmﬂsmmaﬁiﬂﬂwuamﬂiynawanaamﬂimama n51UAN314 (Openness) mmamaiumwﬂu
wazfiu (Peering) ) nskivswennss i (Sharing) warnsasnemusauiiofudiulan (Acting globally) BadUsznauwand
agviouliiuidanlugafifinnudeundas manaluladiinsznuiuidiiengudmnelusuan

FumeumsAndsoonuuudmiunisasuinnsaumsgitasidudesiifiauiullfBassiatdendivosen
nszuIUNIsAneanUUluiY NMsasemuwansng (Differentiate) N153WATIEMAUYS (Business Competitiveness) N13
a¥unsiiulamsssnia (Growth Enterprises) Insannsalfiaiasiionisardlunaniagsia Business Model Canvas) 11
Usznaulviraounquismassgsinanniy TnedseasBendsd
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BUSINESS MODEL

CANVAS

uuvululoassiio

winuuluagsivanunsaliifioduninuunind
asatuiulineuaussnumanudiosnsvesiliviely uay
avansnsavimusolylFegnsls ludumounisda uiwuy
Tueagsia ustiededeidfydmiunsinluufoa
ferzthsulaunnudnlugduneumediugsia Snvied
glflutumeusngluniseonuuy Wy lurisduneuves
ns@nwiazAuaii (Research) Litofiazaosmilenianis
thiauedudviensuinmslusuuuuine lugtunounis
WAL FULUURIARAUAT UagTsuuUsnis wikuulung
gsnalagnldiiennasumnmululdvesnsiauiusivuy
Tuwnagsnialvel Fnstidndluguds ssdululudnuasnis
MausiniussnImMsUssgandaljoinsneluiiy lay
ausaviglunisiuiinteyaluvainangudyuuemieeiu
gInauimUTENaU 9 ¢ el ndugne (Customer Segments)
nsiauenuAl (Value Propositions) 4819 (Channels)
ANUALTUSIUgNA (Customer Relationship) nszuasele

*

AruAICiagsno
2 2
L] % L]
? | O
? ?
?
UOONMWNI1Y 01:3nluswasidea
IWo31As1:EdURQ -Z00M +Z00OM vovnnusiNgnMdooms
asiolazdouaunnun
Aanmdoomsla
(<~ ]
II\ °
AruAIcioanm

@ https://strategyzer.com/books/value-proposition-design

(Revenue Streams) 3Wensuan (Key Resources) AANTIu
78N (Key Activities) usiinguian (Key Partners) Lag 1A53a3ns
sy (Cost Structure) susznauuwilagnivylinaen
fumevlunsesnuuy  snfiegnatu  n1suUINgugNAY

(Customer Segment) wagnsiauaRaA (Value Proposition)
FelpunanmskunsEUIUNISLU Value Proposition Canvas
Algasugliludiuresiuneu Define
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msasolulnagsioto:Goodoansikasous:iduuasiintodne udgonsaunqusia:dea
AWBUBoUYoOMSATUSSTD vavovansla lasmsri Business Model Canvas

Fo0ducoudol

o

MansoiuikiwuulunagIivasuuNIEA YRR Ul I
Annseauuiwuuluwagsialivuns

UWUSSY

L g

Wno
druinendav

Stake
holder

see

NINSSUHaN

nSwensoiKan

swld

Arusn
gnMmldsu

-

Value
Proposition

ANUEUWUS
nuanm

daumv
mMSsJaNKUY

nauanm

QY

Customer
Profile
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o

UsgguszanatesIndunumsnuinanvaneuanilisuanniuuas feuwivuulieagsialuusiazdes
lnedswazidentunislateyasiail

21

o w v a = v ' W v o . =
nsihdegaanudnladidnvesgnanguilanelaainnsin Value Proposition Canvas ditfaules
» NFUENA (Customer Segments) AnduladnesAnsaznauauawonIIfBINTTYBINgLaNAWUULA
« NslaweAAn (Value Propositions) AauaumviseusnissuuulaianunsaneuaussmIusiaInsvasgnalel

2.2 NMI9DNUUUTBINNUAZLUINNNTUIMIANUTURLSTUGNA

23

24

« 484114 (Channels) AauFdananIRzgnassieludsgnmmetemanisnseaeduruazusnisluguuuumsieansie
« AnudNTuSiugnA (Customer Relationship) asAnsazasuasShwanuduiusiugnalanieisla

MINUHUNSUSNSSaNsn1eTuasdng MadunineIns Anssu uag Wusiing

- 3 nTndn (Key Resources) Innennsndnlatheidndudenisinauenmen duaduemisnisnszansdud
WarUIN1S NIrduAuduiusivand wagatuayunsasanssuaela

- Aanssuman (Key Activities) ssdnsazdosviianssuvdnusziavlathsidndudenaiiauonmue duedy
FoIM9N1INTEABFUAMUALUINT NIvduaNuduRuSiugnA1 wavativayunsaianseuaseld Wy Aunsuan
AUNITATYN NTAUNITASNTEUU/LATOTE

« Wusfinsudn (Key Partners) lasfianunsaduitusinswanlduaziindnenslafildaniusiinsiu viefiianssule
fusinsannsaidudosniunisle

NTNUHUNINTRY Neduduruuazseld

- Tasaad1adiuu (Cost Structure) Funuilunsiignfoesls sanminensiulaniomnanianssuussiavle

« nazuaneld (Revenue Streams) Aolumeldivindunuudafiudldangnéusiasndu Tunslatoyadmillyi
fisaningniazsgliiunmsiaueauailusuuuule Ssuszianvesnsainenseuanelsaziinasenaln
nsReTIAItuiy

o

afaduuulueagsialunaegluuuwagthunuieuiiey
AuiiednlunaasunazimullLuulunagsnafivunzay
Mg dmsuniseseuanuniouiageanglanuvigsnaate






3.3

DESIGN THINKING
FOR THE NEXT DECADE
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welulafuagSamsssumahanuiasuudasesunnduduusmanduliesdnsde sinmisnsisuegslsl
mgnds gairsosfleAndsoonuuuiildsunisianlilusfnazaosBudattlumuniana avdussdnslinisosdunum
WufleagSumsanenearnuiuazifiodnliiniesdlofisley uwrssdnsmsiunumdugairsassdimuinszuiunsviiem
uazieiasdiofndeenuuuivlmififidnvasamsmnzauiigadmivesdnsegianaifieliAnnsiamuosnedsiy

psAnsfflldjadunsianszuiunmsdnegudiduaanuindothnsAndsoonuuulUliudasdiiunaiiiodu
Frssvernmdudu Aoeilvorsuaranuimelavesgnéniatuiasresviudnnag vietluguunAniiiniadouutas
visetladlndiieadniday (Incremental Ideas) %ﬂﬁngﬂaamﬁamwﬂﬁdw (Tim Brown, Harvard Business Review ,2015)

psAnsiUszaumudSendsdsdurilrinnsandeesnuuunanadudunildudiausssriudmiunshaung
AU VR TRIUSTINNMIYINNIURE AT NETIA AUTIIMeYemmTTYlnADNIRILIYTINYEN15AAT0BNWUY kazas
Funlunisfnaiassdlunnseiuesesdns nsAnideosnuuusesondrinueidauannsiinufdiedeeiiles augly
fumuAnaisassAlumsianszuumM v uaziedsslefivnauuagiusensidsundasegiaue



DESIGN THINKING
TEMPLATE
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2.1.A

ganuuuauNEUslwstiiasinnukineKsSatnuAcaNau SUINMsasANUNsIusan Empathy

Tell me! i@ liWvHL28!
THwaunuzththrusavsdMs Bns:ihanva

RRHTRISERTAS
Au3antindin
ViruARegilomain1InseIh
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ganuuuANIUslwstiiasinnukINeKSatnuAcaNaU SUMNMsasANUnsIusdn Empathy

Show me! mlightas + Tell me! @lAwuktas!
TRiWauawsauansomslEuazitons:ithameAlignmisdaiugavdnlu

JUNN/19:
91AFUNFVTONBIN:
aa P Aa X
. BmsunUgnnAnTuLes
- Madsuinguszasansldeu
. 9995R8ANVSE
. ANUDNDATDILA
. ANUFUEY

AU LaANT:

QI dl 1 o & o 1 o M v
danyainasvivseasnihusviilile
aavimsatuiuing
ANEINAEIUIN USRI Ne



21.C

ganuuuauNtUs:lustinasinnurineKsSatnumciaiiau SuMNMsaswANunsiusdn Empathy

Dig Deeper! mwin:an
[anmwidauns:thanvd udnuwrdntissaaidavithauluaviiau
Yunn/ne:
annuEgdnelidilades:
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ganuuuavNIUsssliasinnuKNeKsSalntuAtiaWau SUINMSasANUNtsINSan Empathy

Reflection mssmsifiudayanciwiu dwademsrinnuidnlowaumiiousdaciwiunsall agwls

Tell me! @ lfWvnLas! Show me! mlAgHLias! Dig Deeper! 191:3n!
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ganuuuaNTUslwstiuasinnukinessatnturtamau Sinsikdayatass:ulamalumsaanuuu Define

0 Persona a$wehazasaund@idudihununguidhkne logdinsiAdnuu:mstasia dds wodinssu anuzau
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ganuuuavNTUslsatiuainnukinersalatustaau insikdayatas-ulamalumsaanuuu Define

Journey Map a$wuszaumsaimstunu fosmsihdununguithsnendnsiids:aumsal
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ganuuuavntusslestiiainnukinessatntucaivau insikdayatass-ulamalumsaanuuu Define

Value Proposition: Customer Segment rmanudhloiBeanniunauithine fous:yduAdaeri (Customer Job)
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Customer Jobs Pain Gain
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sanuuuaNTUs:lwstiiasinnukineKsatnustiaWau Jinsikdayatass:ulamalumsaanuuu Define

Project Statement msdvlondinas:ylamalumsaanuuu losmsihdayaiduanan Customer Segment
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ganuuuaNTUs-lwstiiainnukineHsalntuAtiaiiau aSwassannuAaua-nvaanikile Ideate

Brainstorm + How might we...?
S=QUANBVIAENAUUIAANIIDDNETHS U D NI NISDONUUU “IS10% e ldagihwls?”

310 3-7 2N:
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ganuuuaNTUs:lwstiiasinnukINeKsSalntuACaNaU aSwassAnUAaLa:nNvaanikiue Ideate

Brainstorm + Why? & How?
szavavavioslEmsinsiian losmsowi My wazagwls HawgaSwuuuwuni value laddering
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ganuuuaNTUslwstiiasinnukiNeHsSalntuACaNaU aSwassAnUAaLa:vaanikile Ideate

Journey Map + Scenario/Story telling
stauauavaswuufalkude Journey Map fosdwasuaeidu + uazunUeymiidu - vaneg udnauSavdunaums aulku
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LEDIUSUN @0UNNSAINTTITaU
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ganuuuauNEUs:lwstiiasinnukineKsSatntuACanau aSwassAnuAaua:nvaanikile Ideate

Value Proposition Canvas
aswuufowaniun/usmsikuavludav products/services laajvaswawuslfidu gain creators ua: pain relievers
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ganuuuaNDUs:lustiiasinnukinKSalnuACiaNaU aSwassanNuAaua:nMvaanikile Ideate

Reflection msl#smsaswassAuurfalkuncihvnu dwactamsfasinaanilkiqsiiaunSaciwnundall aghls

Aafasow Aafasow idsav + Journey Map Value Proposition
How might we? Why? & How?
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