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» Key features and their benefits

» Deployment experience Functional Value

» Usage experience

What the product does

* Maintenance experience

» Service experience

» Value of ownership » Time savings

» Value of affiliation » Cost savings
e Value of relationship * Quality improvements

« Emotional significance » Flexibility enhancement

Economic Value
What that means in time and money

Emotional Value

How it makes you feel
FB : Easylnnovation
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What that means in time and money ?
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How it makes you feel?
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Design Thinking

3 Ccore concept by #Easylnnovation
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DESIGN THINKING
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Fail Fast, Fail Often, and Fail Cheaply!
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O Deep Listening
NISWoLBvan

O Stop Talking, Start Doing
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Move fast, Fail fast,
) Fail Often, Fail Cheap
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IDEO Design Thinking for Educator

1

DISCOVERY

I havea

How do I
approach it?

e 3 4

INTERPRETATION IDEATION EXPERIMENTATION
I learned I see an I have an
something. opportunity. idea.
Howdo I What do Howdol
interpret it? I create? build it?

IDEO design thinking for educators.

S

EVOLUTION

&

I tried

How do I
evolve it?
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Reference : Design Thinking Process in Infinity Loop of IBM B Fasylnovation



Hann1suov Design Thinking

Stanford Norman Nielson Zurb Design Double Diamond by IBM Design Columbia Google SPRINT IDEO Design Easylnnovation
- D.School Design-101 Thinking M. Vi Design Councl andyeklund.com Thinking Model [ gusiness School y Process Infinity Loop
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Understand . _ What is ?
Discovery | Discovery Inspiration
Define Define Define Define Define Define Define Define
What if ? _
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Prototype | Prototype | Prototype Prototype Decide Ideation | Prototype
What
Build Develop Develop WoWs ? | Prototype
m Test Test Test Test
Test
Implement Deliver Deliver Implementation
W —
::' Analyze What Validate

Works ?




Design Thinking Process
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Interview & Focus Group \(ﬂ?oc

Deep Listening

Dialogue
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Design Thinking Process
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Mindmap® Canvas
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Concept Map Canvas | |
Why - Why Analysis U
Customer Journey / Experience

Root-Cause Analysis
HMW (How Might We) Technique



Design Thinking Process
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* Braindrum Technique with Post-It

* Value Proposition Design

* Brainstroming

 Brain Writing Mixed

e COCD BOX .~ 4= . -
* "Yes and ..." Thinking A




o Design Thinking Process
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* Fail Fast, Fail Often, Fail Cheap

* duuuulimtdudovavnugv

GovlGIWD

* Paper / Rapid Prototype
* Mockups

e Storyboards

* Draft Blueprint




Design Thinking Process
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Fail Fast, Fail Often, Fail Cheap
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Project Model Canvas(PMQ)
Innovation Canvas
Scenario

Role Play

Storytelling

| Like ... | Wish




Speed Design Thinking with 3 Core Concept

AU 1 = Wonlo1

. Understand by Heart
Insight

Information #

RIRIE §ugudioya
Empathy Define

AU 3 = A1shadou |

Test by Hand | Simple
] Statement
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Prototype |deate
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“You always edit a bad page, not a blank page”
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CORE COMPETENCY
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CORE COMPETENCY ANALYSIS
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Persona Canvas ...

LNnAUANISS=QUdUDY
IWDIRLINTD anAl p81vansBv
WIUNISDUAIAIUUU Persona Canvas

Watdlumyorstunisoonuuunasuloanm



PERSONA

L T— Personas

38Nsadvunananucuuoongutthruigoonuitwatduddunu
nautdikugrksSoanmugauAanovD

lv‘\"/alﬁmsmﬂajwﬁamuua\)vgz‘ia / nauwkuie / anm (USER) au
o=tluogvls

(WorhAWwhtotuynanuav USER Tdgndov
WhKw1gvov USER Rognno:ldduairkdonmisunlounidanlas

gusvuualatorsSolsvuuno-NMKLInanissoldoevis sOunv
wananssulla:AwWdnAaciv a yov USER oonuila

nmwnsaulauovAIUAIOKIVUDVNAULUIKUNY
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+7+) Speed Design Thinking with 3 Core Concept

uAu 1 = WaaLlo1

Understand by Heart
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yuQou Design Thinking
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Design Thinking Process

ANSMAULDNTD ADWGDVYNIS ADWIILUU osuald uas

Empathy = A2wsdn TagmsAnuIAUK Insight ypolHomMsaiua:

Tip

Tool

uAnantngdvnv lagiuunsAuriaviud Unmet Need

WatosuwoUtyH 1DUNSANSDUKSDAQIUUTYHIODEUUDVUDOLSY
12N LtEtoLsY WNIUBU3UtuADILSAN daanun ua:zus:aunisaiosy
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Empathy Map Canvas ‘aﬂ‘
Interview & Focus Group \(ﬂ?oc

Deep Listening

Dialogue

Theory-U



A UD Product / Service tutd
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(A Day in a Life)

AYLD1:0NU Product / Service NS
(A Day with Product / Service)
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iasdatiiok: IDEO, TCDC

Learn

(desk research)

MsAnNUINAURTIGVIU

User Research _
MSADUMUNNNLEEIVITY
Expert Interview
MSANVIAUTY
Competition Research
msAnNTagNISINgULAYY
Benchmark Research
AIsfinuinala

Market Research



iasdatiiok: IDEO, TCDC

Look

(observation)

mMsavinauuudalng
Open Observation
MSAVLNAUUUUDUUN D
Hidden Observation
msavinauuuaamu
Shadowing



iasdatiiok: IDEO, TCDC

Ask

(interview)

msaumual
Interview
mMsauNIvalaIuuUsSuUn
Contextual Interview



Try

(empathetical journey)

- MSNQadVlvtuSNIS
Service Safari

iasdatiiok: IDEO, TCDC
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Define

Tip .

Tool -

Design Thinking Process
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Mindmap® Canvas

| \

Concept Map Canvas | |
Why - Why Analysis U
Customer Journey / Experience

Root-Cause Analysis
HMW (How Might We) Technique



Empathy Map Canvas ...
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Think & Feel

Pain Point

Adapted by V. Luangboriboon
Adapted From : www businessdesigntools.com




Think & Feel
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=) Speed Design Thinking with 3 Core Concept

UAU 2 = oonbLas . Juaou Design Thinking
Ideate by Head . 3 LAUKANUDVANS:UDUAIS



Design Thinking Process
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* Braindrum Technique with Post-It

* Value Proposition Design

* Brainstroming

 Brain Writing Mixed
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* "Yes and ..." Thinking A
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ldea Generation Checklist
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~< _Criterias
~

New Functional Revenue
Ideas “~. AUIKL 181395V asvsela

~
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ldea Generation Checklist
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XY AXis
uauAQlanndLQy

Value

i (ATuAn)
ATUAIUAN

aouToNgaNM

ArIAUOY Technology

(tnAtutad)

LnATutagwsSouuntudosuu inAtutagdgvuiuwsautudoyuu
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Value

(AtuAn)

mab?:)Te?aj:m .
Mid-term Long-term
Plan Plan
Short-term - 5
ATUAIUDY Plan

Technology

(inAtulag)

tnAtulagwsouuntudouu InAtulaggvliwsSautudouu
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o Design Thinking Process
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* Fail Fast, Fail Often, Fail Cheap

* duuuulimtdudovavnugv
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* Paper / Rapid Prototype
* Mockups

e Storyboards

* Draft Blueprint
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ﬁh Speed Design Thinking with 3 Core Concept
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Test by Hand
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yuQou Design Thinking
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Design Thinking Process
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Project Model Canvas(PMQ)
Innovation Canvas
Scenario

Role Play

Storytelling

| Like ... | Wish
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