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surprise & delight ?




are we making progress ?




design thinking

E OL) ProGRm b [ ) PATE L - IASPIRLS _
W REAM PROYECT PLAMDIE
E REW PRoGRIN ; VL BEWRED

B Fhim o }mtag rati \A

\L/

\\:I:»—/v 1 . = - ', \EA \‘_DG[;{" e =47 P_}‘ _'j;,,
it | A

‘t ‘t\", <".\)\

Lroneed & e m p‘a y drrlven’ o

PACLULTY "

_L.‘~ »\r\(f F

. — OQASS- SES
4 , 7\4’\9 Funt --«.-m\:\

| ~ S&m | — ) tWAM T
LIMIN

o v mS|ght ba ed

Expyon T ———— - N ~ FRvicE
| MP ACTIE MoTipNd Y EMENT AV \\_V*P‘LT AH"
ravE oNpropucT [ VESI IR TREYRE BEST l




Hasso Plattner Institute of Design at Stanford
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the team




Phe role-of multidisciplinary research and teachmg
| qof Stanford’s biggest opportunities (John Hennessy)”
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intense collaboration




extreme product based learning, “design learning”




a culture of prototyping that accelerates discovery




students as experts reverse mentoring




students engaged and confident
about creating their own innovation process




DESIGN ﬁ THINKING >




what do we know from
design-thinking-research

9

lessons learned from
instrumenting design activity



Tang ‘89, video interaction analysis




U.St.Gallen
Switzerland




canonical findings

recent IT study



. Text Draw Gesture
Function | activity | Activity | Activity
Store
Knowledge 40 19 1
Express 2 63 33
Ideas
Mediate 0 21 46
Interaction
19% 46%

27%
43%



¥ of informnational activities

6.4 seconds

design information fragment duration
across six activity categories
(2 each = receptive, expressive, search)

Duration of Information Fragment (deltat seconds)




noun-phrases in formal documents
predict awards in peer-reviewed
1800 design competitions
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= Design
Design Dlvergent Decisiogns &
Requirements Thinking Specifications

Design Concepts
C1,C2,C3, C4,CsS...
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combined rate of DRQ+GDQ (questions/hour)
DRQ = deep reasoning question
GDQ = generative design question



field research case

electronic arts corporation
programming teams in networks

does game programmer activity

predict product code performance ?
Reiner’05



features of the computer
games industry reineros

¢ Multidisciplinary Teams of 75 to 200 people
¢ Producers, Designers, Artists, Engineers, Testers
¢ Most assets tracked in a database repository

¢ Word docs, 3D models, animation data, 2D art,
audio, source code

¢ Yearly, “Fast Track” development cycles

¢ High performance teams

¢ Industry-wide recognition, high review scores

¢ Innovative, patented tech reused by other teams
¢ Sales quadrupled+ in last three years



Lines Edited

Daily and Concurrent Edits TW 2005
8 Months - January through August
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surprise not delight
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an equation for success

i.=mcX

innovation = Minds in Communication

radical, relevant, & rigorous
working creatively together



