
Innovative Entrepreneurship 

Theory and Practice



Lesson 15: Design
Innovative Entrepreneurship theory and practice (888111) 



today

• in groups create a storyboard

first

• design thinking

• prototyping

• design walkthrough

• MVP

• storyboards



Design Thinking



• Design thinking is not just about the ‘design stages’ of product 

development 

• e.g. product design, look, shape

• it is

• a collection of processes

• which lead to a better understanding

• of the needs of a user and

• ways to find solutions to those needs

Design thinking



Steve Jobs famously said, 

“Most people make the mistake of thinking design is what it 

looks like. 

People think it’s this veneer – that the designers are handed 

this box and told, ‘Make it look good!’ 

That’s not what we think design is.

It’s not just what it looks like and feels like.

Design is how it works”

Design thinking



Design thinking draws on 

• logic, imagination, intuition, and systemic reasoning

• to explore the possibilities of what could be and 

• to create desired outcomes that benefit the end user (the customer)

Design thinking



good for ‘wicked problems’, 

• where the challenge itself is ill-defined or tricky, 

• as opposed to challenges where you can often find a

solution based on applying experience or technical

knowledge

• first need to find out what is causing the challenge for

the customer

Design thinking



match people’s needs with what is technologically 

feasible and 

what a viable business strategy can convert into 

customer value and market opportunity

Design thinking



• Diverse design teams – mixture of skills, expertise

• Design research – qualitative research and quantitative analysis, 

observation, in-context interviews, thinking about analogous

industries

• Synthesizing research, observations etc – to spot themes 

and patterns, look for relationships, and discover insights

• Experimentation and rapid prototyping – to test hunches

• Feedback and iteration

• Implementation – piloting ideas in practice

IDEO process



1. Be humble and flexible, and adapt to customer’s needs

2. Deliver something new or deliver in a novel way that

competitors can’t

3. Solve a real ‘pain point’ that is relevant to many people

4. Execute the vision – in all aspects, not just a product

5. Think about a problem/need in a way customer haven't and 

makes perfect sense to them when they hear/see/experience

it

Advice



Prototyping



Bad design



Noodle shop in Chiang MaiWhat is Prototyping?

prototype

testfeedback

improve



• A prototype is an early sample, model, or release of a 

product built to test a concept or process

• A prototype is used to evaluate a new design. 

• Helps to visualize a product/service for users, and get 

feedback

Prototyping



Prototyping



• Storyboarding – the customer/user journey through your service

• Service advertisement - a visualization of your service

• Video prototyping – a film illustrating how your service could look

• Desktop walkthrough – small-scale representations of service concepts and 

part of the service systems and processing by using handcraft materials and

toys

• Roleplaying – acting out the service with colleagues and/or potential users

• Experience prototyping – allowing potential users to feel what a service could

be like

• Live service prototypes – pilot services to test out the idea in practice

Service prototypes



E.g. Storyboarding–we will see soon

Service prototypes



product design 

walkthrough









example – health app





Create personas



User Journey Mapping

• is a process that a user must go 

through in order to accomplish a 

goal. A user journey is presented as a 

series of steps and actions in a 

timeline skeleton. Such a layout

• makes it easier for all team members 

to understand and follow the user’s 

narrative.



Design the Solution





Testing the Prototype

MVP



Minimal Cost

+

Maximum Learning

Minimum Viable Product



• Test, develop, test, 

develop, cycle

• Maximum amount of
learning about customers
with the least effort

Minimum Viable Product (MVP)



• Learn early

• Be fast and iterate

• ‘Fall in love’ with the problem – not the solution

• Get credible feedback

• Measure what matters now

• Test your assumptions

• ‘Fail smart’

Key principles for experiments



storyboards



Storyboards

Constructing a storyboard

• cartoon

• from filmmaking

• notes key moments and interactions

• the ‘feel’ or ‘flow’ of the experience 





Storyboards

Constructing a storyboard

1. identify key tasks, choose one, review the models

2. draft a detailed design

• consider alternative options

• consider implications of the alternatives

3. check the redesign against the sequence models

• are the intents OK?

4. sketch

5. repeat for all the tasks & review











Choose a storyboard

• represent a ‘user intent’

• use a model (e.g. flow or sequence model)

• or,

• use your affinity diagram from last week

• file copy is in teams and mango



your group task – create / draw a storyboard

• choose one (important) activity

• related to your business

• e.g. customer looking for your product, finding it, buying it, 

giving good feedback

• draw a storyboard

• about 4 or 5 images

• explain in text under the image or after (numbered)

the idea of the storyboard is to be able to understand 

something very easily



Thank you!
any questions?


