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Developing Management Skills

» Personal skills

» Developing self-awareness

» Managing personal stress

» Time management

» Communication skills

» Interpersonal skills

» Group skills

» Critical thinking skills

7 strategies to develop
skills in HBR

1. Strengthen Your Decis
2. Cultivate Self-Awarene
3. Build Trust
4. Be a Better Communice
5. Establish Regular Check-
6. Carve Out Time for Refle
7. Complete Managemen



LEADERSH”:) PETER FE.DRUCKER
Management

armstronGs  Challenges
HANDBOOK for the

OF MANAGEMENT

s egia e ‘ 21* Century

PETER G. NORTHOUSE

Michael Armstrong &



What is Design Thinking?

Design Thinking is......

A creative problem-solving approach where we design
solutions starting with people’s needs and desires

from IDEO

The need for 21t century mindsets and protocols has
sparked interest in design thinking. That is a human-
centered, prototype-driven process for the exploration of
new ideas that can be applied to operations, products,
services, strategies, and even management

from ADB
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Ideo's David Kelley on "Design Thinking"

By: Linda Tischler F» Jan 16, 2000 at 11:12 AM

Courtesy IDEQ

David Kelley, founder of the design firm Ideo and the Stanford d.school, was
leading a charmed existence. Then he felt a lump

Related Content The smell of ramen noodles wafts over the Stanford d.school
RELATED LINK B} |Infograpt The K classroom as David Kelley settles into an oversize red leather
Jucabor per armchair for a fireside chat with new students. It's B0 degrees and
sunny outside in Palo Alto, and as the flames flicker merrily on the
big computer screen behind him, Kelley, founder of both the
d.school and the global design consultancy Ideo, introduces his
grad students to what “design thinking" - the methodology he made famous and the motivating idea

behind the school - is all about. HASSO PLATTNER

N Institute of Design at Stanford

Corey Ford
cford@stanford.edu

RELATEDLINK ) |de

Thinking like a designer can transform the way you

develop products, services, processes—and even strategy.
(Source: Harvard Business Review)
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The cycle of design thinking

Figure 1: The Cycle of Design Thinking
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(Induction) (Deducum:

Test Ideas
(Experimentation)

Source: Adapted from David Dunne and Roger Martin. 2006. Design Thinking and How It Will Change Management Education: An Interview
and Discussion. Academy of Management Leaming and Education. Vol. 5, Na. 4, pp. 512-523.




Steps in Design Thinking
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Designing of business

Figure 3: The Gears of Business Design

Empathy and Deep User
Understanding
(A deep dive with a broad lens)

Concept Visnalization
(Ideation, prototyping, and
nser evaluation)

Strategic Business Design
(Actvity system design and
evaluation)

Source: Heather Fraser. 20059, Designing Business: Mew Models for Success. Design Management Review. Vol. 20, No. 2, pp. 55-65.




Learning about the brainstorming and Returning to your original
audience for whom you coming up with cre- user group and testing
are designing ative solutions. your ideas for feedback.

< \ < < \ <
Redefining and focusing your Building a representation of
question based on your insights one or more of your ideas to

from the empathy stage. show to others




Power of Design Thinking

Make others successful
Embrace ambiguity

Talk less, do more

Learn from failure

Take ownership
Collaborate

Be optimistic




Empathy

Walk a Mile in Their Shoes

Personally experience the customer’s perspective

Seeing what people really do, not just what they s

Understanding why people say what they say







Empathy Using The Five Why’s

WHY?
Ls WHY?
L> WHY?
L> WHY?

L) WHY'-’

R al solution is found here




Applying The 5 Why’s

Goal: | want to own my own business

It will allow me to have
greater control over
how | spend my time.

| can have more
flexibility in my life.

| will be able to work
from home.

\ Why Do | | will be able to spend
. more time with my son

or daughter.

Supporting my family
is the most important
thing to me.

*

Root Cause of Motivation




Define-State Your Users' Needs
and Problems

» It’s time to accumulate the information gathered
during the Empathize stage.

» You then analyze your observations and synthesize
them to define the core problems you and your team
have identified. These definitions are called problem
statements.

» You can create personas to help keep your efforts
human-centered before proceeding to ideation.



https://www.interaction-design.org/literature/topics/problem-statements
https://www.interaction-design.org/literature/topics/user-personas
https://www.interaction-design.org/literature/topics/ideation

ldeation with brainstorming

Defer judgment - separating idea generation from idea selectio
strengthens both activities. For now, suspend critique. Know tha
have plenty of time to evaluate the ideas after the brainstorm.

Encourage wild ideas - breakout ideas are right next to the absu

Build on the ideas of others - listen and add to the flow if ideas. T
springboard your group to places no individual can get to on their o

Go for volume - best way to have a good idea is to have lots of idea

One conversation at a time - maintain momentum as a group. Save
side conversations for later.

Headline - capture the essence quickly and move on. Don’t stall the g
by going into a long-winded idea.



Prototyping

» This is an experimental phase. The aim is to identify
the best possible solution for each problem found.

» Ways for prototyping: create a story-board, a
diagram, a story, a mockup, a model, a role play...




Testing

» Test—Try your solutions out & get the feedbac
» Evaluators rigorously test the prototypes.

» Although this is the final phase, design
thinking is iterative: Teams often use the
results to redefine one or more further
problems.
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Core values of design thinking

» Human-centered design: Empathy for the person or people ya
designing for, and feedback from users, is fundamental to gooc

» Experimentation and prototyping: Prototyping is not simply a
validate your idea; it is an integral part of your innovation proc
build to think and learn.

» A bias towards action: Design thinking is a misnomer; it is more abd
doing than thinking. Bias toward doing and making over thinking
meeting.

» Show don’t tell: Creating experiences, using illustrative visuals, a
telling good stories communicate your vision in an impactful and
meaningful way.

» Power of iteration: interview twice, sketch twice, and test with ye
partner twice. Additionally, iterating solutions many times withi
project is key to successful outcomes




Thanks for listening!

» Questions & Answers




