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Imagine a vase that 
holds flowers. 



V A S E  T H A T  H O L D S  F L O W E R S



V A S E  T H A T  H O L D S  F L O W E R S



V A S E  T H A T  H O L D S  F L O W E R S



Imagine a way to 
experience flowers. 



C R E A T I V I T Y



There is a dirty secret to innovation.

I N N O V A T I O N  H A S  A  D I R T Y  S E C R E T . . .



There is a dirty secret to innovation.

I N N O V A T I O N  H A S  A  D I R T Y  S E C R E T . . .

C O L L A B O R A T I O N



C R E A T I V I T Y  x  C O L L A B O R A T I O N



C R E A T I V I T Y

C O L L A B O R A T I O N



IT ALL BEGINS WITH 
AN IDEA.. 
A HYPOTHESIS









B U I LD



1. DEFINE A CUSTOMER-FOCUSED HYPOTHESIS

2. DEFINE A SOLUTION TO TEST THE HYPOTHESIS



PUT THE CUSTOMER 
AT THE CENTRE

UNDERSTAND THE 
CUSTOMER EXPERIENCE

DEFINE A CLEAR 
SOLUTION TO A 
SINGLE CHALLENGE

CONSIDER LONG-TERM 
VALUE FOR CUSTOMERS
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1. DEFINE A CUSTOMER-FOCUSED HYPOTHESIS



1. DEFINE A CUSTOMER-FOCUSED HYPOTHESIS

For…

We believe that…

So if we…

Then we will see…

Our customer

Informed assumption of the user 
problem or behavior

an action or solution, something 
we want the user to do

the expected result or a measure 
of success



A L L O W  F O R  M I N D  W A N D E R I N G



1. DEFINE A CUSTOMER-FOCUSED HYPOTHESIS

2. DEFINE A SOLUTION TO TEST THE HYPOTHESIS



2. DEFINE A SOLUTION TO TEST THE HYPOTHESIS

So what makes a good skateboard?
1. Is it low risk– can it be 

conducted with a safe audience 
at a minimal cost?

2. Is it quick and easy– is it easy to 
build and run?

3. Is it generative– will the 
experiment help you learn and 
grow the idea you are testing?







“ B U T  T H I S  I S  U S E F U L  D A T A ”



“ I S  T H I S  S A F E  T O  T R Y ?





F r o m P L A N  &  P E R F E C T  t o A D A P T  &  P R O G R E S S

G u m p t i o n :  

U s i n g  t h e  i n t e l l i g e n c e  n e e d e d  t o  
k n o w  w h a t  t o  d o  i n  a  p a r t i c u l a r  

s i t u a t i o n  a n d  t h e  c o u r a g e  t o  
f o l l o w  i t  





B U I LD



ME ASU RE



IF YOU CAN’T MEASURE IT… 
YOU CAN’T IMPROVE IT





R E C Y C L I N G  C E N T R E



C R E A T I V I T Y  &  C O L L A B O R A T I O N N
( o k . .  a n d  s o m e  d a t a . . )



=  I M P R O V E D  E X P E R I E N C E



D R O V E  A  D I V E R S I O N  I N  W A S T E  F R O M  1 2 % . . . . . . . . . . .  
T O  9 1 %  I N  J U S T  6  M O N T H S .



T h e  d e f i n i n g  f e a t u r e  o f  a n  i n n o v a t i o n  
c u l t u r e  i s  t h e  b e l i e f  t h a t  i n n o v a t i o n  
i s  e v e r y  e m p l o y e e ’ s  j o b ,  n o t  j u s t  t h e  
d o m a i n  o f  a  f e w ”

D o m i n i c  P r i c e ,  A t l a s s i a n

F r o m  E X P E R T  O P I N I O N S  t o  I D E A S  F R O M  A N Y W H E R E





ME ASU RE



LE ARN









F E B R E E Z E



F r o m C U L T U R E  O F  G E N I U S  t o C U L T U R E  O F  D E V E L O P M E N T



F r o m C U L T U R E  O F  G E N I U S  t o C U L T U R E  O F  D E V E L O P M E N T



G R O W T H  M I N D S E T

S T R I V E  F O R  A  L E A R N - I T -
A L L ,  R A T H E R  T H A N  

K N O W - I T - A L L  M I N D S E T







E XPE RI ME NTATI O N







F r o m P L A N  &  P E R F E C T  t o A D A P T  &  
P R O G R E S S

F r o m  E X P E R T  O P I N I O N S  t o  I D E A S  F R O M  
A N Y W H E R E

F r o m C U L T U R E  O F  G E N I U S  t o C U L T U R E  O F  
D E V E L O P M E N T



So.. Is this “safe to try”
with an activity?

ACTIVITY



We will run a rapid 
experimentation exercise to design 
a wallet or bag for your customer.

ACTIVITY



At your tables, select one person to be your “Customer”. Learn 
about your customer and prepare a hypothesis. 

BUILD PHASE Design a wallet or bag for your customer.



MEASURE PHASE Design a wallet or bag for your customer.

HOW CAN YOU TEST THE ASSUMPTION? – Test your hypothesis 
statement with your customer to see if this delights them. 



LEARN PHASE Design a wallet or bag for your customer.

WHAT DID YOU LEARN? – What would be one thing you could 
improve to better reach your metric of success?
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