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Creative Economy

Imagination, Creativity, Technology
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What is Creative Economy ?

Make Money



Creative Economy is from Innovation..
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Shift of Value Center

Land
Labor
Capital

Technology
Information

R&D

Creativity

INNOVATION

We want to do something
which has market value.



Expansion of Cyber Space
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A rate of change is getting high !

Boat racing is on a calm Rafting on turbulent
lake (Environment).. river



NOKIA,
Once a king of hand—phone industry, Symbol of Finland..
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Nokia, Sony, Samsung and Apple

Market value - § billions
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George Eastman, Kodak founder

KODAK founded (1880)
Bankrupt (Jan. 2012)

1880 - George 1888 - The name 1929 - The 1962 - The 1972 - Five 1981 - 2008 - Begins 2011, June -
Eastman begins “Kodak” is born company company’s US  pocket-size Company mining its Begins shopping
commercial and the Kodak introduces its consolidated Instamatic sales - patent around its 1100
production of dry  camera is first motion - sales exceed cameras that use  surpass the ~»=  portfolio, digital-imaging
plates for marketed with the picture film 1935 - Kodachrome $1 billion for smaller cartridges $10 billion which patents
photography ina  slogan, “You press film i inirodisced the first time.  are launched. revenue 1992 - generates 2011.D -
rented loft of the button, we do - anid becoried Its work force  More than 25 mark Launches  nearly $2 Jud ecetm ) b
abuilding in the rest” the first commercially toPs 75,000 million cameras awriteable billion in fees FOLCECEK tents
Rochester, N.Y. i y sell in less than over three fame apaien
cessful amateur < 2 dispute into 2012
o colour fllm ‘ three years years I
l | ] ] ] ]
1880 | 1890 | 1900 1910 | 1920 | 1930 |1940 [ 1950 | 1960 | 1970 |1980  |1990  |2000 [ 2010 | 2020
. —
1900 - The first Brownie camera is 1951 - The low-priced 1963 - Kodak 1975 - Kodak 1984 - Kodak 2004 - Kodak begins 2010 - Sues Apple and
introduced. Selling for $1 and using film  Brownie Smm movie  introduces a line invents the world's enters the video digital makeover, the same Research in Motion before
that costs 15 cents a roll, it brings hobby ~ camera is introduced,  of easy-to-use first digital market withthe  year it gets ejected from  the US International Trade
photography within financial reach followed by Brownie ~ Instamatic camera. The Kodavision Series  the 30-stock Dow Jones ~ Commission, claiming the
movie projector cameras with toaster-size 2000 8mmyvideo  Industrial Average. It cuts smartphone makers are
in 1952 cartridge-loading prototype captures system and tens of thousands of jobs  infringing its 2001 patent for
film (selling black-and-white  introduces Kodak asit closes factoriesand ~ technology that lets a
more than images at a videotape cassettes changes businesses camera preview
50 million resolution of 0.01  in 8mm, Beta and - low-resolution versions of a
by 1970) megapixels VHS formats, o . moving image while
along with a line of [ == recording still images at
floppy disks for 4 s higher resolutions. Global

computers

Kodak

employment falls to 18,800

Kodak



Summary of Advance Studies

Innovation theories

Di i h Blue O g A
Isruptive He pcean Disruption

Innovation Strategy
| Luke(2010
Christensen (1997) | | Kim W.C. etc(2000) | | uke(2010) ] -

Disruptive/Sustaining The Four Action . . . e
Innovation Framework: Crafting Disruptive TeTh
Hypothesis STRATEGY
®Disrupting existing ® Creating New
market by New Market by Adjusting ®Discover a best
Revolutionary Market Values disruptive
Products. (4-Action Frame) opportunities
®(Creating New (Cliches),
Market ®Feedbacks from ®Creative Thinking

Customers for New
Value




Disruptive/Sustaining Innovation
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What we need Is..

Why 8 What? How to
(Creativity) (Technology)

—ﬁ

Inner Processing Outer Processing
Thinking ! Working !



« Dilemma in Ordinary Product Development Process

Creative Decision makin
Thinking 9
Selecfing
Drawing ideas Concept Design Development
an idea

Assumption:

the more idea concepts there are, the higher chance a successful idea likely
to be included.
However,

the more ideas there are, the lower chance the best idea among those
ideas can be selected.



* Dilemma In Brainstorming (BS)
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How many ideas are enough ?
When will we stop brainstorming ?
Will the selected idea survive in a market ?

Destiny of product is determined in a BS stage.



Due to the lack of reliable
methodology, a majority of innovative
products fail in the market.




Evolution Theories

Progressive Evolution Modern Synthesis Punctuated Equllbrlum

Theory, Darwin (1859) | Theory, Muller (1928) Gould (1972)

Macroevolution is

Living things are Combined with ot the result from
on Gradual Genetics of accumulation of
evolution Mendel microevolution.
Mechanism Mutants (gene
mutation) Disruptive variation
selected by of regulatory gene
: and super gene,
Natural Selection Nature Natural selection
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Morphological Morphological
change change
(a) GRADUALISM (b) PUNCTUATED EQUILIBRIUM
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Consilience of Evolution and
Innovation Theories

Consilience ?

— The Consilience of Inductions takes place when an
Induction, obtained from one class of facts,
coincides with an Induction obtained from another
different class.



» Consistency Analysis

Evolution

(Punctuated Equilibrium Theory)

Innovation

(Disruptive Innovation Theory)

Objects Living things Product / Service
Survival
Selection by Nature Selection by Market
Condition
Process Punctuated/ Gradual Disruptive/Sustaining
Creation of New Species
Results New Product/Market Creation

(Branching)

Variation factor

Change in Natural Ecosystem

Change in Technology/Market

Ecosystem

Mechanism

Sudden Variation of DNA

Replacement of Product’s DNAs

Supervisor

Nature

Enterprise




Consilience of Evolution and Innovation
Theories
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Suggestion of Disruptive
Innovation Method
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Product Evolution Definition of Terminology ethod of Lrawing

Hypothesis Product's DNAs

Gene Variation Model Method of Drawing

Environ. Factors

A[Product Evolution Model] DNA Replacement

Matrix




Product/Service Evolution
Hypothesis

First, product/service evolve toward the optimum state depending
on environmental changes, and a company is a supervisor of
evolution.

Second, optimum evolution comes from the selection of optimum
direction due to environmental change, only the ones evolved into
optimum state are selected through the market ecosystem while
the rest die out gradually.

Third, product/service follows gradual evolution of performance
enhancement by demand of market. At this time, the
product/service DNA, which is the fundamental property
determining the species of product/service, remains unchanged.

Fourth, only through the change of product/service DNA
appropriate for environmental change, the species of
product/service possessing new disruptive customer value can be
born and create new markets.



 Product/Service Evolution Model

Environ
ment
Change

Product/
ona (e

Cause | Link | Result

Product combines with Environment.
Supervisor of Evolution is an Enterprise.



Disruptive Innovation Method for
Product Innovation

o Process
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— Derivation of DNA of Product (TV)

[nternet |yiopile
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| LCD PV /71
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* DNA Replacement Matrix

Environmental influence factors
Technology = o1 Lifestyle
influence factors HAlE ddsa influence factors
|
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— Example: Smart Green City (Preliminary)

Evolution |

Path

Common
Properties
(DNA)

Performance
Improvement

Eco Green
Tech Tech
Elevator U-IT - \ /ﬂ \ /ﬂ \
J / /
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«fossil energy

«fossil energy

+fossil energy

+fossil energy

*Green energy

*no rainwater | +no rainwater *no rainwater *Rainwater *Rainwater
utilization utilization utilization utilization utilization
* H/W based | «H/W based *Smart infra *Smart infra *Smart infra
infra infra *High rise *High rise *High rise
*low story *High story bldgs bldgs bldgs
bldgs bldgs
*High rise Smart city +Utilizing *Energy saving
building Rainwater «Zero emission
(Compact *Recycling
city possible) Waste




Future work of my group
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* Proposed Method ..

Add a vector of “fundamental attribution”
to divergent thinking for innovation

——————






