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Why?

❚ Deliver a stream of 
breakthroughs.

❚ Use design to 
simulate future 
product, information, 
& graphic strategies.

❚ Individualize learning.
❚ Make thinking visible.
❚ Enhance intelligence.

❙ Create a way of life where 
the human "feel for a 
situation" usefully coexists 
with powerful concepts, 
sophisticated methods, 
and personalized digital 
aids.
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Concepts

❚ Strategic Design 
Planning

❚ Industry Reinvention
❚ Observation
❚ Interests
❚ Compelling

❚ Knowledge Harvesting
❚ Learning
❚ Information, 

Knowledge
❚ Individual Preferences
❚ Knowledge 

Management
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Work

Strategic Design
❙ Observe
❙ Capture Data
❙ Reflect & Analyze
❙ Brainstorm Solutions
❙ Develop Prototypes

Knowledge 
Harvesting

❙ Elicit
❙ Capture 
❙ Organize
❙ Optimize
❙ Publish
❙ Improve

Active
Inquiry

Unobtrusive
Watching


