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There's a lot of buzz on Kanban right now in the agile software development community,
Since Scrum has become quite mainstream now, a common question is "so what is
Kanban, and how does it compare to Scrum?” Where do they complement each other? Are
there any potential conflicts? Here's an attempt to cle T
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The new new
product development
game

In today’s fast-paced, fiercely competitive
world of commercial new product development, speed
and flexibility are essential. Companies are increasingly
realizing that the old, sequential approach to developing
new products simply won't get the job done. Instead, com-
panies in Japan and the United States are using a holistic
method—as in rughy, the ball gets passed within the team
as it moves as a unit up the field.

This holistic approach has six characteris-
tics: built-in instability, self-organizing project teams,
overlapping development phases, “multilearning,” subtle
control, and organizational transfer of learning. The six
pieces fit together like a jigsaw puzzle, forming a fast and
flexible process for new product development. [ust as im-
partant, the new approach can act as a change agent: itisa
vehicle for introducing creative, market-driven ideas and
processes into an old, rigid organization.

Mr. Takeuchi is an associate professor and

137

Stop running
the relay race and
take up rugby

Hirotaka Takeuchi and
Ikujiro Nonaka

The rules of the game in new product
development are changing. Many companies have dis-
covered that it takes more than the accepted basics
of high quality, low cost, and differentiation to excel in
today’s competitive market. It also takes speed and
flexibility.

This change is reflected in the emphasis
companies are placing on new products as a source of
new sales and profits. At 3M, for example, products less
than five years old account for 25%- of sales. A 1981
survey of 700 U.S. companies indicated that new prod-
ucts would account for one-third of all profits in the
1980s, an increase from one-fifth in the 1970s.'

This new emphasis on speed and flexi-
bility calls for a different approach for managing new
product development. The traditional sequential or
“relay race’ approach to product development—



New product development
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Exhibit Sequential (A) vs. overlapping (B andcw) _
phases of development
TypeA ! l D T
FPhase 1 r 2 3 4 | 5
Type B /_\/_\/\/ VV_\
I
Phase 1 2 3 4 5 ]
Phase 1 2 3 4 i 5 6
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The New New Product Development Game(HBR)

The new new
product development
game
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- Design Thinking

HOW DESIGN THINKING
TRANSFORMS ORGANIZATIONS
AND INSPIRES INNOVATION

CHANGE

TIM BROWN

“Design thinking is a human-centered approach to innovation that draws

from the designer's toolkit to integrate the needs of people, the

possibilities of technology, and the requirements for business success.”
4s —1im Brown, president and CEO
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Learn Look Ask  Try
Role-Playing

HOW: Identify the stakeholders
involved in the design problem and
assign those roles to members of the
team.

WHY:: By enacting the activities within
a real or imaained cante ho tes

Designing a medical device, the IDEO
team role-played a situation involving
a doctor, a nurse, a patient, and an
anesthesiologist to simulate the
interdependent tasks demanded of
the operating room staff.




Learn Look Ask Try

Bodystorming

HOW: Set up a scenario and act out
roles, with or withou focusing

on the intuitive responses promptes
by the physical enactment.

WHY:: This method helps to quickly
generate and test many context- and
behavior-based concepts.

Bodystorming various ways of
sleeping in airplanes helped the IDEO
design team to generate a wide
variety of concepts for an airplane
interior.
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New product development

Exhibit | Sequential (A) vs. overlapping (B and C)
phases of development
TypeA | T
Fhase 1 2 3 4 5 6
Tpe8 W
Phase 1 2 3 4 6
Type C P
Fhase 1 2 3 4 i 5
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The New New Product Development Game(HBR)

The new new
product development
game
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