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Consultant & Trainer

Innovator

Veerinyaorn Luangboriboon, PhD.
as. 35ug19s IKdavusUsnl

ABOUT ME:

9 Years experienced in Thailand Quality Awards (TQA)
Assessor (Criteria, Writing and Consulting) and over 18 years
of experiences for Operation Management and Innovation
Management, 12 years in Human Resources Department and
consultant & research. I've an experience in Business
Development, MNew  Product Development, Project
Management, Intellectual Property Management, Quality
Management and Innovation System Management.

EDUCATION:

* Certificate in Organization Development, Cebu doctors’
University, Philippines.

* Doctor of Philosophu, Technopreneur shipand Innovation
Management, Chulalongkom University.

* Master of Sciences in Applied Polymer Science and Textile
technology, Chulalongkorn University.

* Bachelor of Sciences in Material Science (Major: Polymer
Science), Chulalongkorn University.

CERTIFICATION PROGRAM:

Innovation
* Business Model Innovation
* Design Thinking
* Systematic Inventive Thinking

Quality Management
* Thailand Quality Awards Assessorsince 2014
* Q-Program: Enhancing Quality & Strategic Management

Skill toward Business Excellence Framework

* Quality Control and Quality Assurance Management

* Internal Audit Program i - g

CURRENT:
NS Values Co., Ltd., Strategic Partner and Consultant
Easy Innovation Group, Trainer and Facilitator
Excellence People, Facilitator and Pattanakorn

WORK EXPERIENCE:
Mitr Phol Group
Manager, Organization Development and Innovation Department
Manager, Innovation Promoting Department,
Manager, Human Resource Management

True Corporation PLC.
Specialist (Manager), Innovation Center, Research and
Development
Specialist (Manager), Innovation Center, Organization
Development

Chulalongkorn University
Co - Researcher, Unisearch
Co - Researcher, Technopreneur ship and Innovation Management
Program

ARS Chemical (Thailand) Co.,Ltd.
Assistant Manager, Research and Development Department

NSTDA
Technical Marketing, Marketing Department

Recycle Engineering Co.,Ltd.
Technical Support, Sale and Marketing Department

Mahasarakarm University
Lecturer, Faculty of Engineering
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Complexity

Ambiguity
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Uncertainty
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Mindset Toolset
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(Improvement)
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Ref: 10 type of Innovation by Larry Keeley



Profit Network Structure Process
Model
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CONFIGURATION : mMsuAvamMsmMelussio
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Product Product
Performance System
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Mviuvavaum | vavaum .
OFFERING : UaUAfuAMIUGOanm NUUTKLU(R&D)
|
) HSD
Service Channel Customer . \
Engagement WCU U’IC'IE)EJE)C]
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EXPERIENCE : Us:aunisainanAlasu .
. Ref: 10 type of Innovation by Larry Keeley



New to the World

Tniidwsuniinm
New to a Region
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New to a Country
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New to a Sector / Industry
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New to a Market
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New to a Site
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P New to a Department
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New to an Individual

Ref: British Standard (BS) 7000 : 2008
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INVENTION INVALUABLE
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INNOVATION
New Value
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nsouludAQNIsasivAtum (Value Creation Framework)
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« Ustaumsaionnnisuniuid ATUATOUNISTEVIU

« Uszaumsauoinmstguiu What the product does ?
+ Us:aumsaioinnisuisusnu

« Uszaunisaionviuusns

ACT
(BODY)

« ATUAUDVAULTUL DY + Us:Hgawan
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5 FEEL
+ AWEATYNIVANUSE + MSIWUMISIGVIUAKAINHAEY

ATUAINIVATY LazDISUEd ATUATNTIVLASUIND
How it makes you feel? What that means in time and money ?

n
(HEART)
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DESIGN THINKING
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DESIGN THINKING

#1 Design Thinking focuses on identifying emotional needs

#2 Design Thinking focuses on doing and failing fast

#3 Design Thinking believes in “Radical Collaboration”



Des\GN THINKING {

#1 Design Thinking focuses on identifying emotional needs



msoonuuumva (Design Product/Service)
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DESIGN THINKING
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http://www.tcdc.or.th/articles



DESIGN THINKING
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DESIGN THINKING

#2 Design Thinking focuses on doing and failing fast



DESIGN THINKING
Fail?ast, Fail Often, and Fail Cheaply!

e NAQ First Draft / —

Prototype 9onu1t$daa
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http://www.tcdc.or.th/articles



DESIGN THINKING

#3 Design Thinking believes in “Radical Collaboration”



DESIGN THINKING
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Reference : http://www.tcdc.or.th/articles , Standford d.School
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3 Us:lgAnavuovnstlAdoviio Design Thinking

e Deep Listening
NISWoLBvan

0O Stop Talking, Start Doing
HgangucLSuavalauad

Move fast, Fail fast,

J Fail Often, Fail Cheap
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How to Build “Creative Confidence”
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FINDING THE RIGHT FINDING THE RIGHT
PROBLEM SOLUTION
S1As1=HR (WJoulao SAs1=H WJoulao

ALTERNATIVES

Divergence Convergence Divergence Convergence

TIME



uAuNS:uduUMSsUDvY Design Thinking

Stanford Norman Zurb Design | Double Diamond by IBM Design Columbia Google SPRINT | IDEO Design | Easylnnovation
unu D.School Nielson Thinking M. U Desien Councl andyelr(rl]und.co __ Thinking Business o Process Infinity Loop
“Design 101" i == _Model. = School A
nS:UdUMS e =| @88 8 | e h iy S o)
1S9us : . : i
3 Empathize| Empathize Empathize Understand Empathize
Understand _ _ What is ?
By Heart Discovery | Discovery Inspiration
Define Define Define Define Define Define Define Define
What if ? .
aa Ideate Ideate Ideate Ideate Diverge Ideate
Ideate
By Head . .
Prototype | Prototype | Prototype Prototype Decide Ideation | Prototype
it
;@: What
¥ Build Develop Develop WoWs ? | Prototype
m Test Test Test Test
Test
By Hand Implement Deliver Deliver Implementation
x— Analyze What Validate
Works ?
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DESIGN THINKING

Heart nderstand
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Head

Test _ . ‘ Ideate
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Speed Design Thinking with 3 Core Concept

AU 1 = Wand
|n5ight Understand by Heart

Information , CEEE—
3l nudbua
/ Empathy

AU 3 = A1S
nadou 1
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“Empathy Phase”
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Dream
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Gripe
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Persona Canvas ...

LNAUANISS-:QUJUDY
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WIUNISODUAIAIUUU Persona Canvas
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Speed Design Thinking with 3 Core Concept

uAU 1 = oL

Understand by Heart

. = Juadu Design
Thinking
= 3 UWAUKAaNUDVANS:UJUNS



Design Thinking Process

ANSAAULDNE ADUGDYNIS AWUIIUU DIsual ua:
Empathy n:nusan TagNMISANVIAUKT Insight udulHONISAULA:
unnanma:uao Ioaluumsnumaowa Unmet Need

e WatdaSuwvouUturn LiumsﬁﬂsauH§aﬁoe‘1uUfgmcbauuuaouamm

Tlp  1IOWN VTELSY IWNIUBUBUTUADILSAN anmun wa:us:aumsaiosy
. E)EJ'][W\)HO[[UDH']\)HFT(UUEIJH’]C]\)llC]llSﬂ ‘
« Empathy Map Canvas O‘.\gm\
Tool * Interview & Focus Group \m?
* Deep Listening
* Dialogue

* Theory-U
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SN How do we empathize with Human Story ?

#1 Listen to the heart and the meaning

> MsAg Wo uazidnhfivaonwnildwa wodktih mnio oisund

#2 Engage and if possible, immerse

> MstlUsoutuds:aumsaiduovanm

#3 Find new and / or extreme stories

> K1 Extreme User KSo Extreme Story tKla (wolATATondlutdoanuina



a0 Product / Service tut® U0 Product / Service tutd

ALDI:ANNISAUNIYAITUBIAUS=919U
IRuNStGESa / MstsLou
(A Day in a Life)

AELN=NU Product / Service NS
(A Day with Product / Service)



insa@miion: IDEO, TCDC

Learn

(desk research)

msAnUINAURIGYIU

User Research ]
MSIADUMNMUNANLEYIVITY
Expert Interview
MsSAnVIAUYY
Competition Research
msAnvilagmsiigulAgy
Benchmark Research
msfAnuviaala

Market Research



insa@miion: IDEO, TCDC

Look

(observation)

msdoltnauuuilailng
Open Observation
MSIVINAUUUUDUUND
Hidden Observation
msdvinauuuadamu
Shadowing



wrsaatiiow: IDEO, TCDC

Ask

(interview)

msdaumual
Interview
mMsdumuaimuusun
Contextual Interview



Try

(empathetical journey)

- MsSnaadviBsusSN1s
Service Safari

insa@miion: IDEO, TCDC



Empathy Map Canvas ..

LNAUAANNSS:QUdUDY
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WIUNISOQDUANAIUUU Empathy Mapping
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Think & Feel
“anAAQua:zsadn ... ogvis?”
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Hear
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anNATWA1E10Ts 1a=fMUUUTHU SuauiMsiivaono:uaavoongdansistu:su

Say & Do

Pain Point Need . Gain Creator

e — & L. = .= = == "
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%%ﬂ.’# Adapted by V. Luangboriboon lla:rj‘):'[sﬁ‘ﬂﬁf;é:uz;)?" E):'[Sﬁﬁ’l.?I:i'I:.J'FD‘IUE!U wa:watdtuucia:du? ﬁ
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Speed Design Thinking with 3 Core Concept

uAU 1 = oL

Understand by Heart

. = Juadu Design
Thinking
= 3 UWAUKAaNUDVANS:UJUNS



Define

Tpp -

Tool -

Design Thinking Process

msuwauanlnuImHa1uu1wau1:)ms1 Rua: AAuHoNg
unaue Ioamss uUmmnmaomsuﬁ‘(uZHumau ua:ztwu
Ufgmnunas\)lwammtﬁtumsnouﬂUmHmaw

s:JQs: DOﬂ’ISOOEIUC'IFD'IUC]'lUUUUE)\)UE)\)C]U[E)\)
s:uas:dvAMsAQuLUULAU (Narrow Down) ununo AQlHsouQU
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Mindmap® Canvas / \

Concept Map Canvas | |
Why - Why Analysis U
Customer Journey / Experience

Root-Cause Analysis
HMW (How Might We) Technique



User journey mapping ..

LNAUANISS:QUAUDY
IWOlHLINTD anfm agvandv
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AUNAATUNHSDUSNIStusULUULA:TURUCVE

WIUNISODUAOIUUU User journey mapping



Download to Tmport to
computer editing software

Record

Edit the video Export Upload Share

Sl $puans1vNIVAIULUDUDU = JuaRUNAQTUOIUS:gEDAN

QUESTIONS

HAPPY
MOMENTS

FAIN
POINTS

OPPORTUNITIES



Customer Journey Canvas
apasHaUszaunisaitaumvanai

Project Name:

(fﬁ'ﬂma nns)

Project Owner:

(Enaealaganis)

Project Description: S h =
(maa:@amimqmi)i |1 S o p p ] n g

FuAn IKEA

Date.

(wonl)

Key Journey Step
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T
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d0asn
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n
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Actions / thoughts and
Feelins at each step

ANSASZYIN ANNAA
auidnaasuaaz
Aucnau

nausauad
tagnIvLN

Llas-onag
safia

voasalna
KINoDQsA
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Zone QgD

vdvfaasIM
Thanouwu
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wWhsalula

uvpvluisa
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HiNwoonlunNv
QdoulUod

Key Department

. =
uuaga'\uné’nm
wAen2iag

Moment of l -

Truth -

5 =
aMUTANN —
e

_/“

0]

Have been avoided ?
= =
nantAuI'la iy

uAwia

Customer Improvement -
Improvement mades

n'ﬁﬂ‘%’uﬂijﬁﬁ"m:
[TaTok 11T
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tnanunivav
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UIOSVYASDUU

yovla




(**} Empathy > Extracting Insight

Space Saturation Affinity Diagram



How Might We (1519: ... [Q&101S)

How Might we Pl WHAT
wdavdeymitidu b re you What do

—w . . ” ou want to
loNmatunmsunuoypny | desioning for? * achiava

WNHERE WHY

Why is this
necessary/
important

Where will this
take place

Designed by C-Academy Pte Ltd



Simple Statement
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"Ideate Phase”
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Speed Design Thinking with 3 Core Concept

uAu 2 = oonldLaY @ - suoou pesign
Thinking
Idezite by rlead . = 3 UAURANUDVAS:UDUMS



Design Thinking Process

Asasivilae Hsamsmauacﬂamamnﬁamﬁawuuuao
|deate WoasvassAbldaudanssunulantkuna: asulongnis
ur’ﬂuUmmlwaZHmsocnun:nuumauaoaunm

. KuUs:LOulDLIGgudvAUdULAzAULDY IWSTUUd:LDunIsudonAILUAQ
asivassA

. luuUsmfu wiuatuNw Luumsmaaaolamav\)ﬂuua Au

. Juaoulo:lgI8nIss: QUAUDY wauwawunumsaouamoq

. luumsnouannsauthmnnqonaumasmsnmaanaonmtuu

* Braindrum Technique with Post-It
* Value Proposition Design

* Brainstroming

* Brain Writing Mixed

« COCD BOX

* “Yes and .." Thinking
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LUDNIVNISS: ouauaqz‘)nuuum‘jo
umununa~tumswmwatauan:nU
AQLRU ALJaguuIBISNISLdsU
lolQguDvAULDY avtuns:-aIu
Post-It unu

zTauu:Li"n WULAU

> 38n1sd UDEJllﬂUEUH'IfﬂSNﬂ(ﬂO
msuaoqn:nunomutoanutunnu
AUALAQUURINIGEISMS
Brainstorming wuudna (aQ



Brainwriting-Mixed

AaNg9 Braindumping tWegouc
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Worst Possible Idea

ﬂ']SllU\)UUfLUF]OIE)lOEJllEJCI UovlAS
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S - Substitute (Up:=Isnaunulauiv)

C - Combine (31W1saolUSIUKSD
Waunuo:lsiauv)

A - Adapt (9:=to1lJus: EJﬂC‘IlUUE) Ista

um)
M - Modify (ayisausullasuuavni
ﬂ WS DEIRLANAVKRSDIREJUUTOTRU)
P - Put to another use (:121UWG

”PUHO Other Us€s lUUE)EJ_]\)DUIOU_]\)-[HU)
E - Eliminate (9:cl0a:IsNvolUlAUNYD)

R - Reverse (0: AQNAQUOIULLUU 180
ovAMIQDgIVIS)



ODUNLSIS:QUADIUAQUU LUIKUIEN
wNoSvAoLs1IDeNlabLayNDUS:Ta6U
aunsaUtsoula (Ideas by
quality) LcinIsn:=NMHLIs ALY
wuudu s duna:daviaioide
vIUduUUINADU (Ideas by quantlty)
3SNNSKUVND: mZHtsﬂcT[aLoamuau
UINAD MIStBLASoVlD "Yes, and”
inu “Yes, but”



Crazy 8

Crazy 8s — WJumswuns:=0nu A4
(KA 8 ¥ov uadAalna 8 wuu lQuts
Lalwuva: 40 3uln

Jouu=UunwuLau
> [BAULSIIUNISAVIUD
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* adv GPAeh >>> Aadvnisavlnati
AUV LWITHISIUSDINAVSDUCD

GpA * WHY Passion >>> WDAUBDUUDY
QULDY dsivlsvuuaiai

for o L
* CiDLfl Action >>> nainNv:aviorog1v
Design ds1vdssA IWDIHLIAQAISWCIJUNODEDAO

Thinking
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Ideas ~

~ Criterias
~

ldea Generation Checklist
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@ Selection Tools

Value

ATUAIAN
apulonganA

Short-term
Plan

Arum Technology

(tnAtutad)

tnAtutagwsSauuntudoaxyuu inAtutaggoliwsSputudasuu
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Impact —
Effort Matrix

Low Effort

High Effort

Good

yedw| ybiH

1oedw| moT
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AISWCUUIUDONSSUQD8 Design Thinking

~ uni 8
uAun 2 ldeate by Head |,
“Prototype Phase” }

1/1 ;
QS. 3SugoDs lHaE)\)USUSiU (aa)




Speed Design Thinking with 3 Core Concept

uAu 2 = oonldLaY @ - suoou pesign
Thinking
Idezite by rlead . = 3 UAURANUDVAS:UDUMS



¥ Design Thinking Process

AsoblagnAaldanDuadurasvauLuUUIaNSSURDIEIU
HEelela¥/el2) nsuAUcur Juasudidunisribuldudunuuagivdienau
LWDtBlunIsSnadaouuudAQ

* Suaviar agIUCVUWNU . .

« dunuutdulpdovidotunistitgnaanuAaturd HoonuUuIoNdUGEDVIALWD
tGtumswgouldLay

* Fail Fast, Fail Often, Fail Cheap

* Auuuulumidudopvavnugv

* Paper / Rapid Prototype
* Mockups

e Storyboards

* Draft Blueprint




Why we prototype 777

To prototype Is the cost and
time saving

To prototype Is the fastest way
to get user’s feedback

The earlier you falil the earlier
you can improve the new
version of idea



Prototyping Principles

ROUGH RIGHT RAPID
Utilize as little resources Know your hypothesis Focus on speed and fail
as possible fast

%] ‘ 7



~ unfi 9
uAaun 3 Test by Hand
"Test Phase”



+7+) Speed Design Thinking with 3 Core Concept

AU 3 = ANS

NQdou
Test by Hand

. = Juadu Design
Thinking
= 3 UWAUKAaNUDVANS:UJUNS



Design Thinking Process

msnoaauﬁuuuuﬁnoaaorﬁﬁ’umlleaZz?ZumsuﬁUmmuao
ﬂaUlU‘lHU‘lEJ ua:mluumsmuuauantom lSEJUS iasou
ﬂauIUnuumauusn AUND: Iou:mﬂssunmwawommua

* Fail Fast, Fail Often, Fail Cheap
* Stop Talking, Start Doing amu:umna:nouwuthaoma SuaviioMiIkLS)
. lUcﬁasuw\)aﬂmwoanlwaumnns UdUAISWCUUNSAUU

* Project Model Canvas(PMQC)
* Innovation Canvas

* Scenario

 Role Play

* Storytelling

* | Like ... | Wish




Feedback Matric
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Promoters Passive :
Q:—u]uau,u uancia) ¢w§au1U§au)j - Detractors (luwa(o) y

% NPS = % Promoters - % Detractors

NMIS(RALLUUADIUWOYWD DAL O — 10 awuasauuviaavd
1. Aztuu O0-6 = Detractors anmnluwa?a?umsusmsua Wsauno MiKusUNIFoBoldavidoidlona
2. AzllUU /-8 = Passives anmnwaionumsusms Lafwsouno:lWaguollooodonand
3. A:ltUU 9-10 = Promoters anmmUuwauuauuua guQuoncio



Feedback by Customer Journey Experience

Project Owner

Project Name:
(Eraeslazams)

(Felazans)

Customer Journey Canvas

Date,
()

Project Description

aDasHaus:aunisailGunvanAl

(waz@unlazanis)

Key Journey Step

dueauvidnuasnis
U AIYNAT

Actions / thoughts and
Feelins at each step

A15A5TYIN ANUAR
auidnaasuaaz
Aunau

Key Department

. o
NUILINUUINT
enziag

Moment of l
Truth _A
ausdni

o

&
4
Have been avoided ?
uanaue'lalun

Customer Improvement -
Improvement mades

n'ﬁu%‘uﬂi‘?ﬁu'\a:
Aindu
. www.easyinnovationteam.com \ i
Adapted by V. Luangboriboon o @Easimovntion 2 v~ Easy
FB: Easylnnovation ;=

Adapted From : www. busi del ation.com




DESIGN THINKING

Understand The Bedinning (The Persona)

Understand The End

Create the “Ideal” In Between

Test to see the “Actual” and Close the “"Gaps”
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AN

55 % 38 %

ﬁﬂﬁﬁﬂmmwm Tmadsy - Aataau
ﬁmmﬁ‘]umﬁ Jomzyauaznvgn
15 uﬂEl'ﬁE‘l"i"Ll L‘I.-'I!-.I‘Hi'ﬂ‘.l.lﬁ‘l_lLUEI‘er"l



2 : 3: 4 #Easylnnovation ‘
doUs:aud ‘ donbuus:Toul

lJuNIVguUIONSsyY

it

3 NAU:
2 LUdAQ NAU=NISWY
LudAQL3VUOAN nauv:=AIswa / a1y
wudAQas1vassA NnAUY-NISavuom

4 O

INNOVATION

New Value
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* 12 Block

* BMC

* Project Model
Canvas

* Innovator Canvas
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Business The Ultimate
Model You Coaching
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Understand

Ideate Test
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- #1 NEW YORK TIMES BESTSELLER -

AaLiNTa Yanalaa e

Measure What Matters

wehland>e OKRs InUNISEUYDYL
nifa fulu na:yadsinad

#Easylnnovation in Practice John Doerr
HUvdaudanssUNIAUHUG s e e
VERAEEISS e

Spark Up Creative Thinking Card
msans:=quAdwAQasIvassn AUuJaHuvd® Measure What Matter
avhda Jawalddds OKRs
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Dr.Aui Easyinnovation : uanssudasivia
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easyinnovation.aui@gmail.com
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