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ID CONSUMER PAIN
POINTS & DEVELOP
PLATFORMS

Conduct qualitative
research to identify
core consumer needs
and pain points.
These insights are
then synthesized into
Insight Platforms that
bridge consumer
needs with business
opportunities.

SELECT PLATFORMS
TO IDEATE AGAINST

Conduct quantitative
research to prioritize
platforms for ideation
based on relevance,
pertinence to
addressing key
needs/pain points,
and customer
preference.

CREATE IDEAS THAT
SPUR INNOVATION

Engage Creative Thought
Agents (CTAs) to generate
innovation ideas against
the priority insight platforms.
An Ideation Playbook
containing the most
promising ideas, grouped
by platform, will be
delivered as a key output
of this phase.

SELECT LEAD
IDEAS TO BUILD
UPON*

Using the playbook as a
starting point, brainstorm
and choose ideas for
further testing. We
recommend conducting
an in-person workshop
among stakeholders to
align on which ideas to
move forward with for
further testing.

| NOTE

DEVELOP CONCEPTS
& RE-TEST WITH
CONSUMERS*

Develop mock-ups
of the top 5-6 ideas
chosen internally.
Test these concepts in
a quantitative survey
to prioritize selection
of concepts for
further testing.

SELECT CONCEPTS
FOR FURTHER
DEVELOPMENT*

Based on the results
of the survey, decide
which concepts to
further develop, and
create prototypes.

TEST PROTOTYPES
AND OPTIMIZE
DESIGN*

Test the prototypesin
qualitative research
to determine which
customers respond

well to, and optimize

the design. This phase
should be repeated
iteratively until the
final design(s)
are ready.

*The Ideation Playbook can, and should be periodically reviewed for inspiration. Innovation Phases 4-7 can be replicated for new,
or previously unused ideas as technology, your brands, and consumers progress.



	Slide 1: The Innovation Cycle | A Process for Consumer-Informed Innovation

