MK391: Special Topics in Marketing
Introduction to Innovation: Developing innovative products and managing innovative companies
PROLOGUE
In 2003, Nintendo was in trouble. Nintendo’s Gamecube was considered a failure compared to the highly successful Microsoft Xbox and Sony Playstation 2. With the XBOX 360 and PS3 in development, many thought Nintendo was doomed. Yet in 2006, Nintendo released the Wii, delighting consumers, shocking competitors, and changing the industry forever. In 2010, Sony and Microsoft still haven't caught up, while Nintendo has jumped far ahead of the giants.

The Wii was no accident - it was a breakthrough innovation, from a company that learned how to become great at innovation.

Can the formula for Nintendo's successes be learned? Can similar successes be achieved in other industries? Can innovation help graduates succeed in a wide variety of careers?

Yes, yes, and yes.

CONTACT INFORMATION

Adj. Prof. Patiwat Panurach

Contact email: innovation2012TU@gmail.com

Facebook page: “MK391 - BE Program Thammasat University, 2012” http://www.facebook.com/groups/MK391.2012/
Note: all registered students must become members of this Facebook group
Note: Instructor will reject student friend requests during the semester

CLASS INFORMATION
Fridays 2-5pm, Room 303, Faculty of Economics

Moodle enrollment key: 7598

READINGS

Core Reading: Peter Skarzynski and Rowan Gibson, Innovation to the core: a blueprint for transforming the way your company innovates, 2008 Harvard Business Press ISBN-13: 978-1-4221-0251-0

Several supplementary readings will also be assigned.  Students should read readings prior to the class.
PDFs of the core and supplementary reading assignments, as well as the lecture slides, will be made available to students on the BE Moodle website (http://be-moodle.econ.tu.ac.th) as well as the class Facebook page (“MK301 – BE Program Thammasat University , 2012”).
Recommended news and articles will also be regularly posted to the class Facebook wall.
OFFICE HOURS

By appointment. 
OVERALL COURSE DESCRIPTION

This course provides a foundation of innovation concepts, tools and frameworks, with focus on the development of innovative new products, services, and social/economic programs.  The course is biased to the development of breakthrough innovations over incremental innovations.

WHO THE COURSE IS FOR

The target student is interested in developing innovative new products, services, and programs in companies, startups, or social/economic development organizations. The course builds and enhances both critical analysis skills as well as creative thinking skills. From the career perspective, students close to graduating or who expect to be doing internships in business, management, development, or policy will benefit most, since the class develops “hands-on” competences that are best maintained by active use.

Students will leave the class with the ability to identify innovation opportunities in the world around them, evaluate the potential success of new ideas, and promote innovation in organizations they work in and lead.  They will be provided with an up-to-date theoretical foundation of innovation from a variety of modern thought leaders.
HOW THE COURSE WILL BE TAUGHT

The class draws on lectures, class discussions, articles, in-class exercises, and a small number of case studies.  Short assignments will be regularly given.  Students will often be asked to find examples of new products they see in the world around them, and to analyze them from an innovation perspective, and to present and defend their analysis. A multi-stage group term paper will be assigned.
GRADING

Individual Contribution to the Class Learning Environment: 25%
Individual Assignments: 30%

Group Term Paper: 35%

Final Exam: 10%
Individual Contribution to the Class Learning Environment: It is students’ responsibility to learn and contribute to the learning of their classmates.  Students should let me know if they can not attend any particular class so I can give tips on how to make up for the lost learning.  Students contribute to the learning environment by asking questions, answering questions, asking for clarification, asking for examples, providing examples, providing counter-examples, participating in the in-class workshops, and providing general comments.   Students can also get partial participation credit by participating in the class Facebook Wall (e.g., sharing news/articles, quality comments, asking and answering questions in a meaningful manner… “Likes” aren’t enough).  Note that in general, participation in-class receives greater weight than participation on the class Facebook Wall.
Individual Assignments: Students submitting assignments early will usually receive qualitative feedback, including suggestions on how to improve their work. Students may resubmit their assignments at any time prior to 2 weeks before the last day of class for re-evaluation/re-grading if they think can improve their work. Students submitting assignments late will get a penalty; they may request feedback if they want it. The absolute deadline for submitting assignments late is also 2 weeks before the last day of class. 
Group Term Paper: At around the mid-term, you’ll start work in teams on a project to apply what you’ve learned in class for a real-world company.  You’ll deliver 3 phases of output, and each phase will be graded separately.  Most of your group term paper score will come from the group’s outputs; however, to ensure that everybody contributes to the group effort, a portion of the score will come from anonymous peer review from your team-mates.  Peer review is mandatory.
TOPICS COVERED (dates subject to change)
17/8: Class 1 Overview and Introduction to Innovation
· Challenges this class will prepare you to overcomes, successes this class will prepare you to achieve

· Overview of topics covered, goals and teaching methods, grading, rules, introduction to instructor

· What is innovation

24/8: Class 2 Customers
· Understanding the customer/consumer/user/market, with a practical workshop

31/8: Class 3 Competencies (Class postponed, make-up date TBA)
· Skills, processes, tools, values, assets, and relationships that can help sustainably succeed, with a practical workshop
7/9: Class 4 Trends

· Trends and discontinuities and innovation opportunities, with a practical workshop
14/9: Class 5 Orthodoxies
· Orthodoxies and industry assumptions, with a practical workshop

21/9: Class 6 Ideation 1 (Class postponed, make-up date TBA)

· Linear “smashing” ideation techniques, and practical workshop 

28/9: Class 7 Ideation 2

· Non-linear ideation techniques, and stretching ideas
5/10: Midterm week, no class

12/10: Class 8 Platforms

· Principles and practical workshop

19/10: Class 9 Business models and idea evaluation (Class postponed, make-up date TBA)

· From innovative ideas to innovative business models, introduction to strategic architectures, introducing the idea brief

· Evaluating ideas, risk management, experimentation, stage-gates, developing the idea brief – principles and practical workshop

26/10: Class 10 Development and design

· Product development: problems and principles

· Industrial design: pitfalls in design, the problem of novel aesthetics, user-centered design, principles of good industrial design

2/11: Class 11 Late-stage issues

· Product testing, branding, packaging, marketing communications

Product launch, product life-cycle management 

9/11: Class 12 People Management for innovation

· Innovation teams, roles, skills, development, incentives, front-line innovation

16/11: Class 13 Innovation strategy models

· The nature of industry leadership, organization of resources

23/11: Class 14 Measuring innovation and misc topics 

· Principles and pitfalls
30/11: Class 15 Wrap-up and career advice

3/12, 9.00-12.00: Final exam
Misc information
Credits: 3

Academic year: 1/2012
Prerequesites and Corequesites: None

Required virtues
· Student give sincere attention to learning
· Student doesn’t cheat/copy

Virtue teaching method
· Ask lots of questions from students and create other opportunities for participation

· Provide early and meaningful feedback to assignment submissions
Virtue evaluation method
· Class participation, Assignment grades and resubmissions
· Students caught copying will receive zero score for that assignment

Required knowledge
· See Topics Covered (above)

Knowledge teaching method

· See Topics Covered (above)

Knowledge evaluation method 
· See See Grading (above)

Required intellectual skill
· Consumer empathy, Trend and opportunity pattern recognition, Foresight, Inductive and deductive reasoning in identifying core competencies, Creativity in identifying innovation opportunities and experimentation methods, Critical reasoning to prioritize innovation opportunities

Intellectual skill teaching method

· In-class workshops, Assignments, Group term paper

Intellectual skill evaluation method

· Feedback during in-class workshops, Assignment grading, Group term paper grading

Required interpersonal skills and responsibility 

· Contribution to class learning environment, Contribution to group work
Interpersonal skills and responsibility teaching method
· Positive feedback to student contributions, Feedback during in-class workshops, Face to face feedback on group term papers, Group peer review

Interpersonal skills and responsibility teaching method

· Assignment resubmissions, In-class contributions, Face to face feedback on group term papers, Group peer review

Required mathematical, communication, and IT skills
· Math: none, Communication: writing and presenting work, in-class participation, IT skills: none

Mathematical, communication, and IT skills teaching method

· Providing examples of excellent work, Providing timely feedback on written work, positive feedback to student contributions

Mathematical, communication, and IT skills evaluation method

· In-class workshop feedback, Assignment grading, Group term paper grading
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