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“Every two days, we create 
as much information as we did 
from the dawn of civilization 
until 2003.”

Eric Schmidt, Google
2010
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Asking the right questions

GoodBad



Bundling and unbundling



Abstraction as a skill
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Customer behavior and needs

Empathy gap



Finding new patterns
Where are you going to play?

Unmet need (opportunity)

How are you going to win?
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Prototype
(Make to think)





Resolution

Good idea
Rough format

Fancy format
No idea



Mess making

Sense making

Meaning making
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A controlled fall
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Communication



Systems



Making decisions



Frame
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Prototype



Data vs knowledge



Thank you!

Kevin Budelmann
kevin@peopledesign.com

Peopledesign
peopledesign.com/education

Brand Identity Essentials
Revised and Expanded

Pre-Order on Amazon
peopledesign.com/book


