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Sammanfattning 
Innovation är betydande för ett företags överlevnad, tillväxt och förmåga att behålla sin 
konkurrenskraft. Innovationsarbetet i företag är vanligtvis organiserat i ett flertal projekt som 
följer företagets innovationsprocess. Forskning visar dock på svårigheter i val av 
innovationsprocess och det finns det ett behov av att anpassa processen för det tilltänkta 
företaget som ska använda den. 
 
Denna studie genomfördes med kvalitativa metoder på de högteknologiska företaget Mips ett 
företag med 14 anställda. Syftet med studien var att skapa förutsättningar för Mips att arbeta med 
inkrementell och radikal innovation för fortsatt framskriden marknadsposition på den globala 
marknaden. Studien innehöll semi strukturerade intervjuer med 13 av de 14 anställda på Mips 
och tillsammans med observationer blev materialet analyserat. Resultatet var fyra 
förbättringsområden som vidareutvecklades tillsammans med de anställda genom tre 
återkopplings iterationer till ett förbättringsförslag.  
 
Förbättringsförslaget är en plan för hantering av innovation innehållande skapandet av en 
innovationsstrategi för att förtydliga företagets mål, implementation av en grupp som ska hantera 
projektportföljen och implementation av en process för genomförande av utvecklingsprojekt. 
Planen för hantering av innovation beskriver ansvarsområden för respektive av de berörda 
funktionerna i organisationen. Den föreslagna processen för genomförande av utvecklingsprojekt 
är en iterativ process innehållande metoder för att skapa empati för de tilltänkta användarna, 
definiera vad som är viktigt för användarna och projektet, metoder för att generera idéer från 
olika perspektiv och hur idéerna kan konkretiseras, testas och utvärderas. I processen finns även 
ett förslag på ett system för evaluering av projekt genom status- och beslutsmöten samt 
ansvarsområden inom utvecklingsprojekt för de olika funktionerna. 
 
Betydande resultat från studien är bekräftelsen att Mips, ett företag av liten storlek står inför 
liknande utmaningar som företag av större storlek. Exempel på dessa är behov av struktur vid 
realisering av innovations projekt, tydlig ansvarsfördelning, tydliga mål och frihet för de 
anställda att själva styra över implementationen av målen. 
 
Nyckelord: innovation, process, litet företag  
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Abstract 
Innovation is key factor for a business survival, growth and in order to stay competitive. The 
innovation at a company is usually organized in projects following the company's innovation 
process. However, research shows the difficulties to choose an innovation process and simply 
implementing a process to an organization is unlikely to succeed. Thus, a process should be 
customized to the company were it would be used.  
 
The study is based on qualitative methods at the small high-tech company Mips with the purpose 
to create conditions for Mips to enable working with incremental and radical innovation to 
sustain as a company on the global market. The study included semi-structured interviews with 
13 out of 14 of employees at Mips and observations that thereafter was summarized and 
analyzed. The result was four areas of improvement that later was transformed into one 
improvement proposal through three feedback iterations together with the employees at Mips.  
 
The improvement proposal is an execution plan for managing innovation that includes creating 
an innovation strategy to clarify the company goals, implementing a project portfolio 
management team to assess the project portfolio and implementing a process for development 
projects. The execution plan for managing innovation describes responsibilities for the functions 
in the organization. The suggested process is an iterative process that contains methods to gain 
empathy for the users, defining what is of importance for the users and the projects, different 
methods to generating ideas from different perspectives and how to turn the ideas tangible, how 
to test and get feedback from the concepts. There is a proposed system for how to assess the 
projects through status- and decision meetings and a structure for who is responsible for what in 
the development projects. 
 
The main finding in this study is that it confirms that Mips as a small company was facing 
similar challenges as larger firms are facing such as need of structure for how to conduct 
innovation projects, clear responsibility distribution, clear goals and freedom for the employees 
to choose how to implement the goals. 
 
Key-words: innovation, process, small company 

 

 
 

 Master of Science Thesis MMK 2015:42 MCE 328 
 

An execution plan for managing innovation in a 
small high-tech company 

   
  Lisa Gewers 

 

Approved 

2015-06-15 
Examiner 

Sofia Ritzén 
Supervisor 

Sofia Ritzén  
 Commissioner 

Mips AB 
Contact person 

Johan Thiel 



!

! 4!

  



!

! 5!

Acknowledgements  
Firstly, I would like to thank Mips for inviting me to conduct this study. I would like to show my 
appreciation to all employees at Mips for being open-minded to the study and making me feel as 
a part of the company. This was valuable for the execution of this study since it enabled an 
understanding of the roles and functions of the company from the inside. The employees at Mips 
have supported me with all the data and material that I needed. I would also like to thank all the 
persons that took the time to be interviewed and who contributed with feedback throughout the 
process. Especially thanks sent to my industrial supervisor Johan Thiel who has challenged me 
through discussions and for sharing his experience and Daniel Lanner, who has openly discussed 
and supported me throughout the process.     
 
Secondly, I would like to thank my supervisor Sofia Ritzén from the Royal Institute of 
Technology for the support, knowledge sharing and encouragement throughout this study.  
 
 
 
 
 
 
Stockholm, June 2015 
Lisa Gewers 



!

! 6!

 
 
  



!

! 7!

Nomenclature 
 
Abbreviations 
 
CAD  Computer Aided Design 
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NPD  New Product Development 
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1 Introduction 
The introduction aims at giving a background description to the thesis and introducing the 
company where this study was executed, Mips. Further, the purpose and the indented result of 
this study are described followed by the outline of this thesis.   

1.1 Background  
A company’s capability to sustain long term is depending both on ability to work efficiently 
and creatively with short and long-term goals (Goffin and Mitchell, 2010). Companies 
producing products have to manage several paradoxes in their way of working with 
development, for example standardization and differentiation, low cost and high performance, 
short-term profit and long-term competitiveness. In addition to that, Wilson and Doz (2011) 
also describe that there is always a challenge to innovate at the lowest possible cost (Wilson 
and Doz, 2011). According to Kelly and Kelly (2013) it's common that companies struggles 
with this since it's an ambiguity to manage efficiency in today's working procedures and 
creativity to face the challenges of tomorrow. A common way of differencing innovations is 
to describe them in their level of novelty by referring to them as either radical- or incremental 
innovation. Radical innovation is something completely new and incremental is described as 
an incremental improvement of a product (Schilling, 2013). Product development is most 
commonly organized in projects (Killen and Hunt, 2010). 
 
This thesis was written and conducted at a small business with 14 employees, Mips. The 
author was located at Mips main office in Stockholm and had close contact to the employees 
at the company and access to company material throughout the thesis. Mips is a high 
technological company that provides a brain protection system for its customers through a 
sliding layer inside helmets. The R&D at Mips is organized with two categories of projects: 
implementation projects and development projects. The implementation projects are projects 
that implement the Mips technology into the customer’s helmets including elements as: 
Computer Aided Design (CAD), prototyping, testing, refinement of CAD and preparation for 
manufacturing. Before the R&D team can do the implementation the sale department gets an 
agreement with a customer to integrate Mips into their helmet. The implementation process is 
a checklist of activities used to create awareness of where in the process the project is and to 
enable communication with production and customers to make sure to keep deadlines. This 
kind of process encourages incremental innovation since it's striving to make the workflow 
more efficient (Goffin and Mitchell, 2010). The implementation process has a process owner 
who are managing and developing the process to be more efficient and correct in the sense to 
be closer to what the engineers actually do in the implementation projects. The other kind of 
project, development project has the main purpose of finding/creating new innovative 
products. Today the Product Development Manager is managing the ongoing 25-30 
development projects in the role as project manager. All the employees are involved in 
development projects though bringing new ideas to the R&D team, who have the 
responsibility to realize the ideas into technical solutions and products. However, today there 
is no structure to manage and implement a development project. 
 
There are several processes that serve the function of both working with long- and short-term 
goals through product development. On the other hand, how do a company know which 
process to work with? Studies done by Unger and Eppinger (2011) shows that simply 
adopting a development process to a company are unlikely to lead to success and that 
managers are lacking guideline when choosing a process. Unger and Eppinger (2011) suggest 
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that a process should be customized to the company were it would be used. There have to be a 
match between a company's needs and the shape of a process. Guiding questions to enable 
this match can be: "What kind and to which level of risks such as technology, market, budget 
and schedule can the company take?" and "What are the integration abilities?" (Unger and 
Eppinger, 2011). Kelly and Kelly (2013) describes that in product development there is no 
"one-size-fits-all" process. Ernesto Gutiérrez employer at Amplify with a PhD in Innovation 
management describe the challenge as not deciding on one model but as a manager learn how 
to manage every specific situation with an appropriate approach to that situation (Gutiérrez, 
2015), which have to be done by managing a set of different projects (Verbano and Nosella, 
2010). 
 
Today, there are a few studies on how a small company can work with innovation. So this 
study will add to the research field of how to work with innovation in a small company.  

1.2 Purpose  
The purpose is to create conditions for Mips that enable working with incremental and radical 
innovation to sustain as a company on the global market. The intended result is then to create 
a process for development projects that trigger incremental and radical innovation at Mips. 
The scope of this thesis only covers the study of the small company Mips and their 
"Development projects".  

1.3 Thesis Outline  
Chapter 1 presents the introduction of the thesis, which aims at framing the research field, 
giving a background description to the thesis and introducing the company where this study 
was executed, Mips. Further, the purpose and the intended result are described followed by 
the outline of this thesis. Chapter 2 company description further explains the most important 
facts about the company in relationship to this thesis. Chapter 3 gives the frame of reference, 
which includes introducing the reader to innovation, how a company can organize for 
innovation and work with innovation. Chapter 4 describes the methods used in this thesis such 
as data collection, analyzing data, creating and developing improvement proposals. Chapter 5 
presents the empirical findings of this thesis such as insights and improvement areas and is 
followed by a discussion in chapter 6. Chapter 7 gives the improvement proposals and chapter 
8 presents the conclusions this study, the quality of this study is reviewed and 
recommendations for further work are given. Chapter 9 is a list of references and the report 
ends vid a list of three appendixes. 
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2 Company Description 
Describing the company Mips where the study was conducted for a better understanding of 
the study.  
 
The story for Mips started 1996 by research collaboration between Karolinska Institute, 
Karoliska University Hospital and Royal Institute of Technology with the purpose to find a 
solution that would decrease the brain impact when being exposed to rotational violence. The 
result was a Multi-Directional Impact Protection System, Mips. The year of 2001 Mips 
became a commercial business and 2005 Mips launched their first product that could reduce 
rotational impact on the brain. In 2009 the business model was changed for Mips to be an 
ingredient brand instead of manufacturing own helmets. The technology breakthrough was at 
2010 with new solution, to have the slip plane technology on the surface of the helmet instead 
of inside the shelf. The employees of Mips have developed several patents with the two most 
important patents to be MIPS I and MIPS II. Today there is 14 employees, 12 in Sweden and 
2 in China, see Figure 1: Distribution of employees at Mips.  

 
Figure 1: Distribution of employees at Mips. 
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3 Frame of Reference 
The frame of reference will introduce the reader into the research field innovation and 
according to Ulrich and Eppinger (2011), a company has to make two different decisions 
when working with product development, the first one is to define the product development 
organization and the second one to define how to work with innovation as a product 
development process. Therefore the frame of reference will contain organizing for innovation 
and working with innovation.  

3.1 Innovation 
This chapter contains definitions of innovation and key concepts on how to categorize 
innovation.  

3.1.1 Introducing Innovation 
There are several definitions of product innovation and one common misunderstanding is that 
innovation happens when someone has an idea, an invention. Nevertheless, almost every 
definition distinguishes from invention by adding a commercial aspect. Innovation covers 
more due to the complexity of creating an idea, turning the idea into a product, a new business 
model, market- or sales strategy and successfully implements it internally or on the market. 
(Goffin and Mitchell, 2010). Nagji and Tuff (2012) defines innovation as "a novel creation 
that produces value."  
 
The drivers for innovation can be to survive and grow as a business on the market (Kelly and 
Kelly, 2013; Goffin and Mitchell, 2010). There are only a few markets that are stable and for 
a company to survive there is commonly a need of innovation. The changes in market can be 
technical advances, changing customers, intensified competition and changing business 
environment. (Goffin and Mitchell, 2010) According to Porter (1990) the reason for 
innovating is to achieve competiveness in comparison to competitors and Busco et al. (2012) 
states that innovation is needed to develop new capabilities to satisfy the needs of todays- and 
new customers. 
 
Innovation can be reached by targeting the innovation sweet spot. The sweet spot is described 
as a balance between the three factors: technical (feasibility), business (viability) and people 
(desirability) (Kelly and Kelly 2013). When developing a technical innovation the 
performance of the product and the investment increase over time and follow a path illustrated 
as an s with the factors "Performance" and "Total Investment" on the axis, see Figure 2: The 
technology s-curve (Goffin and Mitchell, 2010).  
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Figure 2: The technology s-curve (Goffin and Mitchell, 2010). 

 
In its early stage the performance of the technology is growing slowly in comparison to the 
investment made. However, the more investments made the steeper get the curve until the 
point when the technologies natural limit is reached, a ceiling. When getting closer to the 
ceiling the investments become less and less productive and don't pay off with the same rate 
as before. (Goffin and Mitchell, 2010; Schilling, 2013). If there is a true demand of further 
improvement of a technology there is a big risk that a new technology to enter the market 
when the original technology is getting close to reach its full performance potential. (Goffin 
and Mitchell, 2010). 

3.1.2 Character of Innovation 
There are many ways of differencing innovation depending on the character. One common 
way is to describe the level of difference as either incremental or radical innovation where 
incremental is a small change of a product while radical innovation is a completely new 
offering to the market (Schilling, 2013). Goffin and Mitchell (2010) describe this as the 
degree of innovation and according to McDermott and O'Connor (2002) the difference 
between incremental and radical innovation is big. There are several terms for describing a 
new offering to the world besides radical innovation, for example breakthrough innovation 
(Goffin and Mitchell, 2010), discontinuous innovation (O'Connor and McDermott, 2004) or 
disruptive innovation (Christensen, 2011). The business proposals within the incremental and 
radical innovation were studied by Chan Kim and Mauborgne (2015). 100 companies were 
assessed and 86 % of those companies self-classified as incremental innovation generated 
62% revenues and 39% of profits. When assessing radical innovation the number 61 % 
described the profit. (Chan Kim and Mauborgne, 2015). Goffin and Mitchell (2010) state that 
38% of revenue and 61% profit came from radical product innovation. 
 
Incremental Innovation 
Incremental innovation is defined by Schilling (2013) as "An innovation that makes a 
relatively minor change from (or adjustment to) existing practice." and by Goffin and 
Mitchell (2010) as "Small changes to existing products.". Incremental innovation deals with 
low risk and immediate reward (Dougherty and Hardy, 1996) and is relatively easy to manage 
(Tidd and Bessant, 2009). Standardized processes are beneficial for incremental innovation 
(Khurana and Rosenthal, 1998). The assets used in incremental innovation are often assets a 
company already have internal (Nagji and Tuff, 2012). Usually small changes to existing 
products is more efficient and cheaper (Goffin and Mitchell, 2010). Incremental updates on 
products are a common outcome of developing what customers say that they want. The 
products have higher quality on what the customers are already valuing today. (Bower and 
Christensen, 1995) 
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Radical Innovation 
Radical innovation is defined by Schilling (2013) as "An innovation that is very new and 
different from prior solutions." and by Goffin and Mitchell (2010) as "Create new markets of 
completely change existing ones.". Radical innovation has to manage a high uncertainty 
(O'Connor and McDermott, 2004) and too much standardization can harm radical 
development (Johnstone et al., 2011). It can also be defined in terms of risk-taking (Schilling, 
2013) and usually new knowledge creation involved also called exploratory innovation 
(Busco et al., 2012; Schilling, 2013). The potential outcome is great (O'Connor and 
McDermott, 2004) since it's usually new products, new markets or completely changing 
existing the markets (Goffin and Mitchell, 2010; Schilling, 2013) and new customers 
(Schilling, 2013). On the other hand, the radicalness to a product decrease over time as the 
market gets familiar to it (Schilling, 2013). 

3.2 Organize for Innovation  
This chapter describes the role of an innovation strategy, how the innovation projects can be 
seen as a project portfolio and how to allocate resources and prioritize between different 
innovation projects.  

3.2.1 Innovation Strategy  
Businesses usually have a vision, mission and strategy. However, sometimes it doesn't include 
how to manage innovation and therefore it's necessary to develop an innovation strategy. An 
innovation strategy is a part of the overall business strategy and decides when and where there 
should be innovation (Goffin and Mitchell, 2010). It's the match an organization makes 
between its internal resources and the opportunities and threats in its environment (Schilling, 
2013). Two common ways of approaching the creation of a strategy are positioning (Porter, 
2008) and resource-based view (Rothaermel, 2012). Schilling (2013) suggests an innovation 
strategy that covers a definition of the organization's strategic direction, choosing innovation 
projects, collaboration strategies and how to protect innovation.  
 
Goffin and Mitchell (2010) propose that the innovation strategy should influence elements in 
the organization such as ideas, prioritization, implementation and people and organization, see 
Figure 3: Parts of the organization influenced by the innovation strategy.  
 
 
 
 
 
 
 
 
 
 
 
 

Prioritization Ideas Implementation 

People and organization 

Innovation strategy 

Figure 3: Parts of the organization influenced by the innovation 
strategy (Goffin and Mitchell, 2010). 
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3.2.2 Project Portfolio 
Working with innovation is time consuming and costly with the result that most project aren't 
successful (Schilling, 2013). Therefore organizations want to work with the projects that 
maximizing the possible outcome of the projects. However, it's difficult to allocate resources 
between projects to gain maximized return on the investment (Goffin and Mitchell, 2010). 
Nagji and Tuff (2012) states that a well-balanced portfolio can be the only way to get above-
average returns. The outcome from the innovation portfolio should produce the highest 
overall return (Nagji and Tuff, 2012).  
 
Goffin and Mitchell (2010) give three challenges within selecting and managing an 
innovation project portfolio. The first is a valuation problem, which means which projects are 
worth doing. The second is a balance problem to choose a group of projects as the project 
portfolio. This means that there should be a balance between for example high-risk and low-
risk projects and that the projects must fit the company's strategic needs. The third is to have a 
management process that is open and all persons involved to be committed to the projects to 
achieve good results in the projects (Goffin and Mitchell, 2010). 
 
There is a need of a process to support the selection and assessment of the project portfolio 
since the effects of having a project portfolio of poor quality can have negative impact on the 
business, see Table 1: Business impact.  
 

Table 1:  Business impact (Goffin and Mitchell, 2010). 

Management Issue Resulting problems 
Slow decision-making Projects that start late will be late to complete. 

Late to market means lost profit. 
Rush to make up for lost time causes excess cost and temptation to 
cut corners. 
Frustrated staff. 

Unadventurous, low-
impact projects 

Poor profitability. 
Lost opportunities to gain market share.  
Poor morale. 

Too many projects Resources stretched so that some or all projects run late. 
Lack of management attention. 
Bottlenecks. 

Poor projects not killed 
early 

Unnecessary waste of money and time. 
Lack of resources for good projects. 

 

3.2.3 Resource Allocation and Prioritization  
An imbalance of the recourses in a project and the expected outcome can create tensions. 
When working with creativity the main recourses are time and money. Time pressure can 
increase creativity through making it a challenge (Amabile, 1996). On the other hand, Busco 
et al., (2012) describes that creativity can be killed when organizations use impossible tight or 
fake deadlines. Busco et al., (2012) describe that there is a "threshold of sufficiency" for how 
much recourses is needed for creativity and adding more recourses doesn't boost creativity. 
Nagji and Tuff (2012) give a matrix to show different kinds levels of ambition within 
innovation that a company can have, see Figure 4: The innovation ambition matrix. 
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Figure 4: The innovation ambition matrix (Nagji and Tuff, 2012). 

 
Nagji and Tuff (2012) states that companies that allocate resources as following tend to 
outperform their peers: 

• 70% safe bets in the core. 
• 20% in more uncertain things in adjacent spaces. 
• 10% in high-risk transformational initiatives. 

This project balance is good to address short-term growth and long-term bets. However, the 
balance can differ due to of individual difference in companies, see Table 2: Suggestions of 
project allocations. 
 

Table 2: Suggestions of project allocations (Nagji and Tuff, 2012). 

 Core Adjacent Transform-
ational   

Average high performing 
company 70% 20% 10% 

A leading consumer 
goods company  
 

80% 18% 2% 

A diversified industrials 
company 
 

70% 20% 10% 

A midstage technology 
firm 45% 40% 15% 
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Nagji and Tuff (2012) suggest an average spread of projects to maximize the return on these 
investments with the long-term perspective. Core innovation generates 10% return on 
investment, adjacent 20% and transformational contributes with 70% (Nagji and Tuff, 2012). 
One factor to not survive as a company is to focus all too much energy on short-term 
technical investments (Bower and Christensen, 1995).  

3.3 Working with Innovation 
When working with innovation there are several factors to address such as technical- and 
product development, production feasibility, understanding the customers etc. to have a high 
innovation capability. Prahalad and Hamel (1990) describes capability as the ability to use the 
organizations resources well and Francis and Bessant (2005:201) describes innovation 
capability to be "the underlying capacity to gain advantage by implementing more and better 
ideas than rivals". This chapter therefore aims at describing how to address those factors by 
having processes to create and implement ideas, content in processes and the team working 
with innovation.  

3.3.1 Process Structure 
A process describes the flow of activities and according to Deming (1966:26) a quality 
management guru, ”If you can’t describe what you are doing as a process, you don’t know 
what you are doing”. Ulrich and Eppinger (2011) explain the need of a product development 
process as successful implementation of an idea and can be described as the journey for an 
idea to travel to the market by addressing specific needs. They also describe that a company 
can have different processes for different development projects and when a process is well-
defined it's useful for quality assurance, coordination, planning, management and 
improvement Ulrich and Eppinger (2011).  In product development there is no "one-size-fits-
all" process that is suitable for all projects, however, to create an idea and realizing it into a 
product most commonly the idea goes through four steps: inspiration, synthesis, 
ideation/experimentation and implementation (Kelly and Kelly, 2013). Johannesson et al. 
(2004) explain common phases in product development to be product planning, pre-study, 
product specification, concept generation, choosing concept, configuration and detail design. 
Goffin and Mitchell (2010:250) give the reasons for having a process within innovation 
projects to be "an aid to monitoring progress; to ensure that progress; to ensure that priorities 
are regularly reviews (and, if necessary, changed) to improve communication; and as a 
vehicle for learning and improvement."  
 
A study made by McDermott and O'Connor (2002) state that in large firms it's common to 
assume that radical and incremental innovation are able to use the same process and tools. 
Their study on the other hand shows that firms may have to set out different rules for the two 
different kinds of innovation (McDermott and O'Connor, 2002). Depending on what the 
required outcome of a project is, it can have different processes. A process can be either linear 
or iterative and for a long time a more linear process was both more common and popular in 
product development then an iterative process (Gustavsson, 2014). McConnell in his study 
from 1996 proposes this traditional process to have dominated US industry for 30 years. 
These processes usually had a series of phases with checkpoints between the steps to check if 
each step is done and only if one step is done, the next step can be started. The result are 
frozen specifications that Ulrich and Eppinger (2011) describes help companies to have 
stability and avoiding projects to change in direction. When a step is done, it’s difficult or 
expensive to go back to previous steps. The result of such a project was often updates on 
products. (Unger and Eppinger, 2009). The biggest competitor to the traditional linear product 
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development process is according to Cooper and Edgett (2008) the flexible process from the 
software development industry. A flexible process usually has an iterative approach and the 
different steps in the process are meant to be conductive iteratively. This is also referred to as 
a spiral process. (Unger and Eppinger, 2011). 
 
Unger and Eppinger (2011) suggest a framework for different processes based on review and 
iteration characteristics, see Figure 5: Framework review and iteration characteristics. 

 
 
 

 
 
 
 
 
 

 
 

 
 
 
 
 

 
 
 

 
 

 
Unger and Eppinger (2011) describes that managing risk and speed are two critical factors for 
succeeding with development. 
 
Managing Risks 
There are always risks in product development. Keizer and Halman (2009) categorize the 
risks as technical, market, budget and schedule. These risks can be addressed by having 
iterations and reviews in a process. Iterations can lead to minor design changes or larger 
differences (Keizer and Halman, 2009). The reviews can be gates in between the different 
stages in a process. Reviews can have different character. If they are fixed it makes sure that 
design decisions are taken early in work and if the reviews are flexible it tolerates different 
design concepts to work in parallel. If specifications are poor there is a risk for the projects 
within linear process since if the market changes from the time the specifications are made to 
the time the project is done there is a risk that the product is not fitting the market. (Unger and 
Eppinger, 2011). On the other hand, in iterative projects the specifications can be updated 
more easily to fit the current market (Kelly and Kelly, 2013). 
 
A way of controlling costs is Design-to-budget. This means that the detailed design and 
testing phases are combined and used iteratively until the budget is used. Even though the 
budget would be controlled, there is a quality aspect that is not ensured. On the other hand, 
evolutionary prototyping is used to get feedback on prototypes early in the process, which can 
be beneficial when the specification is vague. (Unger and Eppinger, 2011). 
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Figure 5: Framework review and iteration characteristics (Unger and Eppinger, 2011).  
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Case studies from Unger and Eppinger (2011) show that linear processes manage technical 
risks well and that iterative processes manage changes in market well.  
 
Managing Speed 
A limitation with a staged process is the long lead-time due to that each phase has to be done 
before starting a new phase (Anand and Kodali 2008; Biazzo, 2009). If a process has 
difficulties in handling parallel tasks and only can manage one task at the time, a long task 
can slow down the process if the process isn't flexible enough to enable starting a new task. 
This makes the whole process longer. (Smith and Reinersten, 1992). For example, if waiting 
for a delivery on a product that is made externally, it's beneficial to start with another task 
while waiting instead of being looked to finishing one phase before starting a new. Also, 
generally in iterative processes there is early prototyping and testing in the processes. The 
feedback gained from prototypes and testing can immediately be used to reshape the design 
until the design is functional and in that sense, manage speed of the project (Ottoson, 2004). 

3.3.2 Content in Process  
Developing products can be done by using actions such as empathy, define, ideate, prototype, 
experiment, test and feedback, which are covered in this section.  
 
Empathy  
Understanding the customer is crucial to develop products that will be well received on the 
market (Goffin and Mitchell, 2010; Schilling, 2013). The needs of customers are categorized 
by Kano to be basic, performance and delighters, see Figure 6: Kano's model of customer 
satisfaction.  
 

Delighters Performance 
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Figure 6: Kano's model of customer satisfaction. (Goffin and Mitchell, 2010). 
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A basic need can be referred to as an implied need and since the need is obvious for the 
customers, they won't express them. If they are fulfilled the customer won't feel satisfaction 
and if not fulfilled the customer will feel dissatisfaction. A performance need can be 
articulated and specified by the customer and the customer satisfaction is linear to the degree 
of implementation. Delight needs causes a feeling of delight for the customers but the 
customers can't express what it's and how to get there. It leads to the greatest customer 
satisfaction. On the other hand, if not fulfilled there are no feeling of dissatisfaction. Since a 
customer can't describe their highest needs there is a need of a true understanding of the 
customers environment and behavior to understand the delight needs. (Goffin and Mitchell, 
2010). One example is when IDEO was asking customers how they wanted an ice-cream 
scoop should look like. They got improvement suggestions on the design, however, not until 
observing the customers using their ice-cream scoop at home they noticed that the users liked 
to lick the ice-cream scoop after taking ice-cream. In the interview situation none of the 
customers expressed the licking behavior. So, for IDEO to be able to understand that the need 
for the customer was to have a soft feeling when linking the ice-cream scoop they had to do 
observations in the right environment. (Kelly and Kelly, 2013). 
 
Kelly and Kelly (2013) describe their process to have an empathic approach to uncover the 
needs of their customers. Remembering that the design, whatever it's, is for real people helps 
reveal “insights and opportunities for truly creative solutions”. Empathy forces people out of 
their own thoughts and preconceived ideas and make people go from "what you think is true" 
to "what actually is true" (Kelly and Kelly, 2013:21,90). Squires and Byrne (2002) describes 
that the disconnections between beliefs and behavior about humans should be identified to get 
true insights. To make a product a success it's important to have a holistic view and 
understand the context where a service or product is going to be used (Stickdorn and 
Schneider, 2011). It's important to understand the real need of customers and one example of 
what a customer actually wants is made by Levitt (1986:1): "People don’t want to buy a 
quarter-inch drill. They want a quarter-inch hole". Kelly and Kelly (2013) state that 
understanding the users and therefore focusing on the true issues for them can be the different 
between incremental and radical innovation. When finding the true problem and need there is 
often an "Aha" moment and the journey to solve it can be rather easy. (Kelly and Kelly, 2013) 
  
Define 
Goffin and Mitchell (2010) state that to handle the complexity in product development there 
is a need of defining what the project should aim at and clear that aims from the start is 
necessary for a project to succeed. To define requirements in a project can help cutting the 
development costs (Johannesson et al., 2004). Nevertheless, independent on how well a 
project is documented there is still a need of a key person in each project that is involved with 
all the parts of a project (Säfsten et al., 2010). When there aren't clear goals set from the start 
there is a more flexible way of working that is referred to as agile project management. This is 
a way of dealing with the uncertainties upbringing in the project when it's going through a 
series of exploratory steps. (Goffin and Mitchell, 2010). For instance, high technical 
uncertainties make it difficult to plan in detail the development project early in the project 
(Säfsten et al., 2010). Daft and Lengel (1986) describes complex NPD to handle a lot of 
information and the more uncertain a task is, the more information processing is included to 
complete the task. This makes it difficult to fully define a project, however, to define gathered 
insights are a good way of processing the material and analyzing it (Stickdorn and Schneider, 
2011).  
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Gate or milestones are a control and standardization method in product development projects 
and when entering a gate there is a review of the project. This formal review should identify 
problems, plan for the next step, update on latest results and knowledge created and act as 
decision point. (Goffin and Mitchell, 2010). When comparing control in product development 
and creativity, Busco et al. (2012) state that control doesn't have to kill creativity within 
product development and also, to be able to manage creativity and efficiency with product 
development there is a need of managing formal control such as result control. Formal control 
supports product development by giving necessary frames to ensure focused efforts to enable 
taking ideas and realizing them into business value. On the other hand, formal control as 
predefined objectives and rigid performance indicators don't have the flexibility to adjust to 
variation of results and failure and might hinder the motivation needed to conduct activities 
supporting creativity. Busco et al. (2012) recommend to have defined goals and allowing 
freedom to the individuals conducting the product development to have real freedom of the 
implementation of the goals. (Busco et al., 2012). 
 
Ideate  
Creativity is defined as the first step of a new idea (Amabile, 1996) and therefore ideate and 
creativity is closely linked. According to Kelly and Kelly (2013) creating creative confidence 
for the employees is crucial to for them to be able to create new ideas. Creative confidence 
can be gained by: keeping sense of humor, build on the energy of others, minimize hierarchy, 
value team camaraderie and trust and defer judgment (at least temporarily) (Kelly and Kelly, 
2013). Simonton et al. (1996) states that the best ideas are connected ideas from different 
fields since it enable divergent thinking and Kelly and Kelly (2013) states that divergence in a 
group is necessary to be able to get interesting ideas and innovate. Skills for creativity are 
seeing, feeling, starting, communicating, building, connecting, navigating, synthesizing and 
inspiring (Kelly and Kelly, 2013). Goffin and Mitchell (2010) points at that knowledge and 
hard work is necessary to be creative and Kelly and Kelly (2013) states that everyone are born 
creative. Amabile (1998) describes that creativity lies within the three components: 
motivation, expertise and creative-thinking skills, see Figure 7: The three components of 
creativity.  
 
 

 
Figure 7: The three components of creativity (Amabile, 1998). 

 

Creativity 

Creative-
thinking 
skills 

Motivation 

Expertise 



!

! 24!

 
Using games to get information, knowledge, creation, collaboration, insights etc. are a 
powerful tool to ideate since it embraces our playful child inside who are fearless (Kelly and 
Kelly, 2013). By exposing employees to various approaches to problem solving the creative 
thinking skills within them can increase (Busco et al., 2012). Creativity techniques are useful 
when ideating (Goffin and Mitchell, 2010) and creative tools are a way of generating ideas 
(Kelly and Kelly, 2013).  
 
A flow of ideas is important to find a good idea (Csikszentmihaly, 2013) and the number of 
ideas increase when creativity is high. It's important to have many ideas since it's easier to let 
go of ideas instead of defending them independent of their potential. Working together and 
building on others ideas unleash creative energy (Kelly and Kelly, 2013) and by going from 
group to alone sequence generates more ideas than from alone to group sequence according to 
Paulus et al. (2006). When a person is being exposed to a lot of ideas he/she learns which 
once are good. (Kelly and Kelly, 2013).  
 
Risk taking is one of the most important factors to be able to generate ideas (Ekvall, 1996). 
From early learning’s in school, humans learn that failure is something bad which affects our 
risk taking (Robinson, 2009). Brown (2010) suggest one way of increase the risk taking is for 
employees is to not compare themselves with others.  
 
Prototype 
Prototypes can be separated into the sub categories as physical, analytical and experiential and 
all of them can ease the communication internally in the project group (Berglund and Leifer, 
2013). Kelly and Littman (2001) state that prototypes are important for the internal 
communication, thus that a prototype should be brought to every meeting concerning a 
project. Prototypes also serve the role as enabling a better understanding of the priorities 
(Ottosson, 2004) since prototypes create a common language (Stickdorn and Schneider, 
2011). Making a prototype is to transform intangible ideas into tangible and through having 
tangible prototypes enabling communication about functions (Berglund and Leifer, 2013). 
Prototypes even encourage new behavior (Coughlan et al., 2007). Pushing for making 
prototypes makes the process more iterative with the result of assessing previous knowledge 
and force new knowledge creation (Kelly and Littman, 2001). Using physical prototypes 
promotes idea generation, conceptualization, assessment of design (Berglund and Leifer, 
2013) and making mistakes early in the process which has proven to have a low effect on 
costs compared if they would to happen later in the process (Coughlan et al., 2007). 
Prototypes make sure that components and subsystem works together as planned (Berglund 
and Leifer, 2013). Doing prototypes early in the process enables fast feedback, which is of 
importance when the outcome of a project is vague from the start (Unger and Eppinger, 
2011). The result of a prototype-driven design is according to Schrage (1999) superior in user 
satisfaction per man-hours.  
 
Keeping multiple concepts alive through making cheap and quick prototypes enable to keep 
many ideas alive longer and by having alternatives encourage there is usually more honest 
feedback since there can be a discussion of relative strengths and weaknesses of them (Kelly 
and Kelly, 2013).  
 
Rough prototypes are made without details and usage of for example clay, paper, wood 
enables is a way of doing rough prototypes but can also be with more advanced material in a 
non-detailed way (Kelly and Kelly, 2013). The advantage of making a rough prototype is 
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according to Kelly and Kelly (2013) to encourage experiment with the prototype over 
carefulness of the prototype and according to Ottosson (2004:215) to "encourage playing with 
ideas possibilities, and potential at low cost". Schrage (1999:87) describes the thoughts on 
rough prototypes as: "when a model starts to harden up, so does also the thinking". Using 
prototypes with low resolution promotes divergent thinking about the problems nature of 
solution (Berglund and Leifer, 2013). Using incomplete prototypes enables customers to give 
better feedback according to Claudia Kotcheka at P&G (Kelly and Kelly, 2013).  
 
Experiment  
Kelly and Kelly (2013:123) states that "if you want to make something great, you need to start 
making” and the leap from inspiration to action can be done by small steps of success through 
experimenting. To do experiments usually results in failure at first. Though, when a failure 
happens early in a project it's usually costing less for the company then if it would happen 
later in the project. If the failure is early in the project it's making room for improvement by 
several iterations since there still is time and resources unused. It also avoids the risk of 
spending time on a product that the customers aren't interested in. (Kelly and Kelly, 2013). 
The usage of practical experiments increase the result and sparks action. In addition to this, 
there is a lot to learn from customers through experiments. (Martin, 2011).  
 
Simonton (1999) says that creative people do more experiments and through that succeed 
with their tasks. Kelly and Kelly (2013) describe experiments as a tool to keep a leading 
position on the market and be upfront of disruptive trends. Experiment is a great way of 
learning and to get rapid answers on unclear matters in everything from detail design to new 
business models. It also starts and feed action in projects. “Building confidence through 
experience encourages more creative action in the future, which further bolsters confidence.” 
(Kelly and Kelly, 2013:43) 
 
Test and Feedback 
Frequent testing of simple prototypes early in the project enables errors in the new technique 
to show early in the project instead of later (Kessler and Chakabarti, 1999). Testing concepts 
on customers is crucial to succeed with product development due to several reasons. It helps 
focusing the work efforts and creating knowledge about which concepts or partial solutions 
that works and don't work. It doesn't only guide when conducting a selection of concepts but 
also helps adding on ideas when a concept is tested. Testing a concept on customers can give 
indications if the product will succeed on the market by showing the interest of the product 
and show how the customer would use the product. (Stickdorn and Schneider, 2011). 
Terwiesch et al. (2001) state that there is a big advantage if product developers have access to 
test equipment close to where the development is taking place.  
 
Feedback can be the information given while observing someone using the product, a 
discussion after introducing concepts, questions asked by a user/customer/supplier/experts, 
test result, design feedback from making a prototype and realizing the dimensions etc. The 
feedback customers give when testing is what then can be used to iterate and improve the 
concept. (Stickdorn and Schneider, 2011). Feedback can also be to take time to reflect, which 
according to Säfsten et al. (2010) is important to be able to use new knowledge.  
 
When getting feedback from a person it's good to bring something tangible since the person 
then have something to relate to. The feedback given from a rough prototype/mock up 
without details enables the person giving feedback to interpret him/herself which can give the 
designer new perspectives and features to include in the design. It's easier to get good 
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feedback from customers/users when having more than one concept for them to give feedback 
on since the customer/user then can discuss what is good and less good about the concepts. 
(Stickdorn and Schneider, 2011). 

3.3.3 Team 
A well functioning group can produce products within a shorter amount of time with a high 
quality and they generate larger incomes then groups with less functionality (Wheelan, 2009). 
To avoid that the individuals in the group tend to think and associate similar to each other, 
and though that miss out of innovations, it's important that the group contains individuals with 
different culture, background, age, sex etc. (Schilling, 2013). This mix of persons in a team is 
beneficial for the group creativity and the opposite as having a too heterogeneous group is a 
common way of killing creativity (Amabile, 1998). 
 
There are theories stating that integrated product development is a good way of managing 
complex projects (Griffin and Hauser, 1996; McDonough, 2000; Kelly and Kelly, 2013; 
Säfsten et al., 2010) since it's reducing time and increasing quality (Bowen et al., 1994). 
Integrated product development is team collaboration to accomplish work tasks (McDonough, 
2000) and is characterized by having experts from several fields collaborating within a 
functional unit (Bowen et al., 1994).  The units that collaborate is usually market, design and 
production but can also be units within market research, market strategy, industrial design, 
mechanics, ergonomic, process development and business management (Ulrich and Eppinger, 
2011). Integration between different units is crucial to succeed with efficient product 
development (Säfsten et al., 2010). The reasons to work with integrated product development 
according to Säfsten et al. (2010) are to address critical interfaces within product 
development, solve complex problems, create radical innovation and managing risks. The 
most critical interfaces are the ones between technical development and product development 
and between product development and production. Since today’s technology is more complex 
than ever before and to ensure that subsystems function together and the information heavy 
projects transfer the needed information between the business units. (Säfsten et al., 2010). 
There is also a need of knowledge exchange to be able to create radical innovation (Schilling, 
2013), which tend to happen more in integrated product development (Bowen et al., 1994).  
 
According to Narayanan and O'Conner (2010) can a cross-functional team be described as an 
innovative team. Cross-functional development teams generates a bigger success 
corresponding to market position and make the time for a product to reach the market shorter. 
These teams create an information foundation that can be used more efficient through 
specialists, common language and separated responsible areas within the organization. This 
leads to that decisions can be made more efficient and conflicts can be solved. (Griffin and 
Hauser, 1996). Cross-functional teams can experience ambiguity in management and 
therefore there is a high need of a clear management structure (Johannesson et al., 2004). 
Involvement of production within product development ensures high product quality (Swink 
and Calatone, 2004). 
 
Kelly and Kelly (2013:191) states that a team's creativity can be fed by: '"know each other's 
strengths, leverage diversity, get personal, put the "relationship" back in "working 
relationship", craft your team experience in advance and have fun!" 
 
The size of successful teams is described by Wheelan (2009) to be between three to six 
persons, having ability to form subgroups and with the mindset to help each other instead of 
competing internally. In addition these teams should have sufficient time together to be able 
to be high performing.  
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The expected result of a development should be communicated and understood by all 
participants in a group (Ottosson, 2004). It's important with clear communication in a team to 
keep all participants involved in the work (Kelly and Kelly, 2013). Physical distance highly 
affects the frequency of communication (Allen, 1984) . If the project members physically are 
located close to each other there are possibilities for quick feedback between team members, 
which is important to manage the complex information that usually is needed in product 
development projects (Säfsten et al., 2010). High quality documentation and shared 
information is increasing transparency within the team. (Kelly and Littman, 2001). On the 
other hand, too much information sometimes steals times from team members (Mitchell, 
2012). One suggestion to solve the ambiguity with information is to have it visual and 
accessible for everyone to see (Lindlof and Söderberg, 2011). 

3.4 Small Company  
Small and Medium Enterprises (SME) seem to have potential of generating breakthrough 
innovation (Delahaye, 2005). However, according to Hoffman et al. (1998) and Edwards et al. 
(2005), the understanding of the differences in SME and larger companies are relatively poor 
for innovation. However, some studies have been made. For example, a study made by 
Masurel el at. (2003) approaching critical success factors in the innovation process in SME 
shows that the most important factor is the entrepreneur factor. Another study shows that the 
most innovative SMEs have three mutual characteristics. The characteristics are: links with 
knowledge centers, entries to governmental innovation subsidy schemas and relatively high 
R&D budget (Keizer et al., 2002). 
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4 Methods 
This chapter describes the used methods to achieve the intended result of the project. It's 
divided into collecting data, analyzing data, creating and developing improvement proposals.  

4.1 Collecting Data 
Data were collected through interviews, observations and reading company material. This 
chapter describes how the interviews were conducted and how the daily observations and 
regular meetings took place.  

4.1.1 Interviews  
13 semi-structured interviews were conducted at the company. Semi-structured interviews is a 
good way to gain valuable information since the author have a frame of questions prepared 
but can also deviate from them when needed and ask questions that couldn't be prepared 
(Collis and Hussey, 2009; Squires and Byrne, 2002). This enabled the interviewer to have 
comparable qualitative data be and to be flexible to follow relevant topics to get a deeper 
understanding of the interviewee. The target was to interview all 14 employees to get as broad 
picture of the organization and development projects as possible, however, 13 were done due 
to practical circumstances. A list of the interviewees and their roles can be found in Appendix 
A: List of interviewees.   

For the interviews an Interview Guide was created. A list of questions asked in the interviews 
and the purpose of interviews described can be found in Appendix B: Interview Guide. The 
interviews were not recorded due to lack of time to do anything with the recorded material 
and if something would to be unclear after the interview, it was preferred to follow up with 
the interviewee. All but one of the interviews took place at Mips facilities in Stockholm with 
the interviewer and the interviewee alone in a conference room. For the interview with the 
employee located in China Skype (the Internet communication tool) was used.  

The first interview was set to be a pilot interview, from which time was planned to assess the 
quality of the questions and answers. However, the interview guide was updated through all 
the interviews. This was done due to that the interviewer got new insights about matters that 
concerned this company that weren't known from before start of interviewing. Also, some 
questions gave the same answers and due to the grounded theory those questions were set 
beside for other less explored questions.  
 
The material brought to the first pilot interview was a sheet containing the purpose of the 
interview and a visualization of the process. This didn't turn out to work properly why they 
weren't used in the upcoming interviews but only explained verbally.  
 
Brought to the interviews were a computer with the Interview Guide where notes were made, 
2 A2 papers and pens. All interviews started with the interviewer describing the project 
purpose and goal, the purpose of the interview and that the interviewee was to answer from 
his/hers perspective on the questions. This was to engage and explain how important this 
specific interview is to the whole project. Before starting the interview the interviewer also 
described what would happen after the interview with the material. The interviews started 
with talking about the interviewees' profession and role at Mips and letting them being 
tangible by drawing pieces of a circle with their time spent in a week. The reason was to feel 
comfortable with being physical with pen and paper, to use if needed further on in the 
interviews by the interviewee to easier explain a matter (Kelly and Kelly, 2013). This task 
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also enabled the interviewer to assess if the interviewees experience what they do are in the 
line with the company's vision and strategy.  This circle also served the role as being a 
foundation to come back to when talking about details in specific tasks.  Further on, questions 
were asked in the context of relation to customers, current situation, process and tools, 
creativity and dream situation. The dream situation is a way of making the question playful, 
which is something that Coe Leta Stafford, an employee at IDEO with a PhD in cognitive 
development, describes as giving to get more meaningful answers and step away from "some 
of the business as usual responses" (Kelly and Kelly, 2013:96). The questions are designed to 
at first stage be open to make the interviewees to tell their stories and asking follow-up 
questions to get deep answers (Stickdorn and Schneider, 2011). In the end of the interview, 
the interviewer thanked for the time, expressed appreciation for everything that the 
interviewee shared and encouraged the interviewee to let the interviewer know if there was 
anything coming up in their mind after the interview to the interviewer.  
 
After every interview the interviewer made a summary of the notes taken in the interview 
situation the same day or the following day. 

4.1.2 Observation and Meetings 
This thesis is conducted and written at the company's office with the author having a desk and 
the needed company material accessible, which enabled continually observing the company 
and the employees. The company materials were covering the company's brand and the value 
creation for customers, the company's vision, business goals, communication goals, customers 
segment, communication strategy, test methods, helmet design and material. In addition to 
this, the author got to conduct test on helmets with and without the Mips system integrated in 
helmets. There were both formal meetings to gain a larger understanding of the needs and 
challenges of the company and informal meetings as lunch and corridor talk. The author was 
introduced to the company's history and also got to participate in meetings for all the 
departments in the company such as sales, production, economy and management. The 
employees at the company shared information, knowledge and experience and gave feedback 
and guideline to the author, which increased the understanding for the organization and 
employees.  

4.2 Analyzing Data  
This chapter describes how the collected data was analyzed through clustering of data from 
the interviews and observation. Also, how the clustered data insights could be identified 
which enabled identification of areas of improvement and proposals.  

4.2.1 Clustering Data  
When 6 interviews had been conducted the clustering of the material started on two portable 
walls, see Figure 8: Clustering of the collected data, and continued throughout all interviews. 
The clustering with systematically coding and grouping enabled an organized framework to 
understand the interview material (Holstein and Gubrium, 1997). 
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Figure 8: Clustering of the collected data. 

 
The vertical categories were: allocation of resources, priority between implementation and 
development, creativity, environment, idea management, communication, 
knowledge/experience, customer/end user/market/competitors, process and method/tool. The 
horizontal categories were: overall thoughts, positives, areas of improvement, improvement 
proposals, unclear/vague and ambiguous/disagreements.  

4.2.2 Identifying Insights and Improvement Areas  
The clustered material from the interviews and observation was analyzed together and 
insights were identified, see chapter 5.1 Insights from Clustered Data. The insights were 
identified by searching for patterns in what the employees said both in interviews and within 
everyday corridor talk and also how they were actually acting in their everyday work. Trying 
to find the core underlying factors by asking questions as how, why, when, where, who and 
about emotions connected to the situations. Questions as "How come?" and "Why?" were 
used frequently to unable getting as close to the true challenges as possible (Stickdorn and 
Schneider, 2011). From these insights it was possible to identify the areas of improvement, 
see chapter 5.2 Improvement Areas. 

4.3 Creating and Developing Improvement Proposals  
The creation of how to solve the areas of improvement was done by comparing the literature 
study with insights and improvement areas. The improvement proposals was discussed 
together with the employees during the process to get more knowledge and feedback to try go 
get to the root of the challenges within development projects. The improvement areas are 
addressed with proposals on how the solution could look like, see chapter 7 Improvement 
Proposal. The designing of the process was done by comparing different processes and their 
advantages and disadvantages and designing one that would mostly benefit the needs of Mips. 
The factors taken into account were: creativity, climate, culture, deadlines, decisions, 
collecting and sharing knowledge/experience, problem formulation, starting and closing 
project, communication plan, collaboration, diversity in teams, teams, resources, project 
portfolio, who should be involved in projects, idea management, customers, end users, 
market, competitors etc.  
 
The development of the improvement proposals were done by having two feedback iterations 
were all the employees were invited to attend and one feedback iteration only for the R&D 
Team. There were two main purposes by having all the employees at the first two meetings. 
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Firstly, all the expertise areas were represented and they could give their point of view within 
their fields and the challenges that they are facing. Secondly, creating a forum where the 
development work can be discussed and to enable creating a mutual picture of how Mips are 
going to work with development in the future. This integrated approach to solving a problem 
by letting them have feedback on how, when and who to work with development is proven to 
be successful when solving complex problems (Stickdorn and Schneider, 2011). Between the 
feedback meetings there were time for reflection and improvement to be done from the 
feedback given and to plan the next feedback meeting. The reason for that one meeting only 
was for the R&D Team was due to that the meeting mostly concerned the R&D Team. 

4.3.1 Feedback Iteration 1 
A meeting was held at Mips facilities with the purpose of presenting the work done so far in 
the project and to get feedback on it. This was to give the author a deeper understanding of 
the needs of the employees and the company and at the same time introduce some ideas of 
how to work with R&D at Mips. The employees were given a conclusion and feedback on the 
interviews and a forum to talk about development projects. The meeting was organized and 
facilitated by the author of this thesis and all the employees in the Stockholm office were 
invited to participate. The meeting was 2 hours long and contained an exercise about vision 
and strategy, explanation of today’s development projects concerning resources, project 
portfolio and needs of projects. After describing and discussing today’s status the identified 
improvement areas, improvement proposals were presented and how it could work in practice. 
In the end of the session there was a feedback exercise. Tools used were a keynote 
presentation, papers and pens. During the meeting there were questions raised, which lead to 
discussion among the employees.  
 
Vision/Strategy Exercise  
Before the meeting the employees had a task to answer what were their perception of the 
company's vision and strategy. These answers were printed at A4 papers together with "The 
vision/strategy is something else." and "I don't know which is Mips vision/strategy." The 
exercise was done by having first all the visions and then the strategies spread in the walls of 
the room and letting the employees chose which one the though was closest to the truth. 
Groups by the stations were created and after a 2 minutes discussion the groups got to share 
their point of view to everyone. The purpose for this study and the employees were to 
understand if the employees in the organization are aware of the vision and strategy and to 
discuss if it's important for the employees to be aware of them to be able to make decisions in 
their everyday work.  
 
Feedback Exercise  
The feedback exercise was done in 10 minutes and was conducted in predefined pairs of 2 
that were selected by following factors:  
 

• One from the R&D Team and one from one of the other departments so that they 
could have different perspectives and have the time to talk to the other department of 
how the development projects could work.  

• Personality in such so that they would have the same energy level and therefore enable 
both to contribute with feedback.  

• The CEO and Product Development Manager were in the same group to not affect the 
others with their thoughts since they are the two with the most responsibility and 
influence of the development projects.  
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The pairs all got a paper with headings that they could give feedback about to trigger to get 
feedback in a short amount of time and help the documentation of the feedback. The headings 
were: "three transparent layers of decision making", "process with loops and method cards", 
"persons involved within the projects", "decision- and status meetings", "vision and strategy", 
"resource allocation" and "others". When the time was out all the groups shared one key 
feedback with the rest of the group.  

4.3.2 Feedback Iteration 2 
Three weeks after the first feedback meeting, the second feedback meeting was conducted. 
All employees working in Sweden was invited for one-hour meeting with the purpose to 
further improve the improvement proposals.   
 
First there was a short recap on what was discussed in the first meeting to refresh their minds 
followed by three exercises: speed dating, challenge and evaluation. The purposes of them 
were to both get feedback on the improvement proposals and to try out different methods that 
could be used in the process. These exercises also serve the role as step-by-step introduce the 
employees to different methods that can be used in the design process, like the guided mastery 
(Kelly and Kelly, 2013).  
 
Speed Dating  
The improvement proposals were divided into five questions with answers and each question 
and answer was printed and attached to 2 A3 papers. These five papers served the role as five 
stations, see Table 3: The five stations with the topics divided into questions and answers to 
give feedback on.  
 
Table 3: The five stations with the topics divided into questions and answers to give feedback 
on. 

Station Question Answer 
1 How do we know that we are doing 

the right projects and which ones to 
prioritize? 

A project portfolio with prioritization of 
projects that matches the vision/strategy 
and the resources.  

2 How to organize to enable decision 
making when working with 
development projects? 

Three groups and their responsibilities as 
following:  
Board, CEO - Vision, Mission, Strategy. 
CEO, CTO, PDM, PM, SM - Project 
Portfolio, Prioritization.  
R&D Team - How to Realize the 
Development Projects. 

3 How to work with development 
projects? 

A process with loops, method cards and 
status-/decision meetings. 

4 Who to be involved? A driver that are responsible for driving 
the project and can invite other to join 
when their competence is needed. 

5 How do we know how much 
resource to put into development and 
towards which direction are those 
resources aiming at? 

Formulated and communicated vision and 
strategy (mission?). 
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The stations were marked with a number from 1-5, see Figure 9: Station three as an example.  
 
 

 
Figure 9: Station three as an example. 

 
A movement system made it possible for everyone to collaborate with everyone in pairs. Half 
of the group got a pen with a plus sign attached to it and the other half a pen with a minus 
sign. From the start one of each type of pen started at each station, these were the first pairs. 
By the station the were asked to give feedback on the topic they had in front of them on the 
big 2xA3 paper using their given pen. After 90 seconds they all got to shift station. If they had 
a plus sign on their pen, go from example station 2 to 3 or 4 to 5. If they had a minus sign on 
their pen they were to go from 5 to 4 or 2 to 1. This was repeated until they all had visited all 
the stations.  
 
Challenge 
The group was split up to three teams and had 12 minutes to go through a three-step design 
process. The challenge was "Find a way of how to assess if a project is kill or go!" and the 
steps were "Think of why and empathize!", "Dream big and ideate!" and "Draw solutions!". 
The groups got 2 sheets to use as documentation, see Figure 10: Documenting sheets. 
 
 

 
Figure 10: Documenting sheets. 
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When the challenge had ended all groups presented their conclusions and how they came to 
the conclusions.   
 
Evaluation 
In the end of the meeting all the participants were asked to stand up and one by one sharing 
one thing they liked about the meeting and one thing that they wished for.  

4.3.3 Feedback Iteration 3 
The third feedback iteration focused on the design and content of the method cards. The ones 
given feedback were the employees in the R&D Team due to that this team would use the 
method cards the most. Several design suggestions on method cards were created and 
prototyped. The employees working in R&D were then given three cards at the time and 
asked to give feedback about what they liked and disliked about the concepts. Changes were 
done and then the employees got to give second round of feedback until the cards had a 
design they all were happy with. Factors changed were content, disposition of information 
and pictures, size of cards and amount of information. Also if it should be a plain text or 
explained as numbered steps or as expected input and output of method etc.  
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5 Empirical Findings 
In this chapter are insights from interviews, observation and company material presented 
followed by the improvement areas and the improvement proposal.  

5.1 Insights from Clustered Data 
Based on the data from the interviews and the conducted analyze there were a selection of the 
most prominent findings. Those findings are presented in this section. 
 
Process and Methods  
There is expressed a need of a process describing how to work with development projects. 
The process should be flexible and enable using prototypes throughout the whole process. 
There should be deadlines to kick start work effort but it's expressed that there is difficulties 
to plan for development projects since it covers many uncertainties. The work effort for 
delivering the deadlines themselves should not take too much time. Some express that they 
learn how to be more creative by doing brainstorming meetings and for each meeting they are 
evolving their creative techniques. There is a wish for support to know when a project or task 
is done good enough.  
 
Resource Allocation and Prioritization 
There are uncertainties of how much time is spent on development within the organization, 
however, almost everyone want to allocate more resources to development in the future. The 
R&D team is not able to prioritize development due to the importance of working with the 
implementation projects. The employees experience that it's difficult for the individuals to 
prioritize the, sometimes, abstract work tasks within development projects over pre-set work 
tasks as it's within implementation projects. Implementation projects are perceived as more 
tangible since it can be sold today. Suggestions for solution are to allocate specific time and 
have a process with deadlines for development projects. Some employees experience pressure 
by the goal set from the board to accomplish a number of IP during 2015 because they don't 
know how far the idea have to be to be patented and if the idea should be within brain-, 
helmet safety or if it can be wider. In addition to this, it's also detected that it's difficult for the 
R&D Team to know which of the development projects to prioritize. The employees express 
that it would be easier if the employees would have a mutual picture, understanding and 
feeling about the importance of allocating time to development projects. 
 
Knowledge and Communication 
The employees are not aware of the company's vision and strategy and most of them are not 
aware of which are the development projects ongoing today. The employees in China have 
knowledge that can be used in the development project more than it's today and the feedback 
on ideas to the employees in China can be improved further. All employees have said that 
they can be involved within the projects at the right time when their knowledge is needed for 
the development project, however, it have to be the R&D Team that is in charge of the 
projects. There is a wish for a visualization board of which projects are ongoing and who is 
responsible for each one of them.  
 
Individuals and Organization  
The employees experience their working climate as open, allowing and supporting. Within the 
R&D Team there is a wish of collaborating more internally and with the rest of the employees 
to solve problems within development projects. Approximately 1/3 of the employees state that 
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they are creative, 1/3 that they have the potential to be creative and 1/3 that they aren't 
creative if it isn't within their own field of work or when playing with their kids. The 
employees risk-taking are low according to themselves in the sense that they want to ask more 
questions and dare to do other work tasks then what is initially asked from them.  
 
The employees have different needs in order to be creative. The following factors that enable 
creativity are:  

• feeling committed to the assignment 
• a clear problem and goals set 
• asking questions 
• exchanging knowledge 
• being tactile and testing 
• a climate that is encouraging and allowing 
• changing surroundings, not sitting by the regular spot 
• balanced work tasks, not only one 
• problem with boundaries 
• when having a big challenge 
• having the right level of stress 
• collaborating with others. 

5.2 Improvement Areas 
Based on the insights from clustered data the identified core challenge is that there is an 
underlying tension for the employees between the development projects and the rest of the 
organization. The reason for this is assessed to be the uncertainty of how much resources are 
and should be spent on development and also, the expected outcomes from those are resulting 
in frustration among the employees. Four main improvement areas were identified to address 
the problems and opportunities within R&D. 
 

I. There is a need of creating a clear structure and transparency in the R&D's 
responsibility and authorization concerning development projects saying who is 
responsible for what and who have the right to make which decision. 

 
II. There is a need for having guidance for when and where in the organization 

innovation should happen. 
 

III. There is a need of creating an awareness of which projects are ongoing now and 
creating a support to know if R&D is working on the right projects for Mips. 
 

IV. There is a need of a system on how to conduct development projects that is accepted 
and that everyone in the organization can use for development.  

 
These improvement areas are discussed in chapter 6 Discussion. 
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6 Discussion  
In this chapter are the improvement areas discussed one by one to further explain them. 
 
The intended result of this thesis is to create a process to work with development projects that 
triggers incremental and radical innovation at Mips. However, when analyzing the collected 
data and comparing it to the purpose of this thesis other factors then a product development 
process appeared. Since the purpose of this thesis was to create conditions for Mips that 
enable working with incremental and radical innovation to sustain as a company on the global 
market, other areas to improve were added to the intended result of this thesis.  In this chapter 
those four improvement areas are discussed and in the next chapter, 7 Improvement Proposal, 
the improvement proposal is presented.  
 
I Clear Structure and Transparency in the R&D's Responsibility and Authorization 
Concerning Development Projects 
A clear structure in responsibilities enables the right persons to work on the right tasks to be 
able to achieve the company's goals. Wheelan (2009) points out the importance of clear roles 
and expectations of persons when working together in teams. Cooper et al. (2004) have the 
same result in their study and in addition to Wheelan, they identified that it is important to 
define the different responsibilities in product development. If the organization would clarify 
and communicate the decisions made it would enable people to focus on their work tasks and 
have a guideline on how to take decision that moves the company forward in the aimed 
direction. Today at Mips, the employees struggle with prioritizing the development projects, 
even though the organization have stated that new innovation is crucial for the company's 
survival. To enable the employees to prioritize the projects to complete them, the 
development projects need to be less abstract to enable individuals to actually conduct the 
projects. 
 
There are uncertainties today at Mips of how much resources that should be allocated to 
development projects and the expected outcome from those. An open management processes 
encourage commitment in project by project-members to achieve good results (Goffin and 
Mitchell, 2010). If the development projects would have well communicated clear goals, 
resource allocation and prioritization it would support making-decision within everyday work 
for the ones working with development projects.  
 
Most likely, a clear structure and transparent responsibility and authorization structure would 
release the tension between implementation- and development projects. It would also create 
awareness and understanding of what colleagues do during the day and the importance of 
each persons work. It could also enable making decisions on all levels of the organization 
since the employees are then aware of what the company is striving for and get guidelines of 
how to get there.  
 
II Guidance for When and Where Innovation Should Happen. 
There is a need of mutual understanding of the company's vision and strategy, and where and 
when innovation should happen. The innovation strategy should be a match between internal 
resources and external opportunities and threats (Schilling, 2013). It doesn’t only have to be 
formulated and communicated throughout the organization but also well understood by the 
employees. 
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The factor that Amabile (1998) state as the most important for creativity is freedom. For a 
group ability to be high performing clear goals are the most important. It's not enough with 
using the same words, but has to have the same meaning and be accepted by the people in the 
group (Wheelan, 2009). This is interpreted as that the overall goals should be set but how to 
fulfill the goals should be up the individual preforming the project. Amabile (1998) describes 
a common mistake that managers do is giving freedom of where the project is headed. This 
kind of freedom is a way of killing creativity. (Amabile, 1998) 
 
The employees would like to have good focus, consensus and clarity about the development 
projects to ease the understanding where the company is heading to be able to make correct 
decisions in everyday work. There is a wish to have clear goals within the organization to be 
able to prioritize and make sure that Mips are focusing on doing the right things.  
 
III Awareness of Which Projects are Ongoing and Support to Know if They Are the Right 
Ones to Allocate Resources to 
Today there are uncertainties among the employees which projects are ongoing and if they 
once ongoing are the right ones to conduct. This could be clearer if there would be a way of 
managing the project portfolio. Goffin and Mitchell (2010) describe that a process for 
managing the project portfolio should include support to know which projects are worth 
doing, how to choose a group of project as the portfolio and how to find a balance in the 
project portfolio. This can be done by considering different factors and identifying the right 
factors for the organization to balance the projects. Firstly, start by assigning the innovation 
strategy and making a balance between the projects to reach the company's strategy/vision. 
The balance can include factors as: short-/long term goals, high-/low risk. The projects can 
have different targets that should have balance such as knowledge creation, collaborations for 
building relationships, profitability etc. Thus, that not all projects are aiming at building 
relationships without having any project generating profit. In addition to this, there should 
also be a balance between allocated resources and expected result of the projects. This means 
that the expectations on a project should be reasonable in relationship to the resources 
allocated to that project such as time and money. Since Mips are a high-tech firm they should 
according to Nagji and Tuff  (2012) allocate between 70-80% to core products and then focus 
the rest resources to adjacent and transformational innovation since the market is waiting for 
next attractive release. Nevertheless, most important Nagji and Tuff (2012) state is to be 
aware of the innovation portfolio and manage the portfolio so that it produces the highest 
overall return. Another study confirms the importance of having a high quality project 
portfolio for the business ability to reach success (Goffin and Mitchell, 2010).  
 
If assessing the project portfolio and hopefully find a balance, it could generate knowledge 
and a feeling of confidence in that Mips are focusing on the right projects concerning market, 
customers, technology feasibility and production.  
 
Also, if there would be a balance between the demanded result and the recourses allocated to 
the projects it would probably make the organization experience less frustration about not 
having any recent product release. The knowledge of how long time and resources each 
activity or project could take would enable increased understanding between the different 
departments. The project portfolio also has to be communicated. Visualizing the projects 
could enable an increased transparency through all work concerning R&D and hopefully an 
understanding of what colleagues do. It would be possible for new ideas to be brought up and 
it would enable keeping efficiency by focusing on the on-going projects. There could also be 
an easier way to add to each other’s projects.  
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IV A Process for How to Work with Development Projects. 
The R&D Team requests support for how to realize the projects. McDermott and O'Connor 
(2002) describes that there is a need of having different frameworks for radical and 
incremental innovation, however, there is a few things that can be done to enable having one 
process for the two different kinds of innovation. For instance, Kelly and Kelly (2013) state 
that having true empathy for the user and the context that the user is using the product within 
gives possibilities to generate both radical and incremental innovation. So, if the process 
focuses on empathy there will hopefully be a deeper empathy for the humans that Mips are 
designing for and therefore address the challenges within both radical and incremental 
innovation. Another example is to have a flexible process that can change in the needed 
direction when interesting ideas gets interesting feedback early in the project. It's requested by 
the employees that the process should enable a wide solution space and allow recaps. An 
iterative process could fulfill that (Stickdorn and Schneider, 2011) with test and feedback 
throughout the whole process. In addition, there must be a balance and flexibility in the 
standardization of the process since standardized processes are beneficial for incremental 
innovation (Khurana and Rosenthal, 1998) and that too much standardization can harm 
radical development (Johnstone et al., 2011). 
 
Säfsten et al. (2010) state that one person should be responsible for each project, which is 
something that the employees also wish for. Boundaries for a problem or clear project goals 
are something the employees describe as increasing their creativity. However, it can be 
difficult to define a project from the start (Stickdorn and Schneider, 2011) so partly, the 
employees have to learn to live with the feeling of chaos that sometimes is present in a design 
process. The way of minimizing the uncertainties in a product development is to use an 
iterative process where the feedback is given regularly.  
 
Some projects can be defined with a plan from the start with a time schedule and a list of 
activities to do. However, not all projects are that clear from the start and as Säfsten et al. 
(2010) describes it, high technical uncertainties make it difficult to plan in detail what the 
project will contain in a early state. Therefore, the system has to be able to cope with both 
projects that can be planed and defined early in the project, but also those projects that contain 
uncertainties.  
 
There is a wish of support to make decisions in the projects to be able to kill projects/ideas if 
the responses are not as wished. It should support to know when something is good enough 
and support to know when to kill a project/idea. In addition to that, having a lot of ideas 
makes it easier to kill ideas that are not interesting to follow through (Kelly and Kelly, 2013). 
Making decisions in product development is always partly subjective, which is something that 
Kelly and Kelly (2013) want to embrace, the human ability to sense and predict future states. 
However, by having some standardization based on interesting factors for that project may 
help the assessment. It can also help documenting the decision so that there is possibilities to 
by a later state go back and understand why certain decisions were made.  
 
Since freedom is one of the most important factors for creativity (Amabile, 1998) it's 
important that the ones conducting the projects to have freedom to do so. The employees feel 
creative when they are commitment to the assignment, which is something Amabile (1998) 
state happens when the individual can steer their work tasks. The freedom to plan the 
individual work for the drivers can create a feeling of creative confident (Kelly and Kelly, 
2013).  
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There are different ways of getting several perspectives to a problem or opportunity. One way 
is to use several different methods that enable several perspectives. Another way is to work 
integrated across the organization and it will increase changes of succeeding with innovation 
since market, production and technical development are collaborating to make sure that all 
pieces are functioning together. The employees state that collaborating and knowledge 
exchange is important for their creativity. The process should go through several steps to 
ensure customer delight, production ability, market possibility and business offer. There is a 
need of a system to optimize the employees' time so should be invited to join prepared 
workshops. This would also enable the right person to work on the right tasks. Another way is 
to have the ideas and concepts visual to enable the employees outside of the R&D Team to 
contribute spontaneously with ideas as they have the project visualized.  
 
Prototyping will increase the chances to speed up the learning process since failing early in 
the projects lead to learning quickly what works and not. This will also enable to use the 
resources efficient and enable communication and feedback between employees and, 
employers and customers. The employees also describe being tactile and testing as a way of 
increasing creativity. 
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7 Improvement Proposal 
From the improvement areas an improvement proposal is created and in this chapter this 
improvement proposal is presented. 
 
The improvement proposal is an execution plan for managing innovation, see Table 4: 
Improvement proposal.  
 

Table 4: Improvement proposal 

Improvement proposal Responsible 
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An innovation strategy. Board, CEO 

A balanced project portfolio with a visual 
board to communicate it.  

CEO, CTO, 
PDM, PM, SM 

An iterative process with status- or 
decision meetings in between the iterations 
and methods connected to the iterations.  

R&D Team 

 
 
The execution plan for managing innovation is made for transforming the R&D to become 
more clear and tangible for the organization and moving from talking about innovation to 
actually conducting innovation. The plan is setting the framework for the innovation at Mips 
and will be a support for decisions made concerning R&D throughout the organization. It's 
therefore of importance that it's transparent.  
 
The board together with the CEO is encouraged to formulate the innovation strategy that fits 
the company's business vision and strategy and communicate it throughout the organization. 
It's recommended to create a new group at the company, the project portfolio management 
group. The group’s responsibility will be to assess and manage the project portfolio according 
to the innovation strategy and their individual knowledge about production, technology, 
market, customer, business etc. This group is also recommended to do a prioritization 
between the projects. The R&D Team will be responsible to conduct the development projects 
by following the suggested process. Each group is responsible to conduct their tasks and 
communicate it on an analog visualization board and through the Internet based project 
platform today used at Mips. 
 
It's recommended to do all the steps of the execution plan for managing innovation. However, 
it's better to conduct one of them then none of them. Logically would be to start by innovation 
strategy then move to project portfolio and then conduct the right projects with the suggested 
process.  
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7.1 An Innovation Strategy 
The first improvement proposal is to create an innovation strategy for the organization to have 
as a guideline for the development projects. The creation of the innovation strategy is 
suggested to be by the Board and the CEO. The strategy serves the role as guiding the 
company in decisions when working with product development. The strategy should be 
communicated throughout the organization and be well rooted.  

7.2 A Balanced Project Portfolio with a Visual Board to 
Communicate It 

Working with the project portfolio requires a new group to be established. The group will be 
interdisciplinary and contain competences from all functions with the persons with the titles: 
CEO, CTO, Product Development Manager, Production Manager and Senior Product 
Business Manager. The group will have the responsibility of managing the project portfolio in 
such as making sure that it will fulfill the innovation strategy by choosing the right projects to 
allocate resources to. The group will eventually make routines on how to work with the 
project portfolio that will work for Mips. A recommended start is by gathering all group 
members and go through the innovation strategy and making sure that it's understood by all 
members. Then, assessing all the development projects first individually of their potential and 
afterwards assessing them in relationship to the project portfolio. The projects can create 
groups of projects if it seems that the projects are fulfilling similar needs. To make a balance 
in the portfolio, projects need to be initiated, prioritized, reprioritized and/or killed. There 
should also be a resource allocation between the projects or group of projects and a balance 
between the allocated resources and expected result. Another way of doing this is to have a 
top-down approach. This means to start by categorizing where the resources should be 
allocated such as segments or products and then finding the projects to fulfill those 
categorizes. It's also important to do a risk assessment over the projects to spread the risks 
well. A risk assessment can be done with a visual chart where the projects are placed on two 
axes: risks and rewards. To clarify the visualization, the projects required resources could be 
visualized with the size of the bubble corresponding to the investment.  
 
When ideas that can be translated into new projects comes from individuals in the 
organization it usually will go through the Product Development Manager and brought up on 
a project portfolio management meeting. In this forum there can be new projects starting.  
 
The projects will be visualized on a board at the office of Mips and be described on the 
project management IT tool Project Place that is today used at Mips. How often these 
meetings will be necessary is something the individuals in organization will learn to know. In 
the start phase it can be good to have the meetings regularly to learn how to work with project 
portfolio management. Indicators for assessing how the project portfolio management is 
running is to assess how many meetings is held per year, number of functions involved in the 
group, number of times that projects are assessed or number of projects that is in the line with 
the innovation strategy.  
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7.3 A Process For Conducting Development Projects 
The process for product development projects is iterative and contains loops with meetings in 
between the loops, see Figure 11: Process for conducting development projects.  

 
 
 
 
 
 

 

 
 
 
One loop is recommended to be from 1 week to 3 weeks and the final number of loops is not 
determined from start. Within a loop there are three categories of methods to go through. The 
categories are "Empathize & Define", "Ideate & Prototype" and "Test & Feedback" and they 
all have 12-16 method cards connected to them, see Table 5: Method Cards. 
 

Table 5: Method Cards. 

Empathize & Define Ideate & Prototype Test & Feedback 
Contextual Interviews Eric Dot Voting 
Frame or Reframe your 
Challenge Create Opportunity Areas 100€ 

Create Framework Turning 100 Ideas into 5 
Prototypes Test Rig 

Identify Important Need 
Areas 

Build Extreme 
Prototypes! Test on Stakeholders!

The Five Whys 6 Thinking Hats Storytelling 
Business Model Canvas Brainstorming Flip a Coin 
Empathy Map Divergent Thinking Speed Dating 
Spare Saturation What If/Statements Card Sort 
Expert Interview Rough Prototype Check IP 
Work Breakdown 
Structure Creating Concepts Concept Screening 

Attribute-Value Map Brainwriting (6-3-5) I Like and I Wish 
Align Resources Search for Similarity FMEA 
Extreme Users   
Requirement Template   
How Might We?   
Breaking!News! ! !

 
 

Figure 11: Process for conducting development projects. 
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Each project will have a Driver, who is the one who drives the project. The driver can then 
chose which cards that are suitable for him/her and for the project and take as many or few 
cards that are needed. The Product Development Manager will be the one who will have the 
overview of all the projects and be supporting the projects. However, the driver drives the 
project forward and is responsible for the specific project he/she drives. The Product 
Development Manager will be responsible for the process and it includes: making sure that 
the process is working, updating the process when needed, removing and adding methods. 
Since the product development manager have the overview of all the projects he/she can 
identify patterns of what seem to work and doesn't work. Most of the projects will have a co-
driver, who is someone supporting the driver while working in the project.  
 
Between the loops there will be a meeting. There are two kinds of meetings, either a status 
meeting or a decision meeting. In the status meeting the Driver and the Product Development 
Manager discuss what have happened in the last loop and plan for the next loop. The plan 
should include which methods that will be used and which competence will be needed and 
invite that employee to the occasion when using a method and if needed for the next status- or 
decision meeting. It should also be decided if the next meeting will be a status- or a decision 
meeting. The group conducting the method cards will therefor change in competence due to 
the work task to enable right person on the right spot. If it's a decision meeting there should in 
addition also be a decision made if the project should be killed or if it's a go to continue with 
the project. To enable a decision-making there will be pre-defined factors that each project 
will be assessed to. The factors will be decided when a new project is initiated but can be 
updated if needed by either the project management group or by the R&D Team. The project 
will be graded which level from 1-5 it's fulfilling the factors with a limit of how low a project 
can have to continue with the project. Factors can be profitability, strengthening the company 
brand, revenue possibilities, building relationship with customers, knowledge creation, 
emotional value, fun project, fulfilling customer need, technical feasible, production feasible, 
reaching new customers, strategic match, strategic value, market potential, marketing 
possibilities etc. Each project will have a matrix depending on the aim with that specific 
project. Some projects are though likely to have the same matrix. 
 
A suggestion for how the decision matrix could look like is shown in Table 6: Decision 
matrix. 

 
Table 6: Decision matrix. 

Factors Weigh Score Result 
Profitability 3 1 3 
Knowledge creation 5 5 15 
Building relationship 4 2 8 
Reaching new customers 5 4 20 
Fun project 1 5 5 
Total - - 51 
Go if Result > 45 OK 
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It needs to be decided on a number of how high the result score have to have to not be killed 
and therefore continuing with the project. This number will be set when a new project is 
initiated but can be updated if needed by either the project management group or by the R&D 
Team. The meetings will be an occasion to assess the projects by stepping back and 
questioning if it will generate what it's wished to do. Status- and decision meeting will also 
serve the role to make well-founded decisions and to document those and as following up to 
create a Mips knowledge bank. In addition to that the meetings will act as deadlines to kick 
start work effort and to cope with the uncertainties of complex projects that makes it difficult 
to plan each step of the project from the beginning. Some projects, on the other hand, will be 
planed in detail from start. An example for this kind of project is a less complex project that 
can be seen as a checklist of activities to do with a small risk of unexpected matters occurring 
during the project.  
 
The method cards and the process will be visualized in the office at Mips and in their project 
management IT tool, Project Place. The method cards will have a symbol on the board and 
there will be card decks that will describe how to conduct the methods. Each card has a 
description of the reason to use that specific card, followed by a series of steps on how to 
conduct the method. In Project Place there will be a more detailed description of the methods 
to use when needed. For an example on how a method card is designed see Figure 12: Design 
of the two sides of the method card called "Identify Important Need Areas".  
 
 
 

 
Figure 12: Design of the two sides of the method card called "Identify Important Need 

Areas". 

 
 
The Drivers will most commonly facilitate the workshops. The quality of the workshop itself 
is important to have good foundation to gain good result of the workshop. Therefore a list of 
recommendations of how to facilitate a workshop is gathered, see Appendix C: Facilitate 
workshops.  
 
 
 

 4                 Empathize & Define 

 

 

 

 

 

 

 

 

 

 

 

 

 
Identify Important Need Areas 
This is a good method to use when wanting to understand a situation and to in a later 
stage being able to develop products that humans needs and wants.  
 

Step 1  

Assess the gathered data and insights from previous method cards. Identify needs and 
cluster them into need areas. Generate as many as it is possible that are relevant. If you 
wish you can use one of the ideation method cards.  
 

Step 2 

Chose approximately three promising need areas that you wish to explore further.  
 

Step 3 

Move forward with the method card to find technical solutions to the different need are-
as for example "Build extreme prototypes"   
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8 Conclusions 
In this chapter are conclusion presented and it contains a summary of how the result is 
fulfilling the purpose of this study, the quality of the methods chosen and further work for the 
Mips.  
 
The purpose is to create conditions for Mips that enable working with incremental and radical 
innovation to sustain as a company on the global market and the intended result of this study 
was to create and implement a process for development projects that trigger incremental and 
radical innovation at Mips. This is fulfilled with a suggestion of an execution plan for 
managing innovation that covers creating an innovation strategy, managing the project 
portfolio and creating a process for how to conduct development projects. It's recommended 
to implement all of them, however, rather implement one then none of them. The potential 
outcome from implementing the execution plan for managing innovation is that the overall 
goals will be clear for all the employees, Mips will conduct the right projects for Mips and 
there is a system for how to conduct projects to be able to innovate routinely.  
 
The implementation of the process for conducting development projects has already started at 
Mips. It's an iterative process that contains methods to gain empathy for the users, defining 
what is of important for the users and the projects, different methods of generating ideas from 
different prospective and how to make them tangible, how to test and get feedback from the 
concepts. There is a proposed system for how to assess the projects through status- and 
decision meetings and a structure for who is responsible for what in the development projects.  
 
The reliability of this study is high since the author of the study has been working close with 
the organization and the employees. Also, 13 out of 14 employees where interviewed and 
most of the employees contributed in the feedback iterations. This results in that all the 
disciplines within the company contributed to this study. However, there is a risk that the 
interviewer was bias since the study was conducted while working close to the employees at 
Mips and therefore influenced of the culture and work climate. With the methods chosen for 
this study it was possible to identify areas of improvement and improvement proposals. 
Interviewing and allocating time to analyze the material, which then was presented to the 
company to get approval of the analyze was a good way of ensuring that the perceptions was 
correct. This also adds to the reliability of the study. The generalizability of this study is 
relatively low since this thesis only studied one company. However, the challenges that this 
company struggled with can be found in the studies of other companies, which then increase 
the generalizability. 
 
Further work for Mips is to implement the execution plan for managing innovation. The CEO 
is suggested to be responsible for implementing the innovation strategy and the product 
portfolio management. The Product Development Manager is the one suggested to be 
responsible for implementing the process for product development. Further work for potential 
thesis students and researchers could be to identify success indicators and assess how well the 
improvement proposal is affecting the outcome from the company. Another potential study is 
to compare similar companies as Mips and assess if they seem to face the same challenges or 
assess how it is to drive change in an organization that never had a process and are now about 
implement a process.  
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Appendix A: List of Interviewees  
 
List of the 13 employees that have been interviewed with which part of the organization the 
work within.  
 
Management 
CEO  
 
Financial and Sale Team 
CFO  
Sales Support & Planner 
Senior Product Business Manager 
Product Business Manager  
 
R&D Team 
CTO 
Product Development Manager 
Senior Technical Engineer 
Technical Engineer #1 
Technical Engineer #2 
Technical Engineer #3 
 
Production Team 
Production Manager 
Implementation and Quality Manager (located in China) 
 
Not interviewed  
Supply and Logistics Supervisor (located in China) 
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Appendix B: Interview Guide 
 
The aim with this interview is to understand your point of view on R&D from your profession 
and personality. The interview will cover these following questions mainly. 
 
Warming up and Relation to Customers 
1. Describe your role and work tasks at Mips. Fill out a circle with your time spent on 

different work tasks.  
2. Why do customers come to Mips? Which value do Mips create? What do customers pay 

for? 
3. Why do end users choose to buy a Mips helmet? 
4. How does your relationship with customers/ end users look like? 

 
Current situation 
1. In what way and how are you involved in R&D projects?  
2. What are the strengths and weaknesses in the way you are working with R&D today? 
3. If you have an idea, how/what would you do? 
4. What happens before you get an idea? (strategy, focus, insight, distinctive value) 
5. Do you exchange knowledge/experience with colleagues? If yes, how do you do it?  

 
Process and tools 
1. Are there goals set to your project?  
2. What are the resources set to your project? 
3. What about control, deadlines? 
4. How are you working with collecting ideas outside of the company? Inside? 
5. How do you choose projects? What factors? Who choses? Project portfolio, balance? 

Radical/incremental? 
 
Creativity 
1. Are you creative? 
2. What kind of climate is important for your creativity? 
3. When/where are you the most creative? 
4. What do you think about following factors: Debates, idea support, idea time and risk-

taking? (Mostly important for radical innovation). 
5. What do you think about following factors:  Dynamism, playfulness/humor, 

trust/openness, challenge, freedom, conflicts? (Also important). 
 
Dream situation 
1. If you could decide, how would you work with R&D?  
2. How would you organize for R&D projects? 
3. What do you need/want? What do you wish for? 
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Appendix C: Facilitate Workshops 
 

1. Plan your workshop in detail but only reveal a rough schedule to the attendance. 
2. Have a purpose and goal with the workshop. Sometimes it's beneficial to present them 

and have them visual during the workshop and then after, check if the purpose and 
goal are fulfilled.  

3. Make sure you have all the material and that the IT are working before the workshop 
so that the workshop starts at the scheduled time.  

4. Only invite the persons that you need for the workshop and make sure they are all 
have a role at the workshop.  

5. Warming-up creativity methods concerning something completely different can be 
well-investigated time to make everybody in their creative mindset.  

6. When wanting to increase energy level try this either between exercises or in the 
middle of them: 
• Let everyone switch spots in the room. 
• Let everyone stand for a while. 
• Change your ton of your voice between low and high. 

7. Let everyone close there eyes and tell a prepared story to set them in the right context 
for the project/workshop.  

8. Be tangible. 
9. Do experiments together with the group. 
10. Use triggers such as prototypes to trig people to experiment. 
11. Build on each others ideas by using "YES" and "AND" instead of "NO" and "BUT".  
12. Activate several senses.  
13. If getting feedback, try to thank for the feedback and take it with to a think about later 

rather then getting into an explanation or defending positioning.  
14. Use the whole facilitates. For example: draw on papers on the floor, change regular 

spot with a colleague, have a walking meeting, do a discussion while working out 
together, go to a coffee place etc.  

 


