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A Universal Market Trend Framework?
(Space, Time & Interface Again)
We’re back on the theme of consumer and market trends in our lead article this month.
Every month sees the publication of a new book on the subject of trends. Numerous
businesses earn their living by tracking and communicating trends. Net result? Well, for a
start, several thousand trends. But, perhaps as a result of the shear number of trends, as
far as we can tell, an awful lot of confusion and not a lot of tangible benefit to anyone.
Our involvement with the fuzzy world of market trends began a few years ago when we
started shifting the focus of our attention from predicting what will happen in the future to
the order-of-magnitude more difficult question of when it will happen. The first thing we
found there was the importance of identifying conflicts between trends. Resolving trend
conflicts play a big role, it turns out, resolve find the conflicts until you’ve first observed the
trends. Would it be possible, we started wondering, to predict trends before they actually
appeared.
A first step in answering this question came through our efforts to try and establish
whether there was any kind of underlying pattern in the trends that are with us at the
moment, or have been with us in the past. Given the recurring theme of space-timeinterface throughout the TRIZ/Systematic Innovation story (Figure 1), this is where we
started looking for patterns.

SPACE
(geography)

TIME
(generational cycles)

INTERFACE
(how we think about the world)
Figure 1: Space-Time-Interface Dimensions And Connections To Market Trends

As indicated in the figure, the three-dimensions correlate quite elegantly with high level
differences we can observe by looking across large numbers of trend patterns. Perhaps
the most obvious of the three dimensions is the one relating to TIME. Trends are
inherently time-based – ebbing and flowing over the course of months, years, and in some
cases, decades. We quickly hypothesized that these time-related trends might correlate to
different generations and generational cycles. Having made that connection, it didn’t take
too much to extend the hypothesis to incorporate the archetypal generational differences
uncovered by the Fourth Turning research of historians Strauss & Howe. Now a regular
feature in the ‘Generations’ section of the e-zine, the more we look at the four generation
archetypes described in the Fourth Turning, the more we think they make an excellent
foundation upon which to build this dimension of our trend map.
Next most obvious of the space-time-interface dimensions seemed to be SPACE. Looking
at differences in trends that might relate to this dimension, it quickly became apparent that
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geography was an important discriminator. Actually, what we also saw was that, looking
back in history, geography was much more important in distinguishing trends than it
seems to be today. Sure, we can still see significant geographic differences, but also –
perhaps due to the flattening of the Earth caused by near-ubiquitous access to the Internet
and hence light-speed visibility of what everyone else on the planet is doing – a lot of
similarities. Simple example: while difficult to see any real resemblance between the Baby
Boomer generation in the West and equivalent aged people in the East, it is very easy to
see strong similarities between members of the Generation Y cohort across the globe.
Generation Y, indeed, may just turn out to be the world’s first universal generation.
Least obvious of the space-time-interface dimensions, then, was INTERFACE. As defined
elsewhere in the Systematic Innovation story, ‘interface’ is all about the connections
between things rather than the things themselves. The best correlation we were able to
make between this definition and something that might help us to map market trend
patterns were the different thinking levels uncovered by Clare Graves’ Spiral Dynamics
research. That correlation was built on the knowledge that, rather than describing what
people thought about, the different levels of the Spiral were defined by how people thought
about and structured their knowledge. Spiral levels, in other words, are defined by how
people think about themselves in connection to the world in which they live.
Having defined the three dimensions, we then had to set about testing whether each
dimension gave us a way to map the thousands of known trend patterns. Very quickly into
this testing process, we saw that the TIME and INTERFACE dimensions gave an ability to
draw a two-dimensional map into which nearly everything we were looking at seemed to
fit. We show the basic two dimensional grid below in Figure 2:

Figure 2: Time-Interface Dimensions And Connections To Generational Cycles And Spiral Dynamic
Thinking Levels

Having seen how this framework has allowed us to map almost everything we have
observed in the world of trends, the main problem we are now going to have to face for the
remainder of this article is convincing you the reader that this framework might be
something that can apply generically to all trends. Even if we could find a way of
illustrating each of the thousands of trends we have tested in the grid, we’d still have the
problem that you the reader may not be familiar with those trends or, to turn the story the
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other way, be familiar with trends that we haven’t shown and wonder why we haven’t
included them.
All in all, we’re in something of a no-win situation on this one. The best we can do, we’ve
therefore decided, is to present a few examples and hope they are sufficiently convincing
to prompt you to make your own evaluations. Every day, we’re trying to find things that
don’t fit the pattern. We invite you the reader to do the same.
Meanwhile, here is a small selection of examples to show the range of ways they can be
connected to the Figure 2 grid. We’ll start with a couple of examples from one of last
year’s better trend books, ‘Karma Queens, Geek Gods and Innerpreneurs’ (Reference 1).
The trend in question is one the book’s authors title ‘Middlemen’. Middlemen are young
males, who’ve been brought up by parents who have generally indulged them, they have
had access to much of what they desire, and as a consequence, now they are in early
adulthood they have not yet ‘grown up’. Their lives are largely hedonistic and driven by an
expectation that they will always be able to do exactly as they please. As shown in Figure
3, people like professional skate-boarder (!) Tony Hawks, and the characters in last year’s
big hit film ‘Knocked Up’ are archetypal ‘middlemen’.
NOMAD

HERO

ARTIST

PROPHET

1. Survival

2. Tribal

3. Feudal

Middlemen

4. Order

5. Scientific

6. Communitarian

7. Holarchy

8. Holistic

Figure 3: ‘Middlemen’ Market Trend On Generation-Spiral Framework

As indicated in the figure, these ‘Middlemen’ are very accurately encapsulated by those
members of the Generation Y cohort (a ‘Hero’ generation in Fourth Turning terms) who
have either never passed or have regressed to the 3rd ‘Feudal’ level on the Spiral (highly
ego-driven, not particularly caring of other peoples’ feelings). The triangular-shaded area
in the grid is intended to show that this is a trend confined to the male half of the category
defined by the whole box.
Next up, Figure 4 shows a trend uncovered in another book, this time the excellent
‘MicroTrends’ text from Mark Penn (Reference 2). Archetypes for the Ms Independent
trend are absolutely the characters from the Sex In The City TV show – very materialistic,
often manipulating and determined to get what they want. Ms Independents are
simultaneously members of the Generation X cohort, and women thinking at the Orange,
‘Scientific’ level on the Spiral.
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NOMAD

HERO

ARTIST

PROPHET

1. Survival

2. Tribal

3. Feudal

4. Order

5. Scientific

Ms Independent

6. Communitarian

7. Holarchy

8. Holistic

Figure 4: ‘Ms Independent’ Market Trend On Generation-Spiral Framework

Figure 5, next, depicts the ‘Karma Queen’ trend from the title of Reference 1. Karma
Queens are by definition female – hence the half-shaded box in the Figure again – but this
time women who have generally been successful in life and are now looking to ‘give
something back’. Archetypes, as shown in the picture, are famous women adopting Third
World babies. Read Rentel’s description of the trend and you will quickly see that this is a
phenomenon originated by Baby Boomer (‘Prophet’ generation) women, typically entering
mid-life, thinking at the Green ‘Communitarian’ level. Also interesting with this trend is that
we are seeing a degree of carry-over from one generation to the next. The faint shading of
the Green box for the Generation X ‘Nomads’ intended to show that we are also beginning
to see the Karma Queen trend extending to Communitarian thinkers in the generation after
the Boomers that began the trend.
NOMAD

HERO

ARTIST

PROPHET

1. Survival

2. Tribal

3. Feudal

4. Order

5. Scientific

6. Communitarian

Karma Queen

7. Holarchy

8. Holistic

Figure 5: ‘Karma Queen’ Market Trend On Generation-Spiral Framework

An interesting thing to think about regarding this trend and the Ms Independent pattern
described earlier, is that, as speculated by Microtrends, trends that start in one small niche
can very easily spread to wider parts of society. In this sense, the Karma Queen concept,
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although it may be expressed a little differently by Nomad than Prophet generations, is still
fundamentally a Level 6 ‘Communitarian’ phenomenon.
As a final pair of examples, we take this idea a step further by looking at the Innerpreneur
and Parentocrat trends. Innerpreneurs – as illustrated in Figure 6 – turn out to have little if
any link to any generational characteristics. Rather, they are characterized by groups of
people thinking at Level 7 on the Spiral.
NOMAD

HERO

ARTIST

PROPHET

1. Survival

2. Tribal

3. Feudal

4. Order

5. Scientific

6. Communitarian

Inner-preneurs

7. Holarchy

8. Holistic

Figure 6: ‘Innerpreneur’ Market Trend On Generation-Spiral Framework

If Innerpreneurs provide an example of trends that are more Interface-oriented than
generational, Parentocrats (Figure 7) are much more closely aligned to generational
cycles. The Parentocrat trend, as it turns out, is very accurately predicted by the Fourth
Turning definitions of the different generations. To a large extent in fact the whole
generational cycle theory is predicated on the idea that different generations have certain
characteristics because of the way that they were raised by their parents. Parentocrats,
being very (over-)protective of their offspring will – if the Fourth Turning theory holds true –
produce a new generation of ‘Hero’ parents who will in turn be so over-protective that they
will smother their offspring, who in turn will then turn into an ‘Artist’ generation.
NOMAD

HERO

ARTIST

PROPHET

1. Survival

2. Tribal

3. Feudal

4. Order

Parentocrats
5. Scientific

6. Communitarian

7. Holarchy

8. Holistic

Figure 7: ‘Parentocrat’ Market Trend On Generation-Spiral Framework
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What Figure 7 highlights is the fact that, while the Parentocrat trend is fundamentally
centred in the Nomad generation, parents across multiple Levels on the Spiral have
adopted their own versions of the trend characteristics.
While recognizing that trends can spread across several boxes in this TIME-INTERFACE
2D view of the world, we can’t entirely forget about the impact of the SPACE dimension.
We see many clear examples of how geography can have a big impact on trends. What
we tend to see, however, is geography impacting the flavor of a trend rather than the trend
itself. Figure 8 illustrates a finding typical of this phenomenon. Think back to the
Middlemen trend for a second. Music plays a significant role in this generation and its
current desire for hedonistic pleasure. The precise form of music they will identify with,
however, is seen to be strongly biased regionally. The Figure this time shows the results
of some intriguing research mapping preferred beats-per-minute (BPM) in music across
young people in different parts of the UK.

Figure 8: Effect Of Region On Preferred Music BPM

As in so many other areas of life, Figure 8 describes a very distinct North-South divide in
the UK. In this case, Northerners are seen to have a preference for faster, heavier beats,
while the South swings to the slow, laid-back, chilled-out end of the spectrum. A
Generation Y youth can be hedonistic at a heavy metal gig in Newcastle just as well as a
surfer-dude at a trip-hop rave in the South West, but try and transplant them from one
place to the other, and you’ve probably got trouble on your hands is what this
geographical pattern is trying to tell us.
In the final analysis, the ability of the Generational Cycles to predict what future trends will
be is a good start for what we are looking at. Our aim, if you can remember all the way
back to the beginning of the article is to build a framework that, first, helps us to
understand the underlying pattern of past and present trends, but then goes on to allow us
to predict trends that haven’t happened yet. We believe that with the three SPACE-TIMEINTERFACE dimensions, we have uncovered something that gives us a very good
opportunity to achieve this aim. Expect to see more on this story in the coming months
and years. And in the meantime, we welcome any and all examples and counter-examples
to the model we’ve described here.
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Design For Sustainability: Discontinuous Trend Pattern
Nature wastes nothing. One life-form’s waste is fuel for another. Man, on the other hand,
since the Industrial Revolution has apparently played by different rules. Those rules have
involved mass-production and so-called ‘externalisation’ of waste. Waste in our current
paradigm is and unfortunate but inevitable by-product, intended to become someone
else’s problem. Such a paradigm is okay if your efforts are small enough that the planet as
a whole can recover. Get above a certain population, though, and – as we see today –
creating massive amounts of waste begins to tip the planet towards a radical readjustment that might no longer involve humans at all. Fortunately, some organizations
are beginning to do something to try and adopt some of the sustainability and wastemanagement lessons that nature has spent four billion years evolving. Some have gone a
step further and realized that, if we’re smart enough, we can do ‘better’ than nature. This
article is about mapping the stages in the evolution of human industrial endeavour in terms
of sustainability. As with existing trends like our Design Methodology pattern, our aim is to
identify the step-changes that distinguish one design paradigm (s-curve) from the next. As
with all of our other trends, again, the aim of presenting the trend – and from now on
including it as a 38th in our collection of technical trends – is to encourage all of us to at
least consider where we are on the sustainability spectrum, and whether we should think
about making a jump to something better.
As is so often the case with these kinds of discontinuous trends, what we end up with very
quickly starts to look like another of those blinding flashes of the obvious that often
characterize strong solutions. Everyone we’ve tested this ‘new’ trend with has immediately
recognized it. Or at least most of it. Figure 1 illustrates the trend as we currently envisage
it will appear in future editions of the Hands-On and Companion books.

No
Consideration
Of
Eco-Issues

Repair

Refine/
Re-cycle

Re-Design/
Right-Cycle

Re-Think

Figure 1: Design For Sustainability Evolution Trend

The photographic film industry presents us with a simple example of a system that has
passed through each of the five stages: At first, the primary business driver was simply
being able to make film that worked and so there was no consideration of any kind of
environmental impact. The first consideration of environmental issues, later on, was
largely driven by end-of-pipe attempts to reduce cost. This ‘repair’ phase was initially
driven by legislation that, for example, prevented manufacturers from externalizing
contaminants into rivers and the environment, and later by drives to reduce waste based
on financial prudence. Whether driven by legal or economic requirements, the ‘repair’
stage of the trend is first and foremost a paradigm shift to fixing adverse symptoms. In the
film industry, the removal of organic strains and heavy metal concentrations in effluent
waste represents a good example of the activities undertaken at this stage.
The shift to a refine/recycle model can be observed when organizations realize that endof-pipe symptom fixing has hit some kind of limit. Refining usually, therefore, requires
some kind of change in the design of a process. In the film industry a shift from open- to
closed cycle water loops provided considerable improvements in overall consumption of
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water. In the refine/recycle phase, companies are in effect doing the same things as they
always did, but now with ‘minimum’ waste. The second law of thermodynamics dictates
that these kinds of refine/recycle models inevitable still create some waste. The net result
is that we lose more slowly.
Eventual recognition of this fact and the need to do something about it then triggers a
jump to the next paradigm. The re-design/right-cycle paradigm that emerges is observed
through more holistic ‘cradle to cradle’ design strategies. In this paradigm things like heavy
metal waste get utilized by other processes instead of merely recycled. Re-design can
thus be seen as a more holistic design paradigm. In effect it is the paradigm used by
nature – one man’s waste becoming someone else’s fuel. The ‘right-cycle’ term in this
context is still a relatively new one. Right-cycling could still mean recycling, but designers
begin to consider whether waste can alternatively be ‘up-cycled’ to perform a higher level
function. Turning old photographs into greetings cards or gift-tags would be such an
example; turning old film canisters into salt and pepper pots (Figure 2) would be another.
We still created ‘waste’ when we bought the film and later had it developed, but that waste
got turned into something with a new, more valuable, function.

Figure 2: Upcycled Film Canistors

Finally – so far – comes the ‘Re-Think’ paradigm. This is the one that gets us to re-think
the need for film at all. The emergence and explosive growth in digital cameras is a great
example of this kind of shift. The user gets the same function – storing images – but now
there is no physical object, and therefore no physical waste.
Or at least no waste in terms of film. There is still ‘waste’ of course at another level since
someone still has to actually make a camera. What happens as systems move up a
hierarchy like this is that the design for sustainability trend starts another cycle – Figure 3.
No
Consideration
Of
Eco-Issues

Re-Think

Re-Design/
Right-Cycle

Repair

Refine/
Recycle

Figure 3: Cycling Of Design For Sustainability Trend
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Actually, what this picture reminds us is that there is nothing to stop us leap-frogging
stages on the trend. The very first digital cameras in all likelihood didn’t think about
sustainability issues at all, but we can be fairly certain that before they went into massproduction, designers were already acutely aware of the need to minimize harmful sideeffects and waste, and hence were already at the second or third stage in the next
revolution of the pattern.
‘Re-thinking’ is very closely related to the TRIZ idea of function migration to higher and
higher level systems. TRIZ-based function databases are ready-made tools for allowing
organizations to do the ‘re-thinking’ on a systematic basis. Perhaps paradoxically, this
stage is better understood – especially if you know TRIZ – than the ‘re-design/right-cycle’
stage that precedes it. We will thus turn our attention and the remainder of this article to
that earlier stage.
Right-Cycling
It is probably fair to say also that thanks to legislation and Lean/6Sigma, whether from an
environmental perspective or purely economic one, most companies and most products
are operating at the ‘Repair’ or ‘Refine/Recycle’ stages of the trend. Both of these
paradigms are fundamentally ‘cradle-to-grave’ and involve, in effect, merely slowing the
transition of valuable resources to landfill.
The idea of ‘right-cycling’ as already mentioned is rather newer. Cradle-to-grave is here
translated into a cradle-to-cradle design strategy. Key to making this approach work is
recognizing and creating inter-dependencies between different systems. This is the trend
stage that best mimics the way in which natural systems evolve. The main difference
between a natural system and right-cycling as a human designed system is that humans
have opportunities to make connective leaps that nature cannot. Nature, for example, has
relatively few examples of ‘up-cycling’. In other words, waste from higher level life-forms
tends to become the fuel for lower level forms; their waste in turn becomes the fuel for
even lower forms, and so on.
Upcycling, when done in a genuinely holistic manner, allows ‘waste’ produced at one level
to become the fuel for a higher level system. Right-cycling is about taking such a holistic
view of the world and designing the most appropriate waste-fuel connections; sometimes
waste will be down-cycled; other times up-cycled. The decision will depend on local
circumstances and capabilities.
While the concepts of ‘right-cycling’ and, particularly, of ‘upcycling’ are still relatively new,
they are both important strategies for designers and engineers to begin thinking about. We
end this article, therefore, by showing one or two examples of ‘upcycling in practice. The
main aim of showing this examples is to encourage readers to start thinking about
upcycling opportunities in and around their business; ‘how can I turn my waste into
something with a higher value than where I started?’ being the critical question.
Old newspapers upcycled by turning them
into high-chic carrier bags. In India, for
example, manufacture of the bags is done
by an NGO whose main objective is to
provide education and shelter to street
children.
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Old beer bottles turned into cool glasses.

Old drinks cartons turned into hand-bag.
Smoothie-maker Innocent are known for
their ‘all natural’ philosophy. The handbags
serve to promote the company and also
allow the owner to demonstrate their
allegiance to both a hyper-cool brand and
the environmental cause

Spent coffee grounds get turned into highly
efficient (odour free!) logs.

Life-expired engineering artifacts
transformed into designer domestic
products.

Another example of scrap-metal being
turned into high-value, aesthetically
pleasing product.

A new use for old flip-flop sandals.
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And finally, proof that there’s nothing new
under the sun – ancient Greek and Roman
mosaics often made use of scrap pottery.

Check out another example in the Investment section of this edition of the e e-zine.
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Humour – High Security

Spotted recently in London, the city where – apparently – no traffic cone is safe. Leave
your cone for more than five minutes and guaranteed someone will come along and steal
it. Well, sort of. But not anymore, oh no. Now some bright spark has come up with this
cunning security solution:

Who would’ve guessed that a simple loop of string could prove to be such a potent theft
deterrent. Not even Harry Houdini could escape from this one.
Not even with TRIZ. Principle 4? Principle 17? See if you can figure it out.
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Patent of the Month – In Situ Groundwater Filter
Something a little different for the patent of the month this month. Something we’ve been
keeping an eye on for a while now from Auburn University in Alabama. Auburn, in case
you don’t know is one of the few US establishments specializing in environmental
research. The patent they had granted on 11 March, US7,341,664, is a particularly striking
example of the sort of work they have been doing. This from the abstract:
A method and system for forming an in situ subsurface filter in a contaminated aquifer and for
removing contaminants from groundwater drawn from a contaminated aquifer. The filter is
produced in situ by injecting an aqueous solution comprising bacteria-stimulating chemical
components through a well to bioactively generate a subsurface mineral filtering zone surrounding
the well. As water is subsequently drawn through the well, contaminants are removed from the
water as it passes through the filtering zone.

Here also, from the background description section of the invention, is an excellent
summary of the problem the team of inventors has been addressing:
In many shallow aquifers, groundwater has been contaminated by anthropogenic (man-made)
sources and/or natural processes (e.g., weathering, sorption/desorption, and biogeochemical
reactions) to the point where the water from the aquifer is unsuitable for safe and healthy human
consumption. Water from contaminated aquifers may even be unsuitable for agricultural uses such
as watering livestock or irrigation, or for many industrial purposes. In many countries, a significant
portion of the population (estimated to be greater than 100 million people world-wide) have no
viable alternative to using this contaminated water for human consumption and for livestock,
leading to potentially adverse living conditions and negative health effects.
The demand for clean water is only expected to increase in coming years due to global population
increases. Thus, new technologies are required to help remove contaminants from available
groundwater supplies. In developed countries, concerns about water quality have led to increased
usage of bottled water from uncontaminated or filtered/purified sources for drinking purposes.
Technologies have also been developed to remove even trace amounts of dissolved contaminants
from water (e.g., water filters, etc.). However, in developing countries the cost of known active
water-treatment technologies for groundwater is often prohibitive, often leading to significant
adverse public health consequences from the consumption of untreated water.
Particular types of groundwater contaminants that have been found to be of common concern in
many areas include toxic heavy metals, such as lead, cadmium, silver, hexavalent chromium,
uranium, mercury etc.; toxic metalloids, such as arsenic and selenium; and halogenated
hydrocarbons, such as perchloroethene (PCE) and trichloroethene (TCE). Cost-effective
remediation technologies to remove these and other contaminants from groundwater drawn from
aquifers through wells, to the point that the waters become clean enough for an intended use (e.g.,
drinking, industrial, agricultural use, etc.), would be highly desirable.

What we have here then is a problem where there is a desire to remove harmful elements,
and no existing system present to do the job. What we have, in other words is an
incomplete S-Field. There is a desire to remove contaminants, there are contaminants,
there is water and there is the surrounding rock and earth. But there is no field. Key to
being able to solve the problem, therefore, whether the inventors knew about it explicitly or
not, was the need to find a suitable ‘field’ from somewhere:

S1

S2

The Auburn inventors hit upon the idea of using the potential of "bugs" as a means for
effectively and efficiently cleaning up contaminated groundwater. Senior inventor,
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Professor James Saunders of the Department of Geology, along with his colleagues,
Associate Professor of Geology Ming-Kuo Lee, Assistant Professor of Biological Sciences
Cynthia Morton, and Assistant Professor of Agronomy and Soils Yucheng Feng, have
discovered bacteria that are naturally present in contaminated groundwater as a means of
in-situ bioremediation: "These bacteria produce hydrogen sulfide gas, which causes toxic
metals contaminating the groundwater, to be precipitated as solid minerals, thus
eliminating the contaminant," Saunders has been quoted as saying on the University
website. He is also quick to add that the process sounds almost too simple to be true. It is
presently being assessed in a large-scale industrial application as an efficient and costeffective method for cleaning up contaminated groundwater. Saunders also is in the
process of seeking National Science Foundation support to test the technology as a
means for purifying contaminated drinking water in third-world countries.
Years of unregulated dumping of hazardous materials has severely contaminated the
groundwater in many areas, either by toxic metals or organic contaminants, Saunders
notes. Today, this practice is highly regulated, but industry and the American taxpayers
are spending millions annually in an effort to rectify the problem. The present technology
used in this cleanup effort involves pumping the water out of the ground, purifying it, and
then reintroducing it to the water table, Saunders said. Although effective in initially
removing the contaminants, the result is only temporary. Saunders goes on to explain,
"groundwater shifts. As water is removed for cleanup, it is removed from the sandy
subsurface. The contaminants leach into the clays. When the purified water is reintroduced to the water table – back into the sandy layer – the contaminants leach back
out of the clay, and the water is re-contaminated."
The bacteria-based purifying technique involves injecting a nutrient-containing solution
into the groundwater. "We inject a solution of water, carbon, nitrogen, and phosphorous
into the groundwater," Saunders said. "We simply are feeding the bacteria that already are
present. Once stimulated, the bacteria feed off of the contaminants present in the
groundwater. Eventually, this process can effectively and permanently remove the
contaminants -- without having to pump the water out of the ground for purification."
In field tests, Saunders said the groundwater was found to be free of contamination within
one month after applying the bioremediation technology. Because of its ease of
application and low cost, Saunders says the technology also has potential as a means for
purifying drinking water sources in third-world countries, where traditional water treatment
facilities are unavailable.
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From the TRIZ perspective, given the initial absence of a field, the relevant Inventive
Standard suggests ‘adding substances or fields in order to establish the two substance
plus one field minimum requirement, first of all looking to use substances and fields
already present in the environment’.
Well, clearly, the bacteria are already in the first of the two substances – the ground. All
the inventors have had to do is ‘inject a nutrient solution’ in order to activate the bacteria.
In other words, they are adding a chemical field to the equation.
Not only is this invention an excellent example of not only utilizing existing resources, and
finding fields, but also a great example of a ‘self’ solution: Use what’s already there,
activate it, and have it work for as long as there is a problem.
Now this solution exists, it will undoubtedly evolve to solve some of the inevitable new
‘yes, buts’ that emerge – for example, how do we know when and where to inject? How
could we speed the process up? - for these problems, the Contradiction tool will become
the most relevant. As such what we are likely to see here is a typical sequence of tool
usage – S-Fields more useful in the early infancy of systems; contradiction-resolution as a
means of maturing that system.
Method issues aside, with potable water looking set to become an even greater major
global issue in the coming years (we already have over a sixth of the planet with no
access to clean water), this looks like a very timely invention. All power to the Auburn
team to get their efforts out to the rest of the Earth. Literally.
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Best of the Month – Herd

Why is it that the vast majority of government, marketing and indeed innovation attempts
actually reduce rather than increase value? The answer according to the author is a
ground-up failure on the part of designers and marketers to understand a core feature of
human behavior; that we are fundamentally herd animals. Hence the title of the book, and
its sub-title ‘how to change mass behavior by harnessing our true nature’.

Like the vast majority of ‘management’ books, Herd is ultimately an expansion of one
insight into large numbers of pages (in this case close to 400). Where Mark Earls is
different from other authors, though, is that he manages to make every page into an
interesting one. The book is full of examples, from SMS text messaging to indie rock band
Arctic Monkeys, retail giant Tesco to Danny Wallace’s ‘join me’ nation. That latter story
you can read for yourself in the ‘look inside’ pages at Amazon.
In the final analysis, Earl’s key insight – that no matter how much we might think we are
individuals, at a sub-conscious level we are all herd animals and this in turn needs to
affect the way companies design and market their services – is well worth taking note of.
Multiply the significance by a factor of at least two when you read the book while
simultaneously taking into account some of the findings of Spiral Dynamics and the Fourth
Turning generational cycles. To save you a little time on this one;
• Some generational archetypes (eg ‘Prophet’ Boomers are a clear ‘me’
generation) and some Spiral Dynamic thinking levels have a strong preference
for individuality. While this is true on a conscious level, at the subconscious level
they are still heavily influenced by herd effects. Net result: when marketing or
designing for these people, the biggest successes will come from strategies that
emphasize individuality at the conscious level, but where there is also a clear
herd connection that will tap into the subconscious
• Generation and Spiral Dynamic archetypes that are biased towards the
sacrifice-self ‘collective’ view (e.g. current ‘Hero’ Generation Y) should take
advantage of herd messages at both the conscious and sub-conscious levels.
(Given our other hypothesis that ‘wow’ solutions all require some kind of conflict
to be uncovered and resolved, the challenge when selling to the collective
archetypes is to find conflicts that stay away from the herd-versus-individual
conflict.)
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Conference Report – New Applications of Computing in the Creative Industries

UK Workers in the so-called ‘creative industries’ had a choice in mid-March; go to
Birmingham in the glum Midlands of the UK or go to Austin, Texas. Given the added fact
that getting to the centre of Birmingham from the motorway takes around an hour
travelling assuming the average road speed gets above walking pace, most chose to get
on a plane and attend the SXSW music festival in Austin. If I’d known that this previously
music-only festival was now also a beacon for software games, advertising and large
swathes of other creatives, I might even have left my guitar at home if I’d managed to go.
Nevertheless, for the 20 or so poor souls who ventured instead to Birmingham, there were
still one or two useful nuggets. The ‘New Applications Of Computing In The Creative
Industries’ seminar was held at the University of Birmingham Centre of Excellence for
Computing Intelligence and Applications (CERCIA). CERCIA, in case you don’t know
them, is one of the world’s biggest research establishments for computer intelligence,
rivaling places like MIT Media Lab, and currently hosting well over 50 PhD and postdoctoral researchers. The first half of the programme in fact was largely focused on some
of their work in the creative industry sector. The programme overall looked like this:

The second half of the day shifted more towards industry. Our presentation was intended
to act as some kind of a bridge between the two worlds (download a copy from our ‘Free
Downloads’ page if you want to see what we said). The other linking factor emerging
during the day was that the University research sorely lacked validation data (i.e. did
people like this image? Was this successful in the market? etc), while industry lacked the
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time to really think about what they were doing. Case in point was the excellent
presentation from Aedas Architects. They showed a lot of examples of using computers to
fulfill a creative design function, none of which had taken more than a couple of weeks to
assemble. Whether any of the models they produced was validated, however, seemed to
be quite another matter. In fact the biggest problem they reported was architect ego and
the need to in effect hide the fact that the computer tools were doing creative tasks in
order to avoid offending ‘highly creative’ architects. This might just turn out to be a
microcosmos version of the whole computer-aided-creativity story in the coming years.
Finally, and perhaps most revealing of all of the day’s presentations, it also sounds like
we’ll all be arguing about it in Second Life. Or rather our avatars will be doing it for us.
According to the David Burden discussion over 80% of us will have an avatar living a
second life by 2011. Whether running virtual internal meetings, interviewing consumers or
giving workshops, seems its highly likely to be happening with zeroes and ones from now
on. Hopefully this means we can all design avatars that will make us look young again.
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Investments – Laser-Coated MDF

MDF is traditionally thought of as a low-cost, easy-to-work, highly versatile, construction
material. Made from effectively recycled wood waste, its main drawback is that it looks
cheap.
Working on the basis that ‘the field ultimately wins’ in any situation, researchers at the
University of Warwick have devised a way of using a laser that transforms MDF giving it a
surface finish that looks like some of the most expensive wood grains.

The “LaserCoat” research project is a collaborative research effort consisting of eight
academic, research and commercial organisations and part-financed by the Technology
Strategy Board. Project leader, Dr Ken Young said:
“Using lasers to produce a wood grain in MDF could help bring a more natural quality into
homes and businesses without the financial and environmental cost of having to use new
wood.”
The technology also has great potential for commercial use as it is very hardwearing and
can be used for flooring or other applications where cost is an issue but where looks are
important too. It can mimic a vast range of real wood grains, it can produce logos,
decoration, or even coloured and shaped decorative surfaces using a powder coating
version of this new laser technology.
Likely lead customer, Howarth Windows & Doors sees significant benefits from the new
technology for his business: “We would love to use MDF for the glazing beads in doubling
glazing but customers do not like the look of raw MDF. This LaserCoat technology will
provide a grained look that will delight our customers, give us much more manufacturing
flexibility and cut the cost of the raw materials four-fold”
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“MDF is also an ideal material for providing the thermal insulation required for modern
doors. Our customers are increasing using translucent coatings on their doors which are
not aesthetically pleasing on MDF panels – the LaserCoat technology cuts through this
problem providing an attractive surface for MDF no matter the coating used”
The ‘LaserCoat’ project is supported by the Furniture Industry Research Association and
the Timber Research and Development Association. It is part-funded by the Department
for Business, Enterprise and Regulatory Reform. The university-lead consortium is about
to launch the first commercial applications of the technology. Definitely the right time to be
investing.
Find more details, including a great video, at: http://www2.warwick.ac.uk/fac/sci/wmg
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Generational Cycles – The Dandy

Any child raised in the UK in the last century has in some way been influenced by comic
books. Of the various options available to the discerning infant, the Beano and the Dandy
have been the first and most enduring titles. Our generational focus this month examines
the evolution of the second of these comics, the Dandy. The Dandy is home to characters
like perennial favourites Desperate Dan and Korky The Cat.
We were prompted to look into the Dandy story thanks to news at the end of last year that
the comic was about to be subsumed into a new ‘Dandy Xtreme’ title. Dundee-based
publisher DC Thomson has been quoted as saying the comic had been given a major
facelift in its 70th anniversary year. It said favourite characters such as Desperate Dan
would still feature in the central pull-out, Dandy Comix. Editor, Craig Graham, said the
format of the publication had been updated because of feedback from readers: "Following
extensive research, we discovered The Dandy readers were struggling to schedule a
weekly comic into their hectic lives. They just didn't have enough time. They're too busy
gaming, surfing the net or watching TV, movies and DVDs."
It is also interesting to note the arrival of TV cartoon hero, Bart Simpson into the new
comic. A sure sign that the paper comic is failing to connect as well as other media forms.
This new re-invention, as indicated in our cycle graph, is the third in the last seven years.
As such, we think what is happening here is that the publisher has tried and failed several
times to tap into the wishes of the prevailing generation. Prior to this generation, the
picture clearly shows how the comic has been re-invented to co-incide with each of the
previous three generations. Albeit, a few years later than the emergence of each of the
generations, and, in the case, of the Generation X re-invention, it also took two goes to
before they found a format that children liked (and parents were prepared to pay money
for).
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Biology – Mud Dauber Wasp

One of our favourite technical solutions emerging from human endeavour involves the use
of ultrasound or other forms of high frequency vibration to reduce the viscosity of viscous
liquids. From liqueur chocolates to dental filling, crude oil to molten glass, industry after
industry has eventually made the discovery that they can achieve large benefits from very
small energy inputs. Well, it now seems that all of them was beaten by the mud dauber
wasp (Sceliphron laetum).

As suggested by its name, this wasp builds its nest by building up a mud structure.
Because the eventual nest is big and each wasp is small, there is a limit to how much mud
each wasp can bring back to the unfinished nest at a time. As a consequence of this
incremental building approach, the wasp faces the same sort of problem that plagues
potters. Cracks. The cracking problem occurs because clay shrinks as it dries. Whenever
a potter presses together two pieces of clay with even slightly different moisture content,
each piece will dry to a different extent, and consequently make it likely that a crack will be
formed at the interface between the two pieces.
So, whenever a wasp returns to the nest with a new mandible-full of mud to attach to the
already in place mud, the existing mud is highly likely to have dried a little and
consequently have a different moisture content to the new mud. How does the wasp solve
the problem? Answer with its own form of ultrasound. First the new lump of mud is held to
the existing structure; next the wasp releases a little extra moisture from its crop at the
interface between nest and lump; then it begins to emit a soft buzzing sound, the
vibrations of which locally liquefy and mix the two muds at the interface. Then, while still
humming, the wasp works to spread and mix the new lump of mud to the existing
structure. Amazing stuff. Here’s one we prepared earlier:
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As we know already from the TRIZ perspective, this Principle 18, vibration solution is
already predicted by Matrix 2003. Here’s the specific conflict problem the mud dauber
wasp is solving in case you want to reverse engineer the solution for yourself:
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Short Thort
“All the ants on the planet, taken together, have a biomass greater than that of humans.
Ants have been incredibly industrious for millions of years.
Yet their productiveness nourishes plants, animals and soil.
Human industry has been in full swing for little over a century,
Yet it has brought about a decline in almost every eco-system on the planet.
Nature doesn’t have a design problem.
People do.”
William McDonough & Michael Braungart, ‘Cradle To Cradle’

News
Oz
Great to be able to report that we have been invited back to Australia to conduct more
sessions there. Having now formed a collaboration partnership agreement with Sydneybased Management Innovation International, we will be doing a week of public and inhouse sessions in Sydney and Melbourne in mid-September this year and March 2009.
Ladderfield Alliance
We are happy to announce the signing of a collaboration and reseller agreement with
Hong-Kong-based business consultants, Ladderfield Alliance. Ladderfield’s primary
expertise lies in the fields of organization strategy and culture change. Find more details at
the Links page on the website.
The integration of external knowledge into architectural design
We have co-authored the above paper with long-term collaborator Conall O’Cathain at
Queens University Belfast. Conall will be presenting it at the International Council for
Research & Innovation In Building And Construction ‘Design Management’ conference to
be held in São Paulo in November.
Armour!
We will be presenting a TRIZ-applied-to type paper at the ‘Materials In Armour Systems’
conference being organized by the Institute of Materials, Minerals & Mining. The event will
be held in London in June. Details on the calendar page of the website.
Xavier Institute of Management and Entrepreneurship
Well, our friends at MindTree Consulting in India did all the hard work, but we were happy
to contribute some resources copied from the Hands-On Systematic Innovation for
Business & Management book to MBA students at XIME in Bangalore. The students were
given their first taste of Systematic Innovation at a one-day seminar earlier this month.
Many thanks go to stalwart presenters and long-time friends Kalyan Kumar Banerjee and
Prakasan Kappoth, both of MindTree, both past presenters at TRIZCON, and both in this
photograph of the group.

2008, DLMann, all rights reserved

Subscription 0080:

Congratulations…
To Purav Shah of the UK arm of Tata Consulting. Purav is the first delegate from the latest
round of certification workshops to successfully complete the three projects required for
his full ‘Specialist’ certification. Purav’s work is in the web design domain. Although
confidentiality prevents us from revealing any details, we can say that we were so
impressed by the results, we actually spent money on the site. Given our never-spend-apenny-unless-its-a-matter-of-life-or-death Yorkshire-roots, this is quite an achievement in
itself.
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