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The fourth industrial revolution #2

WORLD
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Navigating the next industrial revolution

Revolution Year Information

293 : . .
1 1784 Steam, water, mechanical production equipment

Division of labour, electricity, mass production

Electronics, IT, automated production

Cyber-physical systems

different: exponential and combinatorial.



The internet and connectivity #3
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The Internet is the largest experlment
|nvo|vmg anarchy in human hlstory

B|I||ons of people are creatlng and consuming
untold amounts of digital content
in an online world not truly bound by terrestrlal Iaws




Mary Meeker’s State of the Internet #4

Internet Users — 1995 - 2014... Mobile Phone Users — 1995 - 2014...
<1% to 39% Population Penetration Globally 1% to 73% Population Penetration Globally

1995 2014 1995 2014
3\_5"{||\Blmerngt Users 2/88 In(erngt Users 80MM+ Mobile Phone Users 5.2B Mobile Phone Users
0.6% Populsbon Penelration 9% Population Penetration 1% Population Penetration 7 3% Popuwiation Penetration

There are 5.2 billion mobile phone users,

up from 80 million in 1995.



The laws og speed and computing power #5
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Moore's Law: processor chips double in speed every 18
months
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Photonics Law: the amount of data coming out of fiber optic
cables, doubles every nine months.
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Exponential growth unleashes huge possibilities in graphics,
virtual reality, driverless cars, tought-controlled robots, Al, etc.
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The two network laws #6

Reed’s Law: utility of large networks, partlcularly social
networks, scales exponentially with the size of the network
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Metcalfe's Law: the value of a telecoms network is proportlonal
to the square of the number of connected users. ~
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Consequences for the networked business: winner takes all
dynamics.




Exponential growth




The social effect

Challenging the very
concept of humanity.




Examples of rate of change
Technology | Average costfo equivalent unctionality | scale

3D printing $40,000 (2007) to $100 (2014) 400x in 7 years
Industrial robots $500,000 (2008) to $22,000 (2013) 23x in 5 years
Drones $100,000 (2007) to $S700 (2013) 142x in 6 years
Solar energy S30 per kWh (1984) to $0.16 per kWh (2014)  200x in 20 years
3D LIDAR Sensors ~ $20,000 (2009) to $79 (2014) 250x in 5 years
DNA genome seq $10,000,000 (2007) to $1,000 (2014) 10,000x in 7 years
BCI neuro devices  $4,000 (2006) to $90 (2011) 44x in 5 years

Full body med scan  $10,000 (2000) to $500 (2014) 20x in 14 years

Source: “Exponential Organizations”
http://www.slideshare.net/vangeest/exponential-organizations-h @dw2




(Blg Data, Artificial Intelligence
Cognitive capabilities that can

fugment or replicate human thinking

(Robotics
Next generation robotics/automation
dechnologies to work with humans

(B|otechnology & Bioinformatics

Digitization of the genome + ability
(eprogram DNA for new therapies

rgence

Though individually
powerful, the real power
of exponentials lies in
their convergence -
when different
technologies merge into
a new, unified whole.

(Energy & Environmental Systems

Greater cost effective management
ef inputs/outputs than ever before

(Digltal Mftg. & Nanotechnology
3D printing and digital design digitize
eroduct creation and distribution

rComputation, Networks & Sensors}
Increased speed, declining costs of
c:omputation, networking, and sensin

(Digital Medicine
Increasing the sensing capabilities
\focused around the human body

QOO0

Crowdsourcing & Micro-work h
Leveraging communities to

achieve a specific goal

Crowdfunding )
Leveraging the public to fund the
creation of a product or company

Incentive Competitions

Prize-based competitions to engage
the community to solve a problem

DIY & the Maker Movement )

Creative potential unlocked when the
public can make their own itemsJ

Digital Economies/Blockchain g
Crypto-currency, mobile payments,
and other economic innovations

P D,
Gamification

Leveraging game mechanicsto

incentivize specific behaviors

Sharing and Social Economy ¥

An economic model that focuses
on community and sharing }

8000000




Old news




Known news #12




The real news
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Robots, Al, VR, 3D, dronesgq@no@ch@‘biotech.



The world as we know it #14




How are you organized?
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For complexity or innovation?




When value chains stumble

Verdiskapning Apple
Largan
H
" Electronics
Lav
Foxconn
Teknologi Fabrikasjon Merkevare Verdikjede

Vho captures most of the value now?



#17

New processes and new people




To-speed IT #18

Below: infrastructure: above: customer contact



To innovation styles #19

¢

Innovatihg }at the edge, scaling at the core



Not all answers come from Silicon Valley #20
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thinkapps

What is your unique digital playbook?



Typical barriers to growth and innovation #21

e Lack of incentives

* The existing business is too powerful

e Management wants near-term success

e Too many silos

e Lack of customer focus

e Fear of failure

* It's ‘no one’s job’

 |nnovations don’t get big enough fast enough for us
« We are focused on our quarterly earnings

 We are afraid of cannibalizing our successful businesses
 We have no tolerance for unpredictable results
 We have no way of measuring progress
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1. Continuous Reconflguratlon 1
2. Healthy Disengagement o
3. Deft Resource Alldeation
4. Innovation Proficiency .. -

5. A Discovery Driven Leadership Mindset

6. Entrepreneurial Career Management




Individual careers & talent? #23

Organizational systems Individual skills

A stable career path A series of 'gigs’

Hierarchies and teams - Individual superstars
Infrequent job hunting — Permanent career campaigns

Careers managed by the Careers managed by the
organization individual




Stability/agility paradox #24

- n - — “aF
" - ° ..“. .. Mg Stm
N - o - o b 4 -
- ‘. - ‘. @ .‘_- . =
®e %e - - -t : -
- Py - - Y N 2
w - ‘e T w- . o
.... EN & - b - - a .. s
.o.. r~— .-.".. .. o .... ...\' p - ¢
.‘ .. .. - ...‘. - .. - Y R °:. -;| - ..
... :; i :: .:..: - ... ; ..’.... 2 < - s
- t - > - > . - . .
- i i. « : .. - s - ... ..o
“a, a ia > . - - a”
-~ e ..-g - e ‘.. .‘ : - . .‘-
Incredible Stability in... ™= = 4 Incredible ch@nge in..
a‘an - G . ®a SCa a,_ .
. Leadershlp ‘. L °: -9.._.-‘ Resource allocatlgn
| * Strategy - - = PN Budgetlng ey
» Values oo 2 » “Business: Portf'olfo
. Talent . 'lndl-vmlual jOb a55|gnmen1.'s -

-+ Customer relatlonshlps 8 Business Models

Networks




Creating Commitment #25

Demonstrate Commitment
Build confidence
Impose the right disciplines (Assumption vs Knowledge, Intelligent Failures, Planning to learn)

Personal Behavior:

Agenda

Disproportionate attention
Disproportionate resources

The very best people

Symbols - the real stuff of leading




Managing inovation #26

TRANSFORMATIONAL
Developing breakthroughs
and inventing things for
markets that don’t yet exist

CREATE NEW MARKETS,

ADJACENT
Expanding from
existing business
into “new to the
company” business

SERVE ADJACENT CUSTOMERS TARGET NEW CUSTOMER NEEDS

ENTER ADJACENT MARKETS,

Market

Development Diversification

J CORE
M Optimizing existing
g ég products for existing
&« §% customers
£ >0
Market Product 2 53
Penetration  Development GESSINGTOOTS  AONCAIOTN e SRAGLgw roouers

HOW TO WIN

Existing Productsand New
Services



70-20-10 rules and its variations

A LEADING A DIVERSIFIED A MIDSTAGE
CONSUMER INDUSTRIALS TECHNOLOGY
GOODS COMPANY COMPANY FIRM

% 70Y% 459
80% 0 0
CORE CORE CORE

18% 20% 40%

ADJACENT ADJACENT ADJACENT

2% 10% 15%

TRANSFORMATIONAL TRANSFORMATIONAL TRANSFORMATIONAL




Two strategic logics

Two Strategic Logics

The Five
Dimensions Conventional Value Innovation
of Strategy Logic Logic

Industry Industry’s condi Industry’s condition
assumptions

Strategic
facus

Customers

Assets and :
capabilties d ey s, what it
vkl

Product and Anindustey’s taditio indaries ¥ think
service determing the a5 e ol A UL oI
fferings & COmpany ¢ The goal s 1o
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#28

Present
Value

High
Uncertainty

tdt & Pindyck, 1994, ivestiment Under Unoartainty
wversity Press




Future skillsets

e

vi Change in share of jobs, 1980 to 2012
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Thank you




