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1. 2. 3.
User Need:  A variety of means to access the platform in di�erent 
circumstances.

Platfrom intent: Provide as many di�erent entry points as possible 
and maintain a �exible architecture that can accomodate more 
choices in the future. (Accessibility)

Example: Erica, a designer, chooses to enter through the web portal 
on her laptop.

Extending a book by Professor V. J. Kumar,  centered around design strategy and planning methods,  into a wider platform that centers around components that facilitate the 
application of these methods by people who create services, products and solutions to everyday problems. While the book starts as the backbone of the platform, it becomes 
one of the various entry points to the platform that ultimately advances the universal application of Design methods, in many aspects of everyday life.

User Need: Platfrom components that are easy to interact with. 
Dynamic and interchanging while helpful. 

Platfrom Intent: Components are groupings of potential uses. 
Users are able to contribute content in each one of the compo-
nents while interacting with the community. (Awareness)

Example:  Erica uses some quick visualization tools to organize 
previously collected data.  

User Need: A quick and credible reference to the most in�uen-
tial tools of User Centered Design. 

Platform intent: Book chapters supported by virtual space (QR 
code, Google imaging) to updated material by ID, curators and 
expert community. (Credibility).

Example: Erica identi�es models for framing insights from 
research.

Building a Collaborative platform 
for Open Innovation.

Data capturing from platform interactions will contribute to a user centered platfrom growth

3rd Party media
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