Managing for the Long Run

S-curve in Technology

TECHNOL OGY EVOL VES

Sustaining Mastery
Over a Technology: NEW
Building of firm foundations;
improving, augmenting, appluing TECHNOLOGY
CURYE

Diminishing Returns

~#—— THE BREAKTHROUGH !

Red Ocean vs. Blue Ocean Strategy

Red Ocean Strategy @

Blue Ocean Strategy

Compete in existing market space

Beat the competition

Exploit existing demand

Make the value-cost trade-off

Align the whole system of a firm’s activities with
its strategic choice of differentiation or low cost

Create uncontested market space

Make the competition irrelevant

Create and capture new demand

Break the value-cost trade-off

Align the whole system of a firm’s activities
in pursuit of differentiation and low cost

(1) 6 Path Framework to get to Blue Ocean Strategy

EXISTING
TECHNOLOGY
CURYE

Pioneering
Engineering & Science:
Prospecting for new possibilities;
exploring, evaluating, inventing

MEASURE OF ADYANCEMENT

@ Look across alternative industries
Look across the chain of buyers
@ Look across complementary products & services

Investments in existing technologies ¢ Products based on the new @

MEASURE OF APPLIED EFFORT

x axis—R&D, cost of development, working hard
y-axis-performance, improvement achieved

Who is shifting the S-Curve! Start-ups (new ones)
Established firms: ¢ no incentive to introduce new technology
(lower performance, existing consumer base, lower margin etc.)

technology cannibalizes established firm's sales (extra cost and no
extra revenue) * Do incremental changed once threat comes ¢

Organizational obstacles when changing the core technology

The Life Trajectory of Technological Revolution

Degree

of

maturity
and
deployment
of potential

Clear direction

for accelerated
improvements
and successives,

Exploratory E

improvements

T T T Time

Radical Trajectory Trajectory
innovation defined constricted
(and dominant
design)

3 Stages of Innovation: Utterback-Abernathy Dynamic
Model
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Eliminate

Star performers
* Animal shows

Aisle concession sales
*  Multiple show arenas

Reduce

Fun and humor
Thrill and danger

*  Theme

* Refined environment

*  Multiple productions

* Artistic music and dance

Unique venue

Blue Ocean Strategy Canvas
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Scoring
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CREATE

Fluid phase (b4 establishment of DD): start-ups have lower
entry barriers; can operate on small scale; can operate w/o
adopting the same design as established firms

Factors of Competition
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