Innovation at the Top (p. 3)

The Innovation Decathlon (p. 6)

A Method to Our Madness (p. 6)

Innovating With an Audience (and Without a Net) (p. 8)

The Deep Dive (p. 8)

Lifting the Creativity Curtain (p. 12)

Building in Creativity and Innovation (p. 13)

Winging it in Start-Up Mode (p. 17)

Innovation Begins With an Eye (p. 25)

Time in the Jungle (p. 26)

Netting a Bug List (p. 28)

Keeping Close to the Action (p. 31)

No Dumb Questions (p. 31)

A Child’s Eye (p. 33)

Inspiration by Observation (p. 35)

Embracing Your Crazy User (p. 37)

Finding Rule Breakers (p. 39)

Yes, People are Human (p. 41)

Observation Exercises (p. 42)

Little Innovations (p. 44)

Seeing Products in Motion (p. 46)

Cross-Pollinate (p. 49)

Making Heroes (p. 51)

The Perfect Brainstorm (p. 55)
Seven Secrets for Better Brainstorming (p. 56)

Sharpen Your Focus (p. 56)

Playful Rules (p. 57)

Number Your Ideas (p. 58)

Build and Jump (p. 58)

The Space Remembers (p. 59)

Stretch Your Mental Muscles (p. 59)

Get Physical (p. 61)

The Brainstormer Effect (p. 62)

Six Ways to Kill a Brainstormer (p. 64)

The Boss Gets to Speak First (p. 65)

Everybody Gets a Turn (p. 65)

Experts Only Please (p. 65)

Do it Off-Site (p. 65)

No Silly Stuff (p. 66)

Write Down Everything (p. 66)

A Cool Company Needs Hot Groups (p. 69)

The Myth of the Lone Genius (p. 69)

The Makings of a Hot Group (p. 70)

Hot Studios (p. 71)
Generating Your Own Energy (p. 73)

The Passion Factor (p. 74)

Opportunities in Obstacles (p. 76)

On a Mission (p. 77)

Team Problem Solving (p. 80)

Teams in Close Quarters (p. 81)

The Right Mix (p.82)

Abolish “They” (p. 84)

Teams and Trust (p. 85)

Why Teams Beat Individuals (p. 87)

Hot Teams Perform (p. 88)

Hot Teams Give (p. 89)

Hot Teams Share (p. 91)

Team Morale (p. 93)

Hot Teams Meet (p. 95)

Hot Teams Look the Part (p. 96)

Hot Teams Need Characters (p. 97)

Eight Crazy Characters for Hot Groups (p. 98)

The Visionary (p. 98)

The Troubleshooter (p. 98)

The Iconoclast (p. 98)

The Pulse Taker (p. 99)

The Craftsman (p. 99)

The Technologist (p. 99)

The Entrepreneur (p. 100)

The Cross-Dresser (p. 100)

Prototyping is the Shorthand of Innovation (p. 103)

The Water’s Rising (p. 104)

Kid Stuff (p. 105)

Build to Learn (p. 106)

How Amazon Did It (p. 107)

Make Your Luck (p. 108)

Prototypes Beat Pictures (p. 111)

Bit by Bit (p. 112)

Shoot the Bad Ideas First (p. 114)

How Apple Did It (p. 114)

Forget Congress (p. 117)

Build Your Greenhouse (p. 121)

Building Neighborhoods (p. 122)

Think Project, Think Personal (p. 124)
Building Blocks (p. 126)

Inspiration From Adversity (p. 128)

Prototype Your Space (p. 129)

Create a Team Icon (p. 130)

Watch Your Body Language (p. 131)

Simple Team Space (p. 133)

Hierarchy is the Enemy of Cool Space (p. 136)

Give Your Workers a View (p. 138)

Tell Stories (p. 140)

Make Your Junk Sing (p. 142)

Expect the Unexpected (p. 149)

Balancing Unpredictability (p. 150)

Unexpected Ups and Downs (p.151)

Good Timing Doesn’t Hurt (p. 152)

Nimble Response (p. 153)
Looking Cross-Eyed (p. 154)

Exercising Your Cross-Pollination Muscles (p. 158)

Seven Planting Tips (p. 159)

Subscribe and Surf (p. 159)

Play Director (p. 160)

Hold an Open House (p. 160)

Inspire Advocates (p. 161)

Hire Outsiders (p. 161)

Change Hats (p. 161)

Cross-Train (p. 162)

Barrier Jumping (p. 165)

Watching the Border (p. 166)

Stubbornly Unmetric (p. 169)

Sidesteps (p. 171)

Deal Killers (p. 176)

Patent Pending (p. 177)

Opening the Floodgates (p. 179)

Skill Sets (p. 181)

Handshakes (p. 182)

Rituals Reward (p. 185)

Evangelism Works (p. 189)

Running With Al Gore (p. 191)

Creating Experiences for Fun and Profit (p. 195)

Going Off-Broadway (p. 196)
Make Experiences Entertaining (p. 201)

Learning From Vegas (p. 205)

Make the Human Connection (p. 206)

Tell a Story (p. 210)

Fix It (p. 212)

Save a Life, Take a Journey (p. 213)

Rethinking Services (p. 214)

Little Experiences Count (p. 216)

Zero to Sixty (p. 221)
Play Imitating Work (p. 222)

One-Hit Wonders (p. 224)

Getting There Faster (p. 228)

Coloring Outside the Lines (p. 231)

Fail Your Way to Success (p. 232)
Grown Men Afraid of a Little Mouse (p. 235)

Making New Rides (p. 236)

Spirited Skies (p. 239)

Being Big and Acting Small (p. 241)

Breaking Work (p. 243)

Linux Breaking the Rules (p. 244)

Give and Receive (p. 245)

Coloring Outside the Lines (p. 246)

Igloo (p. 247)

Shoebox Greetings (p. 248)

Sephora (p. 248)

Target (p. 248)

Swatch (p. 249)

E-Schwab (p. 249)

Rubbermaid (p. 249)

Not Too Far Out (p. 250)

In Search of the “Wet Nap” Interface (p. 255)

Fighting Feature Creep (p. 255)

Give Simple Directions (p. 257)

Simple as a Frisbee (p. 259)

Hands On (p. 260)

Letting Go (p. 262)

Building a Better Mouse (p. 264)

Make a Great Entrance (p. 266)

Make Metaphors (p. 266)

Think Briefcase (p. 267)

Color Inspires (p. 269)

Backstage Pass (p. 270)

One Click is Better Than Two (p. 270)

Goof-Proof (p.272)

First, Do No harm (p. 272)

Checklist (p. 273)

Great Extras (p. 274)

Live for the Future (p. 277)
Toy With the Future (p. 278)

Empowerment Products (p. 279)

Make Concept Cars (p. 282)

Make Movie Trailers (p. 284)

Read All About It (p. 285)

Project 2010 (p. 286)

Getting in the Swing (p. 293)

Decision Time (p. 293)

Give and Take (p. 294)

Hitting the Practice Swing (p. 296)

Adopting and Adapting (p. 296)

