
PRODUCT INNOVATION
METHODOLOGY BASICS & ACCELERATING TOOLS 

PRODUCT METHODOLOGIES  OVERVIEW 
In the graph below we have set out the methodologies that are most commonly applied in the product creation cycle. From the identification 
of a problem, through the ideation or development of the solution to the market fit, each of the basic methodologies are applied at different 
points in the process.

ACCELERATING TOOLS

In recent years, under the impetus of Google Venture, acceleration tools have emerged.

We have seen the emergence of Google Sprint with the famous book "Sprint" by Jack Knapp and more recently, the preotyping of Alberto Savoia with his 
book "The Right It". 

These 2 methodologies have been designed to help innovation managers, product managers or entrepreneurs to frame and validate the impact of their 
ideas in order to best allocate their resources (time and money) in development. 

In the sections below we have detailed step by step the 2 methods and highlighted their differences.  
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In all modern organizations, product-oriented methodologies have been implemented. These are different depending on the organization, the size of 
the company and its history. 

The 4 following methodologies are the most used in the companies we work with. 

The Agile methodology is generally opposed to the traditional 
waterfall methodology. It is intended to be more flexible and adapted, 
and places the customer's needs at the center of the project's 
priorities.

Among the most popular: Kanban, Safe or Scrum.

AGILE

It's a matter of going fast and iterating: you start by making 
assumptions about users and their needs, as well as the expected 
results. Then we create a solution and test it.

It is a “quick & dirty” working method created by Jeff Gothel & Josh 
Seiden.

LEAN UX

Developed by Eric Ries in 2008, in this methodology, the company 
begins by getting to the market to ask the opinion of potential 
customers about all elements of the business model: product features, 
price, distribution channels and economic strategies.

With this data collected, the startup creates a minimum viable 
product (MVP) and ask for customer feedback as quickly as possible.

LEAN STARTUP

DESIGN SPRINT

Unlike pretotyping where we test an idea, in sprint design we use a method that will project us into the solution. As in pretotyping, we start with an 
identified problem but end up with a prototyped, testable solution that is tested on the last day with the defined target. 
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Understand

Definition of objectives

and targets.


Understand user 
expectations and identify 
business and long-term 

objectives

1

Create and Sketch

Imagine possible 
solutions and/or 

functionalities to solve 
your problem. Sketch the 

different steps of you 
customer experience

2

Decide

Decide on the best 
scenarios and prioritize 
the functionalities with 

the users. 
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PROTOTYPE

Build the prototype of 
the solution. The 

objective is to have a 
sufficiently realistic proof 
of concept. Prototype of 

all interfaces/screen.

4

Analyse & define 
Next steps

Collect user feedback

Validate the achievement 

of objectives.

Define next development 

steps / priorities

TEST

Run usability test 
toward your target 

population

5

Design Thinking is simply the term used to designate the set of 
methods and tools that help, when faced with a problem or an 
innovation project, to apply the same approach that a designer would 
have.

It relies heavily on a co-creativity process involving feedback from the 
end user. These methods were developed in the 1980s by Rolf Faste 
based on the work of Robert McKim.
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AGILE

LEAN START-UP

DESIGN THINKING

LEAN UX

72h + 1 to 2 weeks test

Its name is a contraction of "pretending" and "prototype", and underlines the importance of economically (and quickly) validating your hypothesis before 
even starting a prototyping phase.

Pretotyping is a method to validate a market fit, more precisely a hypothesis about a product, a feature or a service by making a pretotype. 

With the pretotyping methodology it is not necessary to perform a test on the entire service. Testing quickly is one of the advantages of this method. 
Usually, 72 hours is enough, one week maximum.


PRETOTYPE

TestingTesting

Identify the key 
ASSUMPTION

What is THE one 
assumption about your 
idea that, if it is wrong, 

means that it is 
definitely not the right 

one?

1

Choose your 
pretotype

What type of pretotype 
will allow you to 

identify and test your 
key hypothesis? 

3

Make a market 
engagement hypothesis

How many people will do what 
with your preotype?


 Your hypothesis can be as 
simple as “X% of Y will make Z”. 

A strong hypothesis avoids 
testing only ideas and opinions
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Learn, refine, 
hypozoom

Evaluate your results. 
Refine your preamble 

with your new data
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