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Class summary

This round-table discussion will focus on answering the
following questions:

*|s the AEC industry being disrupted?
*How do AEC firms drive innovation that allows them to

thrive in a disruptive and highly competitive business
environment?

*How Is the AEC Industry being transformed and what
other transformation i1s needed?
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Key learning objectives

At the end of this class, you will be able to:
= Understand how the AEC industry is being disrupted

= Learn how architecture, engineering, and construction firms are being
Impacted by industry disruption and transformation

= Learn how associative thinking can drive innovation in AEC firms

= Learn what emerging technologies will impact the future of the AEC
iIndustry.
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Coming out of our silos-What’s going on?

a s TN R P e PR
. Rebuilding from the Great Recession
. Our new connected and increasingly digital world
. Networks are now critical
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Is the AEC industry being disrupted?

Disruptive
Innovation

* Innovation drives disruption
« Disruptive-Innovation creates a new market and value network.

« Disruption is not a result of the technology itself but how it is applied.
« Examples
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Does technology & process convergence contribute to disruption?

1980s 1990s

———
L NEWSPAPERS

" RADIO

%) MOVIES
‘80 About 70% of books sold in the U.S. ‘92 CDs outsell cassette tapes
are paperbacks ‘94 Amazon Online Bookstore is founded
‘80 Release of PAC-MAN : 94 WXYC in Chapel Hill, NC becomes
‘80 VHS becomes the dominant home the first Internet radio station
video format 95 The American Reporter becomes the

first online daily newspaper

‘81 MTV debuts on the air at midnight
95 Sony PlayStation introduced in U.S.

‘82 Sony and Philips introduce the first

CD player © "96 Nintendo 64 is released in the U.S.
- "82 Nintendo's Commodore 64 is '96 DVDs hit stores
released
*'97 Netflix is founded

'83 The first CD titles are released in the

U.S. ("Big Bang" of digital audio) 98 Mobile phones become video-

gaming platforms with Nokia's

84 Sony Discman launches Snake
88 CDs outsell vinyl records . *98 MP3 players hit stores
89 Sega releases the Sega Genesis 98 First regular transmissions of HDTV

- "89 Advent of handheld mobile gaming
(Nintendo releases the Game Boy for

$109)

'O0 Internet subscriptions overtake
OO0 Pandora is founded

'O1 Apple introduces the iPod

'O1 DVD players outsell VHS
'O2 Sirius satellite radio launches
OS5 YouTube is founded

'O7 Apple introduces the iPhone and

2000s 2010

DIGITAL BROADCASTING

INTERNET

MOBILE DEVICES

'10 The 10 billionth song is downloaded

physical newspaper subscriptions from the iTunes music store

'10 Apple releases the iPad and changes
the face of digital publishing

'O1 Xbox and GameCube hit stores

MEDIA & PLATFORM CONVERGENCE
© Gary Hayes 2006

enters the realm of mobile gaming
with the release of the App Store in
2008: more than half of all apps sold
are games for the iPhone

'O7 Amazon Kindle is introduced

PORTABILITY >>

'O8 Hulu.com launches
09 Kindle book sales outsell physical
books

« Ability to create something new by combining two or more technologies or processes.
« Inthe AEC industry BIM, Lean Processes, Sustainability and Design-Build/IPD are converging.

* |n the future anything is possible with digital convergence?
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AEC Industry Transformation

m
]
Py Ability to impact cost and
- functional capabilities
=
- 2 Cost of design changes
m
2 Traditional design process
Preferred design process
.
r
PD SD DD CD PR CA oP
TIME Graphic originated by Patrick MacLeamy, AlA /f HOK
KEY
PD: Pre-design CD: Construction decomentation CA: Construction Administration
SD: Schematic design PR: Procurement OP: Operation

 New ideas, insights, technologies and processes
 New products

« New services and competitive environment

e Cultural changes
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Transformation: The Human Element and Change

NI
B
-”@‘h

Human’s naturally resist change
Changing the culture
Focus on your innovators
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Coping with AEC Industry Disruption and Transformation
Nnstitutionalise

Leadership

Strategy

Getting to the Future
Organizational Structure

raﬁston

The Human Element and change
Become a High Velocity Organization
Look For Blue Ocean Opportunities
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Is the nature of AEC Iindustry innovation unique?
Why? Do we need to innovate like other industries?

Strong relationship with the human experience and the built environment
Multi-disciplinary and temporary project teams solving continuous problems

No prototypes prior to final version!

Scale and complexity

Global logistics

Large capital expense, long term life span and enormous use of resources/energy
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What drives AEC industry innovation?

*Processes

*Forces

Human factors

«Competition

*Growth and increased profitability
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Associating is Where Innovation “Happens”

Iterative Innovation Process

Do innovations happen at all levels

N e
Evaluate Explore R and in different sizes"

Do culture and experience influence
Innovation?

*Does diversity foster innovation?

*Does collaboration foster
Innovation?

Go/No-Go

Go/No-Go I

Go/No-Go
fe— 2 -3 Weeks o 4 — 6 Weeks o = 6 — 8 Weeks +|

Iteration #1 Iteration #2 Iteration #3
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AEC Industry Innovators Think Differently But Must Also be Courageous!

~

I\ \

Innovators are associated thinkers (ability to “connect the dots” that others cannot)

Desire to change the status quo

Pursue new diverse information and ideas 13
Exquisite communicators

Systems and integrated thinker
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Summary and Conclusion
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* Global and non-traditional competition

 Cloud/mobile computing/Artificial Intelligence/Reality Capture
« Social Media

« Customer experience

 New business insights through our connected talent networks
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Thank you
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