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(The population) (The treatment)

For digital industry SMEs does participating in the UX Challenge
improve Digital Design Readiness and Awareness?

(The outcome)
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CHALLENGE

1. Recruit a sufficiently large sample of eligible companies

2. Build two comparable groups: a treatment group (taking part in
the UX Challenge) and a control group
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CHALLENGE

Applications collected (N=208) 208 collected applications
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CHALLENGE

Treated companies were...
1. satisfied with the solutions developed
2. overall very satisfied with the UX Challenge

SMEs shown clear intention to take follow-up actions:
9 out of 10 would apply to the next edition of the UX
Challenge
6 out 10 will stay in touch with solvers
7 out of 10 will utilize the “Design Sprint” in future projects
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CHALLENGE
General design knowledge (self-perceived) Design sprint knowledge (test) Knowledge to implement design sprint . POSI-tlve (3 /3) and (2 /3)
+38 i e significant impacts on the

(+6%)

knowledge outcomes
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CHALLENGE
General design knowledge (self-perceived) Design sprint knowledge (test) Knowledge to implement design sprint . POSI-tlve (3 /3) and (2 /3)
+38 i e significant impacts on the

(+6%)

knowledge outcomes

Positive but insignificant
impact on attitudes

Afttitudes towards design sprint Wished design sprint adoption Expected design sprint adoption

.- No effects on
e desired/expected
adoption
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de'e o\ Perceived obstacles to digital
CHALLENGE design

Treated Controls

(%) (%)

Prior investments 33.3 34.1
Market | cpndltlons or excessive perceived 6.3 18.3
economic risks
Lack of qualified personnel capable to coordinate

: L 8.8 23.2
and drive such initiatives
Lack of information on how user-centered design 5 3 18.3

methodologies work

Note: % of respondents answering “probably”, “very probably” or “definitely
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CHALLENGE

The UX-Challenge triggered a change in participants: |
- increased knowledge about digital design & know-how - /K"ﬁ'wge;;.,?’

-
Slag
-
.
-
-
-

< >
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Future studies are needed to: ~ "

- replicate theses results in bigger samples and in a post-pandemic world
- Investigate longer-term impacts

The experimental method can be used to evaluate innovation agencies’
interventions

Davide Azzolini
* Mail: azzolini@fbk.eu
* Twitter: @davazzolini
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de’e g Innovation Challenge
CHALLENGE design Canvas

What's inside

Innovation agencies can organize /nnova-
tion Challenges to help SMEs find ideas and
solutions to business and technological prob-
lems through the involvement of external
contributors (e.g. other companies, research-
ers, freelancers, or students).

Three valuable tools are presented for
learning how to design and implement an /n-
novation Challenge:

1. CANVAS: a framework for understanding
what the building blocks of an Innovation
Challenge are. Print it out and apply

post-its to delineate your new Innovation
Challenge.

5 | Innovation Challenges!

INNOCHALLENGE

w

2. JOURNEY MAP: all the steps required
to implement an Innovation Challenge:
from its inception (e.g. defining goals
and expected impacts) to execution and
follow up.

EXAMPLES: a collection of ten examples
of Innovation Challenges designed

to support different types of SMEs in
different industries and technology
sectors. Find inspiration and contact

the organizers for full details on how to
replicate them!

Suggested further reading refere
linked in the text and listed at theer  The Inn
Guide. U
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