Contents

Part I State of the Art on Open Innovation Business Models

1 Theoretical Framework and Proposed Model . . ... .............
1.1 Innovation: From the Concept to Ecosystems . . . . ............
1.2 Absorptive Capacity in Open Inmovation. , ... ..............

1.2.1 Absorptive Capacity: Conceptuahzation. . ............
1.2.2  Absorption in Open Innovation and Coopetition. . . ... ..
1.3 Coopetition Linkages in Open Innovation. . . . . ....covvvavan.
131 Coopetition; Delimithoms.. . . . . vov s e siavainssmsis s
1.3.2 Coopetition Linkages: Benefits and Risks . . . ..........
1.3.3 Motivations and Applications of Open Innovation. . ... ..
1.4 Open Innovation Business Model . . ...........co00000innn
1.4.1 Business Model: Definitions . . .. oo v vnivaniiani. .
1.4.2 Elemenis of the Business Model Structure . . . ..........
1.4.3 Business Model Dynamics and Innovation . . . .........
1.44 Organizational (re)configuration in Open Innovation . . . . .
1.4.5 Identifying the Characteristics of Transactional Structure .
1.5 Coneeptual Model—Open Innovation Bridge: Tangram Model . . .

References

Part [ Empirical Application of Open Innovation Business Models

2  Methodological Design and Empirical Findings . . ... ...........
2.1 -Sampile; Database and Model . ... .....oviniiiiiirnniivans
B NI o i e e e e R AN B

2217 Dependent Vagable . . .. .o ciiviviiiveivivis e
2.2.2 Independent Variables. . . .. = e et SR RS

2.2.3 Control Variables
2.3 Results

2.3.2 Synthesis and Contrast of the Empirical Evidence

2.3.1 Descriptive Statistics and Multicollinearity Analysis. .. ...

1|



2.4 Remarks, Implications, Limitations and Research Avenues. . . . .
24.1 Implications for R&D Managers and Public
Fnh-:y-mnkm .................................

Part 111 mmmdmmmnmm

3 Concepts, Methodologies and Tools of Gamification and Design

b TR
3.1 From tl:u: Entrepreneur 1o Tﬂ:lmu]ug}r-ﬁn&:d Entreprencurship . .

3.2 From Thinking Design to the Pentagon of Exploiting

the Opportunity . . . . .. e R R G S R

3.2.1 Modelling Open Innmatmn Busm:ﬂs ................

3,22 Design Thinking: Business Modelling Tool. . ..........

3.3 Business Model: Gaming and Designing . . . . ..........

3.3.1 Immersion/Inspiration with the Canvas Model: \I’a]m:

SOOI . o vv s nin dledba s assseas s Ul fad @it

3,32 Analysis and Synthesis w:th the D-ptn Innovation

Bridge: Tangram Moodel . . . . ....... .. coiiiineaian

1.3.3 Ideation with the Succinct Plan of Business Opportunity . . .

3.34 Prototyping with Value Proposition and Customer

SEEMENS . . . . ccvveas AL L RIS o

3.35 TestwiththeBusinessPlan. . ........ ... i evvans

3.4 Course PrOEram. ... . v ibesvsasonsves B e AP P WY

34.1 Objectives...... T L 2 o A L R T iyt

342 Resulisof Leaming.......... R e e TR

3.4.3 Teaching and Leamning Strategies. . . ..............0n

3.5 Concluding Remarks. .. ... oo
References. ... . ... ..o diaini, PR R e SRR I




	Scan_20210917 (1)
	Scan_20210917 (2)

