Analyse, Improve and Innovate (All)

When we look out of a window one doesn’t just see the trees, the people passing on the street or
the birds on the lawn, you make a judgement on the weather, is it sunny, or windy, will it be
good or bad weather all day. You can tell how many people are out and about by the hum of the
traffic and your perspective is affected by these and many other social and physical factors and
how you feel that day. This epitomises all that is in human nature. Within this brief moment you
have a predefined thought about whether your day will be a good or bad day before your mind
moves onto the tasks for the day.

This is how All has evolved though cognitive abstract thought in a virtual world. We make all
these decisions in an instant and this how the systems, a recognisable whole which consists of a
set of inter dependant parts, and boundaries extended further than | first thought. The ontology
of All was to holistically look at a chaotic system of a thing, a process for wanting to analyse a
problem, a doubtful or difficult question or an inquiry starting from given conditions to
investigate, to improve by fixing something that was broken or to create an opportunity where by
epistemological awareness allowed a possibility to foster innovation. Reflection and iteration are
key elements to this overarching method which uses a collection of paradigms and tools. The
acquisition of many data artefacts are essential to this deterministic methodology. Implementing
the change allows various events to be tested and results reflected upon. These changes to the
system can exhibit properties and outcomes which are sometimes unpredictable and emergence
occurs. | decided to use a storyboard as this brings structure with an easy to follow method.

Analyse is to ascertain the elements or structure of a thing. The All Periodic table follows:-
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Improve is to make or become better through iteration. The anatomy of improvement are
ethical, systemic, data-guided activities designed to bring about change which it is hoped will

mean improvements.
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Innovation is the introduction of something new or making changes to an existing thing. The
extent of the innovation could metaphorically change the world for example: the flap of a
butterfly's wing in Brazil could set off a tornado in Texas.

However this deterministic behaviour proposes that all events are the results of previous causes.

Without innovation encapsulating the birth of new ideas throughout history, the world as we
know it would not exist.

Thus innovation can be of two types

¢ A simple small thing or
e Very complex and radical

You can't predict the result from innovation as man made systems behave chaotically.
Organisations and people strive to innovate to keep at the top and have the next best idea as it
could be life changing, financially rewarding or enhancing.

The All storyboard sets out the progression of the story of this methodology drawing holistically
on well known paradigms and tools.
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