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Building the next generation
of public innovation
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How do we build the capacity
of governments to deal with
the challenges they are facing?
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Six different lenses

PROBLEMS

Identifying and
framing an issue

SYSTEMS

Taking a holistic
view, identifying
intervention points

FACTS

Using evidence
and data

> FUTURES

Exploring multiple
possible futures

PEOPLE

Understanding
people’s experiences,
building empathy SOLUTIONS
Developing and testing

solutions, mapping existing
solutions
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Culture

PRINCIPLES

Learning the core mindset
and habits of government
innovation practice

CONDITIONS

Learning how to create
space for and strategically
support innovation

Innovation INNOVATION Organisational
processes CRAFT environment

METHODS

Learning selected
government innovation
methods and tools

FUNCTIONS

Learning how to embed
new dapprodches in
government operations

Approaches
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Citizen
& Stakeholder
Engagement

Creative Facilitation
Building Bridges
Brokering

Political &
Bureaucratic
Awareness

- Financing change

liberar

WORKING

TOGETHER

Engaging with citizens
and stakeholders to
create shared ownership
of new solutions

Resilient

Intrapreneurship LEADING
e CHANGE
Demonstrating Value
ting the nue of new LT
Storytelling
& Advocacy

Empathetic

EXPERIMENTING &
PUBLIC PROBLEM

Action-
oriented

Reflective

Hal

Curious

ACCELERATING
LEARNING

Exploring and iterating
new ideas to inform
and validate solutions

Tech Literacy

Future Acumen

Prototyping
& lterating

Data Literacy
& Evidence

cg-moking

Systems
Thinking

nesta Q.



s

L)
L)

e

-

e

ettt
T ot

Corle

www.states-of-change.org

hello@states-of-change.org

@States_Change
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