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3.1. Consumer-
centred food product 

design



INNOVATION 
IS THE ART 

OF THINKING 
OUT OF THE 

BOX



https://designthinking.ideo.com/history



INNOVATION

DESIGN 
THINKING



New Model of Innovation for Sustainability

Five Overlapping Circles including:

• People: Do consumers want/desire/need it?
• Business: Can we monitor it? 
• Technology: Can we build it? 

• Society: Is it socially responsible?  i.e. not 
use exploitative supply chains, build 
communities, trade fairly, etc. 

• Planet: Is it good for the planet? i.e. not 
exploit resources, use clean energy, 
evaluate product lifecycle, etc.



Currently, Start-ups adopt Design Thinking in the first stages of development of their great 
idea, to fit the problem and obtain quick feedback from the market.  In next steps, they use 
lean manufacturing, MVP (minimum viable product) and agile as quick growing 
methodologies



What’s Design Thinking? 

Design thinking is a non-linear, iterative process that teams use to understand 

users/costumers or in our case consumers, challenge assumptions, redefine problems 

and create innovative solutions to prototype and test. 

Involving five phases—Empathize, Define, Ideate, Prototype, and 

Test—it is most useful to tackle problems that are ill-defined or unknown



More information: https://www.heliossolutions.co/blog/5-key-elements-design-thinking/



OBJECTIVES IN EACH STEP IN DESIGN THINKING



Empathy is the foundation of human-centred
design. The problems we are trying to solve
are rarely what we own, they’re those of
particular users. We need to build empathy
for our users by learning their values. To
empathize, we:

- Observe. View users and their behaviour 
in the context of their lives 

- Engage. Interact with and interview users 
through both scheduled and short 
‘intercept’ encounters 

- Immerse. Wear your users’ shoes. 
Experience what they experience for a 
mile or two

EMPATHIZE

https://dschool.stanford.edu/resources/design-thinking-bootleg

Watching users, capture 
quotes, behaviours and 
other notes that reflect 
their experience.

Interview them, to 
reveal deeper insights 
into their beliefs and 
values. 

Immerse yourself in 
specific environments 
to understand first-
hand who you’re 
designing for.



Buyer Persona



Empathy Map Source: https://obaninternational.com/blog/empathy-mapping/

Explore Inside 
the Mind.

How does she/he ….?

Capture frustrations 
and challenges.

Capture the 
Outside World. 
What he/she…?



Insights: Factors Influencing Food Intake



EMPATHY TOOLS

http://www.designthinking.es/inicio/index.php?fase=empatiza

https://dothinklab.com/conoce/herramientas/crear/

http://www.designthinking.es/inicio/index.php?fase=empatiza
https://dothinklab.com/conoce/herramientas/crear/


• The define mode is when we unpack our empathy findings 
into needs and insights and scope a meaningful challenge.

• Based on our understanding of users and their 
environments, come up with an actionable problem 
statement: our Point Of View.

• More than simply defining the problem, our Point of View is 
a unique design vision that is framed by our specific users.

• Understanding the meaningful challenge at hand and the 
user insights we can leverage is fundamental to creating a 
successful solution.

DEFINE



Point of view (POV)

[User (especify who)] needs [ User necessity/desire/want (verb)] because 
[INSIGHT (emotional or surprising)] 



DEFINE TOOLS

http://www.designthinking.es/inicio/index.php?fase=define

http://www.designthinking.es/inicio/index.php?fase=define


IDEATION

• Ideate is the mode in which we generate radical design alternatives. Ideation is a process of 
“going wide” in terms of concepts and outcomes—a mode of “flaring” instead of “focus”. 

• The goal of ideation is to explore a wide solution space—both a large quantity and broad 
diversity of ideas. 

• From this vast repository of ideas, we can build prototypes to test with users.



Brainstorming Source: https://dothinklab.com/conoce/herramientas/crear/



Lotus flower Source: https://dothinklab.com/conoce/herramientas/crear/flor-de-loto/



Co-creation Source: https://dothinklab.com/conoce/herramientas/crear/cocreacion/



http://www.designthinking.es/inicio/index.php?fase=define https://dothinklab.com/conoce/herramientas/crear/

http://www.designthinking.es/inicio/index.php?fase=define
https://dothinklab.com/conoce/herramientas/crear/


• Prototyping gets ideas out of our head and into the world.

• A prototype can be anything that takes a physical form—a wall of post-its, a role-
playing activity, an object (real, virtual or with Lego). In early stages, keep
prototypes inexpensive and low resolution to learn quickly and explore
possibilities.

• Prototypes are most successful when people (the design team, users, and others)
can experience and interact with them. They’re a great way to start a
conversation. What we learn from interactions between prototypes and users
drives deeper empathy and shapes successful solutions.

PROTOTYPE



PROTOTYPE VS REALITY

CREATIVE PROTOTYPES



Storyboard Source: https://dothinklab.com/conoce/herramientas/crear



http://www.designthinking.es/inicio/index.php?fase=define
https://dothinklab.com/conoce/herramientas/crear/

PROTOTYPE TOOLS

http://www.designthinking.es/inicio/index.php?fase=define
https://dothinklab.com/conoce/herramientas/crear/


TEST

Testing is our chance to gather feedback, refine
solutions, and continue to learn about our users.

The test step is an iterative mode in which we place
low-resolution prototypes in the appropriate context
of our user’s life.

“Prototype as if we know we are right, but test as if
we know we are wrong”.



TEST TOOLS

https://dothinklab.com/conoce/herramientas/crear/

https://dothinklab.com/conoce/herramientas/crear/


Source: Villa, Erick et al., 2019

Source: Hoehl,  K. et al., 2015

CONSUMER TESTING



BOOKS, LINKS & RESOURCES

• Build Once, Sell Twice: The Productization Playbook by Jack Butcher

• Change by Design by Tim Brown

• Creative Confidence by Tom Kelley and David Kelley

• Creative Engineering by John E. Arnold

• David Kelley: From Design to Design Thinking by Maria Camacho

• Good to Great by Jim Collins

• Homo Deus: A Brief History of Tomorrow by Yuval Noah Harari

• Ideo’s David Kelley on “Design Thinking”

• Interview with David Kelley by Alex Pang

• Religion for Atheists by Alain de Botton

• Sapiens: A Brief History of Humankind by Yuval Noah Harari

• The Art of Innovation by Tom Kelley

• The Ten Faces of Innovation by Tom Kelley

• The Roots of IDEO's Design Thinking Process by Dexter Francis

• DOTHINKLAB: https://dothinklab.com/conoce/herramientas/



3.2. Food product 
innovation



Some examples of the latest food innovation 
trends (from Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)
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(Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)



(Innova Market Insights, 2025)
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