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Week	  1	  
1.   1	  minute	  crea7ve	  self-‐introduc7on	  +	  2	  

minutes	  of	  your	  understanding	  of	  
marke7ng	  &	  your	  wishes	  to	  learn	  in	  this	  
class	  

2.   Syllabus	  explana7on	  
3.   What	  you	  need	  to	  know	  
4.   Introduc7on	  
5.   About	  me	  	  



About	  Self-‐Introduc7on�

•  Connec7on	  with	  Fashion	  in	  the	  past,	  if	  
any	  

• What	  you	  know	  about	  Fashion	  
•  The	  most	  desirable	  fashion	  company	  
• What	  you	  want	  to	  do	  in	  the	  future	  
• What	  you	  wish	  to	  learn	  in	  this	  class�



What	  you	  will	  learn	  Today	  

1.   To	  know	  each	  other	  from	  different	  perspec7ve	  
in	  a	  very	  crea7ve	  way	  

2.   How	  to	  prepare	  for	  this	  class,	  from	  both	  
quan7ta7ve	  &	  	  qualita7ve	  aspects	  

3.   What	  you	  will	  learn	  from	  this	  class	  
	  



•  Change!�

• Change!!�

• Change!!!�

•  The only Golden Rule that will 
never change is “Change”.�



Inappropriate	  Response…�

6	  

250,000	  people	  par7cipated



500,000	  people	  in	  Sun	  
Slower	  Movement



510,000	  people	  in	  Hongkong	  
71	  Movement



The	  Ecosystem	  in	  Taiwan�

– 23.3	  million	  popula7on�
–  Internet	  users：around	  80%	  of	  the	  popula7on�
– Smart	  phone	  users：67％�
–  	  pad	  users：31％�
– Facebook	  users：65％��（top	  in	  Asia）�

• Daily	  User：11,000,000	  
• Daily	  Mobile	  User：8,500,000�



Too Many Products & Choices�

Before� Now�



•  Myth：want to have perfect products�

•  Keep improving the weaknesses which leads 
to too homogeneous and become the same�

•  Result: more competition à more ordinary; 
work harder less effects 
�

�



•  Strengthen own advantages/strength; 
create the distances with competitors。�

•  Jump out from the competition muds。�

•  Excellent brand know how to say no。�



Making	  Progress	  0.01	  every	  day�

1.01	  x	  1.01x…X	  365	  	  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  =	  	  
	  



Making	  Progress	  0.01	  every	  day�
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Backward	  0.01	  every	  day�

	  
	  

0.99x0.99x…X	  365	  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  =�
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Backward	  0.01	  every	  day�

1.01	  x	  1.0x…X	  365	  	  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  =	  37.8	  
0.99x0.99x…X	  365	  
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Learning	  Effect	  

5%	

10%	  

20%	  

30%	  

50%	  

75%	  

90%	  

Listening 

Reading 

Visualizing 

Demostra7on 

Discussion 

Learning	  by	  Doing 

Teaching 



Five	  Mindsets�
•  Reflec7ve	  Mindset:	  Managing	  self	  	  
•  Analy7cal	  Mindset:	  Managing	  Organiza7on	  
•  Collabora7ve	  Mindset:	  Managing	  Rela7onship	  
•  Worldly	  Mindset:	  Managing	  Culture/Diversity	  
•  Ac7on	  Mindset:	  Managing	  Change	  



East	  vs.	  West

Asia
•  Hierarchical	  teacher	  –	  

student	  rela7onship	  
•  One-‐way	  lecturing	  
•  Passive	  learning	  
•  Learning	  by	  reasoning	  
•  Being	  there	  is	  more	  

important	  than	  geeng	  
there	  

•  Order	  of	  authority:	  divine,	  
earth,	  emperor,	  father,	  
teacher	  (know	  everything,	  are	  never	  wrong,	  
cant	  be	  challenged,	  must	  be	  respected)

North	  America

•  Equal	  teacher-‐student	  
rela7onship	  

•  Two-‐way	  discussion	  
•  Ac7ve	  learning	  
•  Learning	  by	  doing	  
•  Geeng	  there	  is	  more	  

important	  then	  being	  
there.



Repressed	  Desire	  of	  Self-‐Expression	  in	  
Asia	  

•  Meaning	  of	  silence:	  East	  vs.	  west	  
•  On-‐stage	  performances	  
•  Asian	  vs.	  American	  moms	  
•  Asian	  men	  talk	  only	  aier	  they	  get	  drunk	  
•  What	  happens	  at	  karaoke	  parlors	  
•  Respect	  for	  authority	  
	   	  Kids	  have	  ears	  but	  no	  mouth	  
	   	  Eat	  more	  but	  talk	  less	  



Problems	  &	  Reality

•  Stereotype	  thinking	  &	  belief:	  God,	  hero,	  	  	  	  	  	  	  	  	  	  	  
excellent	  teacher…	  

•  To	  give	  fish	  or	  fishing	  rod	  
•  Rely	  on	  others	  or	  on	  your	  own	  	  



Lecture	  vs.	  Interac7ve	  Learning

Lecture 	   	   	  

•  Delivering	  answers	  
•  Rigid	  conceptualiza7on	  
•  Poor	  or	  no	  contexts	  
•  One-‐way	  preaching	  
•  Students	  –	  passive	  
recipients	  

Interac7ve	  Learning

•  Searching	  for	  answers	  
•  Flexible	  applica7on	  
•  Rich	  contexts	  
•  Two-‐way	  dialoguing	  
•  Students	  –	  ac7ve	  
par7cipants	  



Mountain	  Climbing	  
Conven7on	  Way	  

•  Give	  students	  a	  map	  
•  Teach	  them	  to	  read	  the	  map	  
•  Ask	  them	  to	  memorize	  all	  juncPons	  in	  

the	  map	  
•  Let	  them	  climb	  the	  mountain	  alone	  

•  Too	  many	  maps	  to	  teach	  	  	  	  and	  
memorize	  

•  Landscape	  may	  change	  
•  Memoriza<on	  may	  fade	  
•  What	  if	  no	  map	  is	  available	  

Our	  Way	  
•  Take	  students	  to	  a	  mountain	  
•  Let	  them	  lead	  the	  road	  
•  Ask	  them	  quesPons	  at	  juncPons,	  not	  

give	  them	  answers	  
•  Allow	  mistakes	  

•  Situa<onal	  learning	  
•  Thinking	  not	  memorizing	  	  
•  Decision	  rules	  learned	  	  	  	  	  	  from	  

one	  mountain	  
•  Applica<on	  to	  other	  	  	  	  	  	  	  	  	  

mountain	  w/o	  a	  map	  



Week	  1:	  What	  You	  Have	  to	  Know	  
•  Different	  rules	  between	  schools	  and	  	  	  	  	  	  	  	  	  	  	  	  

outside	  world.	  
•  Educa7on	  in	  knowledge	  and	  technique	  is	  	  	  not	  

enough.	  T-‐type	  person:	  at	  least	  deep	  	  	  	  
knowledge	  in	  one	  specific	  area	  +	  crea7vity	  
innova7on	  in	  	  cross	  fields	  +	  team	  work	  	  	  	  	  	  	  
spirit	  &	  aetude	  

•  Teacher	  as	  a	  facilitator	  to	  help	  students’	  	  
independent	  thinking	  &	  problem	  solving	  to	  
face	  the	  informa7on	  bombarding	  world.	  

•  A	  new	  way	  to	  look	  at	  &	  create	  meaning	  for	  	  
the	  world	  	  



Game	  Rules

•  No	  normal	  distribu7on:	  no	  win	  or	  loss	  among	  	  	  	  	  
students,	  team	  work	  counts	  –	  create	  win/win	  	  

•  Open	  mind,	  brace	  the	  problem	  instead	  of	  avoid	  	  or	  
running	  away	  the	  problem

•  Learn	  to	  listen	  and	  share
•  Right	  tools	  +	  right	  mentality	  &	  aetude	  +	  passion	  +	  team	  

work	  +	  execu7on	  +	  willingness	  to	  learn	  	  	  	  from	  the	  
failure	  +	  problem	  solving	  ability，get	  	  	  	  out	  the	  comfort	  
zone	  

•  Seize	  every	  opportunity	  not	  just	  meet	  the	  	  	  	  	  	  	  	  	  	  	  	  
standard/minimum	  requirement.



Success	  need	  Hard	  Efforts	  &	  Strong	  Mo7ves	  

•  A	  person	  whose	  biggest	  desire	  is	  to	  be	  the	  rich	  
man.	  He	  goes	  to	  church	  every	  day	  and	  begs	  God	  
to	  win	  the	  looery.	  Day	  aier	  day,	  month	  aier	  
month,	  and	  year	  aier	  year,	  he	  never	  wins	  the	  
looery.	  One	  day,	  he	  said	  to	  	  the	  God	  “I	  am	  very	  
disappointed	  at	  you”	  	  	  	  when	  he	  prayed.	  
Suddenly,	  God	  broke	  the	  	  silence	  with	  very	  loud	  
voice	  to	  him	  “you	  	  	  	  	  got	  to	  help	  me	  to	  buy	  looery	  
at	  least	  one	  	  	  	  	  7me”.



Embraced	  Problems	  

•  So	  many	  rules,	  norms,	  regula7ons,	  belief,	  value,	  
expecta7ons	  and	  etc.,	  surrounding	  us	  which	  finally	  
becomes	  us.	  Who	  we	  really	  are?	  

•  We	  constantly	  limit	  ourselves	  to	  certain	  boundary	  
•  We	  define	  ourselves	  via	  job,	  income,	  holoscope,	  
types	  of	  car/house	  we	  live.	  

•  We	  build	  cages,	  rules	  to	  limit	  ourselves	  in	  the	  
certain	  role,	  and	  reject	  all	  the	  possibili7es	  from	  
outside



Jump	  out	  from	  the	  Box

•  Too	  much	  rely	  on	  guru/hero/panacia	  
•  To	  build	  capabili7es	  on	  independent	  
thinking,	  problem	  solving	  so	  that	  you	  can	  live	  
where-‐ever,	  which-‐ever…	  

•  Fish	  or	  fish	  rod?	  
•  To	  view,	  think,	  and	  act	  in	  a	  different	  way	  (a	  
new	  way)	  to	  create	  the	  meaning	  for	  your	  life.	  





個⼈人學、經歷 
輔仁⼤大學⺠民⽣生學院 院⻑⾧長 

輔仁⼤大學國際教育處 國際⻑⾧長 

輔仁⼤大學歐洲聯盟中⼼心 主任 

輔仁⼤大學亞太⼤大學交流會國際暨國家祕書處 副祕書⻑⾧長 

輔仁⼤大學國際學院籌備處 主任 

輔仁⼤大學台灣研究碩⼠士學位學程 主任 

輔仁⼤大學品牌與時尚學⼠士/碩⼠士學位學程 主任 

輔仁⼤大學⺠民⽣生學院織品服裝學系 教授兼系主任暨所⻑⾧長 

學術經歷

東⽅方廣告股份有限公司 董事⻑⾧長 
東⽅方國際廣告股份有限公司 董事⻑⾧長 
信陽股份有限公司 董事⻑⾧長兼總經理 
台灣夾板實業股份有限公司 副總經理 
台灣快桅船務公司 船貨交易總經理 
泰隆航業股份有限公司 總經理 
台灣產業加值協會理事⻑⾧長 
Great Union Development (Pte) Ltd.  
Executive Director 

工作經歷

台北市政府「台北市經濟發展委員會」委員  

紡織產業綜合研究所「紡織產業發展委員會」委員 

中華⺠民國紡織業拓展會策略發展委員會委員 

⽂文化部「獎助參與⽂文化創意類國際性展賽」審查委員 

故宮博物院「故宮⽂文物藝術發展基⾦金會」委員 

國際中⼩小企業聯合會中華⺠民國分會監事 

⾏行政院⻘青年輔導委員會婦⼥女創業顧問  

經濟部SBIR「⼩小型企業創新研發計畫」審查委員 

經濟部SIIR「服務業創新研發計畫」審查委員 

經歷(政府部分)

科懋⽣生技股份有限公司 獨⽴立董事 

榮昌科技股份有限公司獨⽴立董事 

興采實業股份有限公司監察⼈人 

友聯儲運股份有限公司監察⼈人 

信陽股份有限公司常務董事 

東⽅方廣告公司監察⼈人 

東⽅方線上股份有限公司董事(公司代表⼈人) 

⾏行易網股份有限公司常務董事  

經歷(產業部分)



• Why are you here? 
• What do you care? 
• How much do you know? 



System	  or	  Business	  Model	  Innova7on





	  
-‐many	  patents	  expired	  
-‐price	  of	  printer	  &	  materials	  
	  	  	  doprs	  
	  -‐efficiency	  of	  equipment	  improved	  
-‐more	  usable	  materials	  	  

	  	  
	  -‐	  larger	  &	  wider	  impacts	  
	  -‐	  fundamentally	  change	  ways	  of	  working,	  live	  model	  &	  	  	  

	  	  	  	  	  	  	  consump7on	  habit。	  
	  -‐	  change	  product	  R&D,	  design,	  manufacturing,	  	  	  

	  	  	  	  	  	  	  distribu7onà	  change	  economic	  map	  
	  	  	  	  	  	  	  �
�



•  Social	  Manufacturing/Crea7ng	  a	  Maker	  
Culture	  for	  All	  .�

Open	  
hardware

Digital	  
Fabrica7on

Crowdfunding



•  Consumer	  market：toy,	  accessary、jewelry、
shoes、ceramic、clothes。	  

•  Educa7on：Obama「Campus	  Fab	  Space」;	  
to	  learn	  3D	  prin7ng	  at	  the	  age	  of	  5	  in	  U.K.	  。	  

•  DIY	  &	  Barter(share)：physical	  FB。	  

•    Industry：OEM(quan7ty、   	  
	  	  	  	  	  mode);	  	  Customiza7on	  	  	  
	  	  	  	  	  (long-‐tail);	  open	  hardware	  
�



•  Established	  in	  2009,	  providing	  funds	  for	  
publica7on,	  technology,	  art,	  dance	  and	  etc.,	  
(13	  different	  kinds)	  	  

•  Free	  of	  charge	  on	  pos7ng	  the	  proposal	  (how	  
to	  fulfill	  the	  plan,	  returns	  for	  the	  sponsors，
needed	  funds	  and	  dead	  line。	  

•  5%	  charge	  if	  funds	  raised，no	  charge	  if	  fails	  
to	  receive	  any	  fund。	  

�



•   The film 「Inocente」received Oscar best    
   documentary filem in 2013. 
•   The blue tooth samrt watch rasied $102  
    millions, the highest in record. 



•  18,000	  project	  successfully	  received	  funds	  
and	  2.2	  million	  people	  sponsor	  from	  177	  
countries	  (covers	  90%	  countries	  from	  the	  
world),	  which	  generates	  $320	  millions	  in	  
total,	  in	  2012.	  

•  To	  raise	  over	  $600	  funds	  per	  minutes	  



-  No product selling， 
-  Free samples to take home 
-  Membership & reservation only 

   Sources of Income： 
A.  Market usage survey from enterprises 
B.  Selves rental 
C.  Membership 



•  Limited	  discounted	  luxury	  
goods	  in	  2007	  

•  Lowest	  discount	  upto	  70%	  
•  Annual	  revenue	  is	  500M。	  

•   Businesses: on-line travelling, local gourmet, home       
   alcohol beverage and etc.,。 
•   15,000 goods/daily, have over 6,000 brands 



•  High-end e-commerce, established in U.K. 2000 
and was acquired by Richemont in 2010，
revenue reaches to 360M ponds in 2012。 

•   also have e-magazine can buy world famous and  
   latest designers’ products, an integration of  
   shopping and reading。 
•   350 high-end luxury brands with good  
   discounts, some of them even can have 50%  
   discount 
•   free delivery worldwide 





•  Using 1/10 of the price to rent high quality 
designer brands and established in 200 

•  $20M revenue per year, market value is 100M 
•  Own 3M members, 170 fashion brands and 

35,000 ladies’ wear and 7,000 items accessary.�



•  As Seen On Screen�
•  Funded 2000 in U.K. 
•  Selling apparels & accessary of 

Fred Perry、Paul Smith Jeans、
Emporio Amarni、Diesel and 
etc�

•  To established own 
brand「ASOS」in 2001 for low 
price and trendy market�

•  Over 300M revenue per year�
•  Free shipping worldwide。�



•  The	  biggest	  on-‐line	  shoe	  store,	  established	  in	  1999.	  
•  ¼	  of	  American	  shoe	  market	  share,	  with	  1	  billion	  
annual	  revenue	  and	  sold	  to	  Amazon	  1.2	  billion	  in	  
2009.	  。	  

•  Buy	  1	  ship	  3	  for	  trial，free	  of	  charge	  for	  returning。	  
•  Full	  refund	  within	  365	  days。	  
•  Own	  warehouse	  for	  QR。	  
•  60%	  man	  power	  is	  for	  customer	  service,	  15	  7mes	  
higher	  than	  the	  industry	  average。	  



•  Airbed and Breakfast - www.airbnb.com : to 
spare your extra rooms to rent to others by 
paying 3% to this platform; 6%~12% to 
whom want to rent。 

•  3,000 professional photographers – free of 
charge and also helpng screening 。 

•  Airbnb offers $50,000 damage and loss 
compensation and 24 hours customer’s 
service with 16 different languages。 

�



•  The	  total	  number	  of	  rooms	  been	  rented	  over	  100M	  
since	  established	  in	  2008,	  surpass	  the	  total	  numbers	  
of	  room	  staying	  in	  Hilton	  Hotels。	  

•  It	  is	  now	  spreading	  to	  92	  naPons,	  over	  30,000	  ciPes,	  
the	  biggest	  and	  unique	  space	  rental	  e-‐commerce。�



Kiip�

•  mobile	  in-‐game	  adver7sing	  
•  Brian	  Wong,	  a	  21	  years’	  old	  Canadian	  Chinese	  
•  Linking	  adver7sement	  and	  game:	  speical	  offer,	  
discount,	  gii	  as	  the	  rewards	  of	  passing	  the	  
game	  or	  complete	  the	  game.	  

•  To	  avoid	  the	  suspicious	  of	  adver7sing	  but	  
achievement	  instead	  so	  that	  consumers	  are	  
more	  willing	  to	  redeem	  the	  products	  (products	  
&	  consumers	  encounter)�



-‐	  Con7nue	  -‐�
•  Work	  with	  Peipsi	  Cola，Best	  Buy，Carl’s	  Jr	  
fast	  food	  restaurant	  

•  Received	  10M	  venture	  Funds	  
•  More	  than	  1M	  people	  redeemed	  Kiip	  reward	  
in	  2012。�



Tap	  Project�

•  David	  Droga,	  and	  New	  York	  adver7sing	  man,	  
was	  helping	  UN	  Children	  Fuda7on	  to	  design	  
“clean	  drinking	  water	  for	  water	  shortage	  kids”	  
to	  raise	  funds 。	  

•  “Drinking	  water	  program:	  work	  with	  restaurant	  
to	  charge	  $1	  for	  original	  free	  drinking	  water	  to	  
donate	  to	  Unicef。	  

•  A	  simple	  thinking	  but	  good	  reac7on	  which	  
shortly	  raised	  5M	  from	  more	  than	  300	  
restaurant。It	  already	  help	  100,000	  poor	  
children	  to	  get	  away	  from	  thirst	  and	  dirty	  water。�



Tap	  Project�



•  Established	  by	  Richard	  Wurman	  in	  1984	  &	  acquired	  
by	  Chris	  Andreson	  in	  2002.	  

•  To	  upload	  the	  speeches	  to	  TED.com	  in	  2006	  	  
•  Free	  of	  charge。TED	  topics	  covers	  wildly	  including	  
not	  only	  technology,	  entertainment,	  design	  but	  also	  
environmental/global/entrepreneur	  issues	  and	  etc.,�

•  $7500	  7ckets,	  selected	  audiences。	  
•  TEDxTaipei�



•  Open course web at MIT�
•  No registration required, 900 courses from 

33 different programs in 5 areas  
�



Khan	  College�
•  Salman	  Khan	  established	  www.khanacademy.org	  in	  2006	  
•  Mathema7cs,	  history,	  medical,	  finance,	  physics,	  

chemistry,	  biology,	  astrology,	  economics,	  organic	  
chemistry,	  art	  history,	  macro	  economics,	  microeconomics,	  
computer	  science,	  and	  etc.,	  

•  	  top	  100	  most	  influen7al	  people	  in	  2012	  by	  Time	  
magazine.	  	  

•  Received	  $1.5M	  from	  Bill	  Gate	  Fuda7on	  &	  $2M	  from	  
Google	  

•  4000	  teaching	  films,	  
6	  million	  students	  per	  month,	  
75	  millions	  user	  in	  the	  world,	  
over230	  millions	  views�



Design	  For	  Change	  
Crea7ve	  Ac7on	  Challenge	  for	  World	  Kids�

•  President	  Kiran	  Bir	  Sethi	  established	  
Riverside	  School	  in	  2009	  

•  DFC	  want	  to	  promote「through	  children’s	  
crea7ve	  ac7on	  to	  sold	  problems	  of	  life,	  
family,	  campus	  or	  even	  community	  

•  More	  than	  30	  countries	  adopted	  
•  More	  than	  200,000	  parPcipate	  compePPon	  �



What	  are	  in	  common?�



Innova7on	  &	  Internet�

•  Mobile	  
•  Cloud	  
•  Crowd	  Sourcing	  
•  Crowd	  Funding	  
•  Big	  Data:	  unstructure,	  real-‐Pme,	  sensor�
•  Social	  Media:	  ],	  line,	  twi^er	  



No Win without 
Differentition   
Uniquesness�







年度最佳商店



Angry	  	  Birds製作成本僅
七萬英鎊不到，四個人
八個月之內完成。





















People	  	  are	  eager	  to	  have	  
“content”	  consump7on。
For	  consumer,	  product	  per	  
se	  is	  only	  a	  media,	  carrier,	  
playorm	  which	  could	  
touch	  booom	  of	  their	  
heart	  during	  their	  
consump7on。

C	  means:	  
crea7vity	  
culture	  
connec7on	  
composi7on	  
consumer	  
content



CompePPve	  Parity	  
and	  Average	  
Performance	  

Sustainable	  
CompePPve	  	  
Advantage	  and	  
Superior	  Performance	  

Easier	  to	  	  
Imitate	  

Difficult	  to	  	  
Imitate	  

Quality Service Low-Cost Speed Innovation Learning 

較快的研發程序，以回應市場所需。 

競爭優勢的來源 



Resources & 
Capabilities 

Competitive 
Advantage 

•  Valuable 

•  Rare 

•  Costly to Imitate 

•  Organized to Exploit 

CA will be sustained if: 

•  other firms’ costs of  
 imitation are greater 
 than benefit of imitation 

•  the firm is organized 
 to exploit advantages 

What	  are	  your	  Core	  Competencies	  &	  
Compe77ve	  Advantage	  	  	  
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The VRIO Framework 

Valuable? Rare? 
Costly to 
Imitate? 

Exploited by 
Organization? 

Competitive 
Implications 

No 

Yes 

Yes 

Yes 

Yes 

Yes Yes Yes 

No 

No 

No Disadvantage 

Parity 

Temporary 
Advantage 

Sustained 
Advantage 
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The VRIO Framework 

Valuable? Rare? 
Costly to 
Imitate? 

Exploited by 
Organization? 

Competitive 
Implications 

No 

Yes 

Yes 

Yes 

Yes 

Yes Yes Yes 

No 

No 

No Disadvantage 

Parity 

Temporary 
Advantage 

Sustained 
Advantage 

Economic 
Implications 

Below 
Normal 

Normal 

Above 
Normal 

Above 
Normal 







Week	  1	  Assignment	  

•  To	  write	  your	  failure	  resume	  no	  maoer	  
from	  your	  life	  or	  schools;	  Give	  a	  specific	  
failure	  experience	  and	  lesson	  you	  have	  
learned	  from	  this	  experience.	  

•  Group	  Assignment	  1:	  3	  sustainable	  cases	  
in	  fashion	  business	  

•  Reading:	  The	  Travels	  of	  a	  T-‐shirt	  in	  the	  
Global	  Economy	  



You	  Raise	  Me	  Up


