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World Health Organization ranking of health systems in 2000

From Wikipedia, the free encyclopedia

The World Health Organization (WHO) ranked the health systems of its 191 member states in its World Health Report!'! 2000. It provided a framework and
measurement approach to examine and compare aspects of health systems around the world.[?! It developed a series of performance indicators to assess the overall
level and distribution of health in the populations, and the responsiveness and financing of health care services. It was the organization's first ever analysis of the
world's health systems.[®]
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| Ranking + Country & Per Capita Expenditure + |
« 1 | J § France | 4 |
2 § B lialy 11
3 &, San Marino 21
4 J:J Andorra 23
5 " ] Malta 37
6 Singapore 38




Ranking + Country ¢ Per Capita Expenditure

31 BE= |Jnited States 1




What | didn't understand was the burden patients face

managing the health care system: a massive web of doc *
iInsurers, pharmacies, and other siloed actors that seem intent on not
talking with one another. That unenviable task gets left to the patient,
the secret glue that holds the system together.
- Sarah Kliff @ Vox

Shutterstock

Unpaid, stressed, and
confused: patients are the

health care system's free
1abhor
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what Is design thinking

VIABILITY
(BUSINESS)
DESIRABILITY l
(HUMAN)
‘ FEASIBILITY

(TECHNICAL)

INNOVATION



Empathize Define ldeate Prototype Test Iterate




DESIGN THINKING

A FRAMEWORK FOR INNOVATION

EMPATHISE
What Is the problem? , How do we solve It?
Define the challenge & <IN Brainstorm ideas good & bad,
explore the human context -, don'tstop at the obvious

B
1.

DEFINE TEST PROTOTYPE
Why Is It Important? Does It work? How do we create It?
Research, observe, understand Implement the product. show & Start creating, experiment,
& create a point of view don't tell, start to refine the product fall cheap & fast

Billy Loizou
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UNCERTAINTY / PATTERNS / INSIGHTS CLARITY / FOCUS

INNOVATION

I /

CONCEPT PROTOTYPE DESIGN

Adapted from Central Office of Design
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The five phases of the design process:

7

DISCOVERY

I have a
challenge.
Howdol
approach it?

2

INTERPRETATION

I learned
something.
Howdo I
interpret it?

3

IDEATION
=

What do
I create?

4

EXPERIMENTATION

Tt

I have an
idea.

How do I
build it?

O

EVOLUTION

&

I tried
something.
Howdol
evolve it?

N\

IDEO
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Press these
as many times
as you like
100 times
N aaay
IS NOL

100 man Y

How IS your experience
with Sibley Hospital right now?
Pressing one of these buttons
helps us identify ways to improve.

@ 000

| am being treated well
& have sverything | need

Press these
as many umes

as you like.
- 100 times
My expectations In a gay
are not being met 1S NOL

(00 many.

HOWw IS your experience
with Sibley Hospital right now?
Pressing one of these buttons
helps us identify ways to improve.

How IS your experience
at Sibley right now?

have everything | need

X KX X X X

x % X &

x X X
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I am unhappy and my

neeas are not met
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Welcome to Sibley Memorial

[

HOSPITAL

JOMMS MOPKINS MEDICING

5255 Loughboro Road, N.W. Currently

SIBLEY MEMORIAL,  Washington, D.C. 20016 86 40 O CLEAR 91

(202) 537-4000
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Innovation at Sibley Is Imaginative
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we encourage wild 1deas
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and we fail quickly to succeed sooner






—

_ ... call me: Bl

—

| want you to know:

* I'm an army doctor

* | have a wife and adult son
* I'm an avid skier

My goals:

e discharge within 1 day

* back to work next week

* full function after recovery

current pain level

1 l 10




call me: mugn

f | weren’t here | would likely
pe: Exercising at the gym. |
enjoy exercise

You should know: I’'m a
former IRS agent who was
the first in his family to go to
college.

The most important thing to
me Is: Helping others. | love
to help people however | can.
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DONT DO THIS

. |.T. will never support it

. legal will never allow It

. well we tried that before...

. It needs more study

. let's form a committee

. we don't have the resources
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strategic goals

end user
focus

speed

The most compelling things
come from a understanding
the needs, hopes, fears and
dreams of people who will use
whatever it is you’re working
on. Design Thinking is a rigor-
ous process for driving innova-
tion based on end users.

enablers:

design thinking
focus groups
feedback tools

Innovative teams look more
like start-ups than large corpo-
rations. Speed means going
from inspiration to implemen-
tation quickly so innovators
don’t lose momentum or
focus. Speed looks like having
access to supplies, tools and
resources quickly and easily.

enablers:

purchase cards

wide range of skills
embedded techies

low cost
of failure

Smart teams test ideas early,
in their most raw states. Fear
of failure is the number one in-
hibitor of testing ideas. Testing
doesn’t have to mean creating
business or legal risk, but it
does require the psychological
safety of being free from judg-
ment or repercussions.

enablers:

leadership support
leadership modeling

authority

Teams working on new solu-
tions need a wide scope to
access tools, spaces, prob-
lems and resources. They
need to build on speed and a
low cost of failure by making
quick decisions and effecting
things in short time. One way
is to build parallel structures.

enablers:

innovation wifi
network
dedicated staff

continuous
learning

New ideas come from a broad
exposure to new thoughts, dif-
ferent industries and ways of
thinking. Innovation teams
need to seek out and cultivate
learning opportunities. These
can come from inside the team
by sharing skills or from out-
side sources.

enablers:

lunch-n-learns
field trips
conferences

be wild!

Play is a serious part of inno-
vation. Teams should make
space for things like improv,
stokes, and tossing balls
around. The awesomest inno-
vation teams whimsically flow
between play and serious
work. Playful teams also find
creative solutions faster.

enablers:

lunch-n-learns
field trips
conferences
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