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CREATING A 
BUSINESS OF 
EXPERIENCE
SHIFTING MINDSET - FROM 
PRODUCT EVOLUTION TO 
EXPERIENCE INNOVATION IN 
CORPORATE ENVIRONMENTS

UX HIERARCHY OF NEEDS
In a product-/service context, the basic 
User Experience (UX) needs must be met, 
as shown with the UX Hierarchy of needs 
(Anderson, 2011). In aiming to become a 
Business of Experience, one should focus 
on creating experiences that are at least 
convenient, but preferably wow the user 
or have a deeper meaning. 

4 CO: STRATEGIES 
The 4M framework describes organisations 
as a system with four levels (Eaton, 2020). 
Each level has its own challenges and 
opportunities, and on each, measures 
can be taken to become more experience 
driven. To create a Business of Experience, 
a strategy has to be developed that 
enhances the four CO:’s as shown above.   

DESIGN MATURITY
The level of Experience Mindset can be 
compared to the level of Design Maturity. 
It shows how user-driven an organisation 
operates. It is valuable to measure what 
the status quo of an organisation is, to 
then develop a strategy that step-by-step 
works towards the following level, and 
ultimately the Business of Experience.
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