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INTRODUCTION

The Schumpeterian definition (Schumpeter 1934) 
of innovation states that the commercialization of 
all new combinations is based upon the applica-
tion of any of the following: new materials and 

components, the introduction of new processes, 
the opening of new markets and the introduction 
of new organisational forms. Luecke and Katz 
(2003) worded innovation as the embodiment, 
combination, or synthesis of knowledge in origi-
nal, relevant, valued new products, processes, or 
services. Innovation generally refers to the creation 
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ABSTRACT

Innovations from disruptive technologies drive new opportunities through provision of higher-valued 
products and services. They create new markets and reshape established ones, enabling changes across 
industries, and consequently impact the competitive landscape through formation of new business mod-
els. Disruptive innovations have recently been applied to a wide variety of sectors such as consumer 
electronics, micro-lending, mobile banking, portable water filters, and cell phones, which continue to 
capture market share in the global telecommunication industry. Data shows that innovation correlates 
with better quality of life when it diffuses into societies and economies. The rich nations see it as a way 
to stave off poverty while the poor ones are depending on it to accelerate economic growth. Indeed, it is 
the gun-powder of the knowledge world, at firm, nation, and regional levels. This chapter explains how 
it grasps the demand of a non-mainstream market, survey the unknown market, and over time, lead the 
whole market, resulting in cultural, social, and economic changes. A closer examination of the five hab-
its, usually associated with the purveyors of innovation, using the gaming industry, the fastest-growing 
mass media and entertainment industry, is provided.
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of better or more effective products, processes, 
technologies, or ideas that are accepted by markets, 
governments, and society.

In this decade, product life cycles are being 
shortened due to the advancement of precision 
engineering and small-scale technologies such 
as nanotechnology innovation (Islam, 2008; 
Islam, 2010). Consequently business landscape 
has changed rapidly with the pace of competition 
offered by emerging innovations either in prod-
ucts, services or in business models. Innovations 
are being regarded as the core and critical for the 
survival of any enterprises as the challenge stances 
at companies who develop products and at the 
markets for which the products are destined. On 
the other hands, today’s society is taking a more 
active role in determining which product or service 
is acceptable and which is unacceptable depend-
ing on their needs and expectations. Innovation 
as a result is based not only on the challenges and 
needs but also on the social and cultural conditions 
predominant in the prospective market. Therefore, 
the market determines the value of an innovation 
as the market more and more recognises social 
and cultural factors along with product or service 
quality, price and function. An example of such 
innovation is offered by disruptive technologies 
(Christensen 1997).

The pioneering work of Clayton Christensen, 
particularly his book ‘The Innovator’s Dilemma: 
When New Technologies Cause Great Firms to 
Fail’ have greatly influenced the people’s under-
standing of new technological change, disruptive 
technologies and their products, and business mod-
els. Disruptive technologies may not be initially 
valued by existing customers as they generate 
products with different performance attributes 
and thus require users to significantly change 
their adoption behaviours to use the innovation.

As explained by Christensen (1997), disruptive 
technologies are more simple and economical than 
available technologies and also more reliable and 
convenient from the technical perspective. Disrup-
tive innovation (DI) mostly uses new science and 

technologies in renovating consumer usage and 
buying pattern, and letting the consumer feel that 
the innovation is bringing real benefits (Cumming, 
1998). DI also enables the creation of new markets 
(Sandberg, 2002), changes and migrates activi-
ties in the supply chain field, thereby impacting 
leader positions in established markets (Kenagy 
and Christensen, 2002). Therefore, innovations 
offered by disruptive technologies drive differ-
ent product values into the market. In the 21st 
century, ICT is being considered a major cause 
for various existing industries, as, e.g., analogue 
photography, typewriters, VHS-cassettes and so 
on. These products have become obsolete as ICT 
has facilitated the creation of new industries.

In brief, disruptive innovation enables technical 
capability to become more convenient for custom-
ers and promotes maximal consumer benefit by 
breaking through existing and limited production 
techniques and procedures, commonly deployed 
by incumbents in a sector or an industry. There-
fore, it extends the market boundary or creates 
new market causing changes in the industry and 
consequently impact the establishment by form-
ing the foundation of a new competitive model. 
The key challenge is – can disruptive innovation 
grasp the demand of a non-mainstream market, 
and survey the unknown market and win over 
the consumer’s support in the potential emerg-
ing markets toward a successful global redesign 
necessitated by the diffusion of innovation.

THE PROCESS OF DISRUPTIVE 
INNOVATIONS

Christensen’s framework of disruptive technolo-
gies and innovation (Christensen, 1997; Chris-
tensen, 2006) has raised the attention of academic 
scholars and business practitioners alike. Chris-
tensen suggests a broad definition of the concept of 
disruptive innovation. According to his DI theory, 
innovation refers to all changes of processes by 
which an organization transforms labor, capital, 



 

 

9 more pages are available in the full version of this document, which may be

purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/disruptive-technologies-innovation-global-

redesign/63821

Related Content

Modeling the Success of Small and Medium Sized Online Vendors in Business to Business

Electronic Marketplaces in China: A Motivation – Capability Framework
Shan Wang, Yili Hong, Norm Archerand Youwei Wang (2011). Journal of Global Information Management

(pp. 45-75).

www.irma-international.org/article/modeling-success-small-medium-sized/58551

Ethics and Social Responsibility for 21st Century ICT
Duane Windsor (2025). Encyclopedia of Information Science and Technology, Sixth Edition (pp. 1-14).

www.irma-international.org/chapter/ethics-and-social-responsibility-for-21st-century-ict/342842

Exploring the Challenges in Developing and Managing Digital Agility Among Sri Lankan Family

Business Owners During the Economic Crisis Situation
Nirma Sadamali Jayawardena, Kavita Chavali, Narayanage Jayantha Dewasiri, Charitha Harshani Perera,

Isuru Koswatte, Vijay Pereira, Manish Guptaand Abbas Mardani (2023). Journal of Global Information

Management (pp. 1-22).

www.irma-international.org/article/exploring-the-challenges-in-developing-and-managing-digital-agility-among-sri-lankan-

family-business-owners-during-the-economic-crisis-situation/326763

Neuropsychological Features of Gaming Disorder and Psychiatric Comorbidities
Shisei Teiand Junya Fujino (2025). Encyclopedia of Information Science and Technology, Sixth Edition (pp.

1-18).

www.irma-international.org/chapter/neuropsychological-features-of-gaming-disorder-and-psychiatric-

comorbidities/330126

E-Commerce Infrastructure and Economic Impacts in Developing Countries: Case of India
Varadharajan Sridharand Kala Seetharam Sridhar (2008). Global Information Technologies: Concepts,

Methodologies, Tools, and Applications  (pp. 1499-1519).

www.irma-international.org/chapter/commerce-infrastructure-economic-impacts-developing/19054

http://www.igi-global.com/chapter/disruptive-technologies-innovation-global-redesign/63821
http://www.igi-global.com/chapter/disruptive-technologies-innovation-global-redesign/63821
http://www.irma-international.org/article/modeling-success-small-medium-sized/58551
http://www.irma-international.org/chapter/ethics-and-social-responsibility-for-21st-century-ict/342842
http://www.irma-international.org/article/exploring-the-challenges-in-developing-and-managing-digital-agility-among-sri-lankan-family-business-owners-during-the-economic-crisis-situation/326763
http://www.irma-international.org/article/exploring-the-challenges-in-developing-and-managing-digital-agility-among-sri-lankan-family-business-owners-during-the-economic-crisis-situation/326763
http://www.irma-international.org/chapter/neuropsychological-features-of-gaming-disorder-and-psychiatric-comorbidities/330126
http://www.irma-international.org/chapter/neuropsychological-features-of-gaming-disorder-and-psychiatric-comorbidities/330126
http://www.irma-international.org/chapter/commerce-infrastructure-economic-impacts-developing/19054

