
 

 

 

 

 

 

It’s game on when it 
comes to innovation  

Anja-Karina Pahl 
Course: BSc majoring in geology  

Year of graduation: 1989 

Job: Programme director, PRIZM Innovation 
(Australia) Pty Ltd; Manager; Manager, 
systematic innovation, Airbus   

Career: Marketing Manager (Asia-Pacific) 
Midland Valley Exploration; Founder and 
Research Director, the PRIZM Game Company  
Ltd, Visiting Lecturer, University of Bath 

Reflection: “Science, done properly, is a way of 
understanding ourselves better.” 

 

 

 

 

 “I was able to prove that 
there is a fundamental 
pattern to the way that all 

human beings think.”   

In 1989 Anja-Karina Pahl was doing a Monash geology 

major. In 2005, when she was based at Bath University 

in the UK, she invented the “PRIZM Game and 

Innovation map”. 

This multi-award winning systemised theory of 

innovation is now being used in creativity workshops 

by banking, technology and clothing companies across 

the UK, Europe and Asia.  

Theory takes flight 

The aerospace giant Airbus was Pahl’s first ever client, 

and remains her biggest, with 8000 Airbus staff now 

using PRIZM sessions to stimulate their creativity in 

solving issues from seat design to fuel efficiency and 

passenger flow. 

The path between 1989’s student studying rock 

formations and today’s high-flying “gamification” 

entrepreneur is a simple, straight line – located in an 

intellectual interest in patterns that began when Pahl 

was studying Geology. Back then she was focused on 

Structural Geology, completing a Masters project 

comparing patterns of fracture and shear in tiny quartz 

grain with those of vast rock formations in San 

Andreas and Nevada – she found them identical.  

Moving to the University of Western Australia, she 

began a vast “theory of everything” PhD on movement 

propagation patterns in stars and rocks.  

This had practical applications for the mining industry, 

enabling her to work as a consultant in the exploration 

field. But it didn’t work as an academic endeavour. 

After seven supervisors and five rewrites she gave up. 

Inspired by patterns in Nature 

Yet this intense research into the patterns created by 

Nature set the course for Pahl’s future – she pointed 

her passion for examining such patterns at human 

creativity and innovation, and later codified in PRIZM.  

After immersing herself in a system called TRIZ (“The 

Theory of Inventive Problem Solving”, devised by the 

Soviet engineer and scientist Genrich Altschuller), she 

moved to Bath University and worked with Professor 

Julian Vincent, a scientist with a mission to introduce 

concepts from biology into engineering and design. 

She then did a “human science” version of the  “pattern 

recognition” work she had done for her first PhD. 

Ideas lead to a second PhD 

This time she examined psychology and sociology and 

devised the theory of a “fundamental pattern” in human 

creativity – one that can be described in fairly simple 

geometry. This was the basic prototype for the PRIZM 

Game and Innovation Map – work that was the basis for 

her second PhD, awarded in Bath in 2011. 

“I was able to prove there is a fundamental pattern to 

that way that all human beings think,” she says. “If you 

are a fashion designer or an aerospace designer, it 

doesn't matter. People still think the same way.” 

Pahl recently launched a special PRIZM children’s 

project – “The Future of Inspiration” – in Australia, UK 

and the US. “We are going to train teachers and scout 

leaders. We can reach 10,000 kids with 625 adults. Our 

new product will be called ‘Inspiration in a Box’.” 

 

 

 


