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ABSTRACT

How do students and young professionals in different domains currently engage in the creative
process? What are some common frustrations people have with their tools and processes, and how
are they coping? Combining data from user research, self-reflections, observations from teaching,
and drawing on the current literature on creative cognition, this thesis aims to bridge the theoretical
findings on creativity with real-world applications, by designing artifacts that will make the creative
process useful and accessible to individuals on a day-to-day basis.
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NG

L— Temindmap 1 created

as a way of Hinking throvgh
my thesis topic.

WHY DID YOU
STUDY CREATIVITY?

During the course of a thesis project,
people will often ask: “Why did you decide
to study this topic for your thesis?”.
Perhaps it's a way of politely trying to find
out what it is about the topic that compels
you to want to study it for one full year. So
to begin, I think it's important to explain
briefly the motivation that inspired this
project in the first place.

IT ALL STARTED WHEN | WAS YsuNg:
Bver since | was lithe | liked dvawing and
(reating things.

1 Voved to make

WHEN | WENT ™ CoLLEGE, T £ake menus for
Yestaurants in

STUPIED € ognitive neuroscience. ,  raraiar

, touse abile phvase ... -
" i¥s looking at how +the -
Softwaye of the mind is -
implemented in the hardware
of the brain " (soreY,SuEnTISTS.)

T LEARNED THE ANSWERS (0R, AS MUCH AS WE
HAVE AN ANSWER FpR) To LoTs oF REALLY INTRIGUING GQUESTIONS *

BUT... | REALLY WANTED To kNow THE AvsweR To L &uestion
IN PARTICULAR:

how does creativity work ?

T loved it whenever T came up with an idea — it was
THRILLING but wWhat WaS going Onin My oxain
Whenit happens ?
T WASN'T ABLE To QUITE STUDY IT WHEN | WAS IN COLLEGE
BUT WHEN | ARRIVED AT GRADUATE SCHooL , | THOUGHT IT WouLD

BE A GOOD WAY To LOOK AT THIS RUESTION AGAIN, THROUGH

THE LENS oF desagh.

THIS QOUUMENT 15 A

REWRD OF THAT JOURNEY...

12| Project Definition
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INTRODUCTION o

Some interesting problems for
THESE METHODS RESULT IN AT LEAST 2 ISSUES MERE :
Creativity is a complex, ill-defined a

concept which researchers have studied — E S @ N ?
using a variety of methods. Most of this B ] 5,
research falls into one of two camps: INDIWVIDVALIST SO0 CULTURAL - @ DO THESE METHODS ReALLY ADORESS

Rolling with the Punches

/. 7, | RIAL‘ W@ R\\.\D !LQEPU WW_Y ? findings fom these two approaches
e L . L divi du enerate ond execute ide
3 Creativity is Studied based - Douses o ENVIRONMENTA L e, tenl o oty Sothat they better reflect the
on PERSONALITY TRAITS and factors, such as cubture,

expevience of an individuay going
COGNITIVE PROCESSES oraanizah mal climate, o INDWIDUALIS T APPROACHES —

voughn the creative process.
Social dynamics m::armg‘f ‘\""‘:‘\'M @ How to make the information Govn
I 0its these two approaches move
Useful and accessible.
e, et How bo 17
| o, expevience in favor of the USER. RESEARLH METHODS
A, T o
J Ovsup / ovganization FroM pESIGN
‘ ' Aims for a deep
b s Tk gy Sudgng prcnbent Lokg 8 @) © Uetesioning ot an
Yidi | tests measurng v gures e o -wi o S . .
Pi%:igafﬁf,‘?m"fmu relafed to creakvity  respective domains  PONES on bowt (@ Many of these findirias . indiidual’s expenence
brainteasers) shucture teams ave curvently mly accessiole - o
HOWEVER. ... ~ Vo via. books and pumals How can insights fom sudh an investigation
) Inform the design of a PROCESS or Tool
that helps individuals to facilitate or
o Studies often take placin cntwlied oNot sute i these o Not always chha:upsm‘eir ‘:re a:.‘ ; bon 5'3’
envirmments using pblems tal fndings velate topesple  aplicable o . P -
have well-defuned Solutions already; in their dluj—h)—dwj the manvidual NST Just but peopke in different
which is pblematic because issues lives aes ime w oomains tovo . e
in fhe real- wexld that require R ‘L/d : . @
creativity often arent so clean and A bj Tt
Clearly- defined ¥ ”

14 | Project Definition
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GOALS OF
THEPROJECT

The goal of my project was to answer

the question, “How can the design of a
process or tool that is informed by creative
cognition, facilitate or enhance how
students and young professionals working
in a variety of domains develop creative
ideas and act on them?”. To do this, [

first broke down the question into sub-
questions that needed to be answered.

What is creative What constitutes a process?
cognition? How can What are the benefits and How are individuals
findings from the shortcomings of designing a currently engaging in the

process as opposed to other
potential design solutions?

literature be applied to
the design of a process?

How CAN The Desuw OF! A Peocess OR TOOL THAT IS

design intervention?

,_-..__

\ e e~ = =

VARIETY OF DOMAINS DEVELOP caefc'_r\y_E__lpr::t_\g AND
.‘i:‘\_(:ﬁ ON THEM? \ How is a “creative idea”

-~ What are the unique needs defined and measured? Is it
\) of students and professionals the same across domains?
that qualify them for creative
process instruction? What

domains in particular would
benefit from this instruction?

What are the factors that
enable or hinder idea
execution? An idea is
ultimately worth very little
if it is just developed and
not acted upon.

AcHIEVING THIS GOAL ...

et e @ R @ ARRR

Mseﬂ UTERATURE  Se) F-REFLECTION (0 BSERVATIONS Tools AVDIT
revielw FROM TEACHING

MEASURING SUCCESS ... @et qualitative feedback

Som pesple and see it
s positive

Rolling with the Punches

creative process? Where
are the opportunities for

16 | Project Definition

oCOPEAND
LIMITATION

Through the investigation of creativity

in a situated real-world context, this
project aimed to develop a process or tool
that supports the work of students and
professionals who regularly engage in
creative activity and fits into the context
of their lives. However, it's also important
to keep in mind that due to some key
aspects of this project (such as the limited
timeframe, the users [ have access to, and
the research methods at my disposal) the
insights and design concepts from this
project are necessarily limited in scope.

scape

b NOT ONE-SIZE-FITS-ALL
This pmject is not meant 4o be o e -size-Fits-all
Solutim that will pomise the Sudden generation
of Transformative ideas.

LIMITATIONS

NS— » CAN'T CAPTURE THOUGHTS
- an Creativity is Wnherently as much a
et m A inkni A i .
caNor ) T €T choture Thinting activiy asw\‘xd is Te:feraahzmg
C“"“’m) C the Shower one's ideas to thew - Therefore
(%03 usually - T cononly study Some aspects of

(reativity to ex The exkent Yat it can
be verbalized oY obServed

> JUST STUDENTS + YOUNG
PROFESS\ONALS
The final design concepts may be move applicabl e
to just Students and young pwfessionals
This gwup also Was access to things that a
broader vange of indiduals don't like
Formal mentors, tools ; and foumal education

Project Definition | 17
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ol GNIFICANCE

This project has the potential to
significantly impact the field of design
and society at large, but in slightly
different ways. For the field of design,
this project aids the communication
and teaching of the creative and design
process, while for society, this project
will help people find new ways of
investigating solutions to economic and
social problems in our society today.

FoR tH

RELD 0F DESI GN:

6N
D% cess
g zg

-> Many analegs between
deSign pvocess and creative
process, Se it should help in
‘reac\nmg the design pyocess.

bramshwmm % %
COMCRPYS 11

process.

-> May help desSigners betrer
tommunicate their thought
ond woxk process

sigh 19 E.9. A designer CaV\
?lekﬁi.gl?i:’.a exvlaw\ wh-trrs gosd
Generation notto jusy choose the
in the Creative

Arst idea that (oYnes vp

Vo

Yet despite the acknrwledged impovtance
of this Csynthesis phase of the desion
Process , synthesis appears magical when
encountered in pwfessimal practice.

THE IDEA 0F DESIGNERS AS MAGICIANS is
on Intviguing metaphor, because their

Wk is mystevious and the output can 5

Rolling with the Punches

ForR SOCIETY :

145 impovtant to understand
how the creative process wovks
in order to tadde the ssues that
Contempoavy sodiety faces.

(© conorion oF PLENTY
Consumers ave Satuvated with choice, so tradifional
diffeventiators like cost, reliavility and features
are no longer envgh 1o keep & business velevant.

@) coNDTION 0F COMPLEXITY

Ubiguitous computting i here. Everyining is Sodal.

Complexity needs to be tamed!

@ ConNDITION OF AUTOMATION
TIf a task can be defuned as o gevies of explicit
Steps and repeatable lsvps, it's likely in the
future there will be an electvical or chemical
Solution that Can do it move e@(;edive\ﬁ.

(@) CoNDITION oF DECAY
Thifgs tend towards disovder. B lot of things
0re broken or about to break. Tor example:
eancation , Govemment, health cave.

4 conditions chavactenstic of Sodety today
that make it impotont o Wndestand
how the Creative prvocess wovks:

V2 1'4

’M///M//I A

::{)'ﬂnese cmditions vesult in economic and social

Daniel H.Pink alsp echoes these
1deas in his book where he
talks about the “creative
enomy” He also adds thad
busimesses should focus mace
0n CREATIVE ASSETS like:

) BF) o

DESIGN  STORVTELLING  EMPATHY

® WY

PLAY TEAMWOR
QS a complement to
Things thak are prized
i our “knawledge
ecmomy’ sudhas information
andl expertise.

issues (such as e replacewient of jobs with roboots
or the byoken health care system) that are becoming
increasingy difficult 1o solve withiowt inovation
and creativity. To move Society forward and solve

these pvoblems, we heed to understand how the Creatite
process wovks.

b phenomenal and tremendously emoticnal.

— JoN Kolko
EXPOSING THE MAGIC oF DESIEN

18 | Project Definition
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RESEARCH TIMELINE

After thinking of some initial research
phases and activities I needed to
conduct, I created a proposed timeline
for this project. However, I also included
a timeline here of how events actually
unfolded, for comparison:

Rolling with the Punches

SEPT 0CT N OV [ rts MAR MAY
S — I | i 1 L f \ R
- | L T T T T | }
K PREVOVS SEMESTER & SUMMER - WQ
Backgrwund researcn 1 IRE aoplication MIDWAY PoSTER FINISH !
Conduct preliminary inferviews it *'géb\';"f\f“ /
EXPLORATORY GENCRATIVE UNGPTING P PROTOTYPE SolUTionS ALWATE SOLUTIONS + REFING RIT 1S
r RESEARCH RESEARCH + [DEATION | EVALMATE W RITE THES
w READ EXPLIRATORY Canpvze (| oncermnas gr | 8520 e w GRENERATIVE  aNALVZE SKETCHNOT
e 3 A== , PROTOTY PE CoNCEPTS E
l HTERATIRE  ResERRG Comwesize | | PRI weep wp | oo | REMEW RESEARCH Lswmirsize | |+ EvaLvaTe THES IS

20 | Project Definition

LESSONS LEARNED ...

> Foctocin \ots of time to analqzi + synthesize data.
Impovtant to have time to let it “Sink in"”

¢ Factor intime for prepawing posters for Yeview sessims

Project Definition | 21



EXHLORAMORIBRES RARCH

—————




Rolling with the Punches

BACKGROUND

I examined a broad range of work—from
scholarly articles to books geared towards
the general populace—to gain a better
understanding of the current state of
creativity research. The following is a
review of a selected number of these
works, as well as their design implications
for the project. The works are organized
around three contextual frames: creative
processes, creative cognition, and
creativity strategies.

CREAT\VE PROCESSES

Educa¥imal reseavdher Mel Rhodes poposed. in 198F o Classification system
fiv thinkaing abowt vavims aspects of Creativity called -

THE 4. P'S 0F CREATIVITY

(>4

O P

ProcEss PRODUCT PersoN PRESS

ink what what Ewinnmental
mx“ es+ Mokes  wakesa  and whwzl
toole o% go  MEMING - peson - poctoct thak
Creafive process creative?  creative’  affect (m\,ﬂn .

My QVD]C(;\' will
mainly fows

on PRO ESS[ Md
+o o covtmin exlent,
PRESS, o0

AN ANAWSIS 6F CREATIVITY
MEL RHopes, 19287

- e . = - = = =

But...

IWHAT ARE SoME OF THE DIFFERENT
MoDELs OF THE CREATIVE PROCESS
CREAMVITY RESEARIMERS WAvE PROPISED

THROWGHMT THE YEABS? c_________l>

Rolling with the Punches
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THE ART O F THOMGHT
GRAH AM WALLAS, 1426

e WP e e e Em em e e @ e S wm e e e

wallas prwposed me of the earliest models of creativity .

T covisisted. of § stages:
. (V8]
Mind i understunding v°
PREPARATION | the problem 2 its he
J Consiraints
Problem is ser adde 2%
INCUBATION fix o while, 65 k" f
he mind works m ~] )]
it inthe backgwund.  f———my
The moment of 3 @ z
TUUMINATION | {aSight whien the ¥ A
- Solufion becomes

CONSUMS .

Soluion is checked o)
( VERIALARAN J for appwpviateness . %-

Solution is further
ELAGORATION develsped -

This model lays the fundation for medels produced
by other creativity reseavthers .

(th!
MIHALY CSIKSZENTMIHALY |

descibes the creative process in the
same way but adds -

THIS CLASSICAL ANALYTIC FRAMEWORY
LEADING FROM PREPARATION To
CLARORATION GWES A JEVERELY DISTORTED
PDICTURE oF THE (REATIVE PROCESS \F
171S TAKEN To0 LITERALLY . CELABORATION]
Is puncIUATED BY Small epiphanies .. \
THE PROCESS 1S LESS LINEAR THAN RECURSIVE ...

R.KEITH SAWVER , author of EXPLAINING (REATIVITY
adds that sihee the creative pvocess can vavy fom
persan to pevson or pw)Qd—{o-DroI\Ed-, some
Creativity vesearchers prefer to referto them as

"WABITS oF THE MIND"  "DISCIPLINES”.

=3 The point is, ewen Wough credtive process models
might bo desovibed AS CLEAN and LINEAR., its pbably
not the wag it actually manifests in the real world.

Moke LiKe THis?

Exploratory Research | 25
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over the years, creativity researchers ond waking professioals
have produced numevsus modelt of the creative process .
Tt5 hard fo review them ALL but a few T \ooked at ave:

- e WP e e e = e e Em @ e e e

EXPLAINING CREATIVITY

R.KEITH SAWYER ; 2012

- e WP e e e e e Em @ e e e

explatinin
Cfﬂmvlg}jb

T R.Keith Sawyer (creativity reseavther ot Washington University
in St. Lovis ) Wis Model was develsped by mtesrahing aspects an d
Stages fow other researdners’ models:

(@) FINDING + FORMULATING THE PROBLEM

@) ACQUIRING KNOWLEDGE RELEVANT To THE PROBLEM

~

Difference
BETWEEN
@437
poda =

Acquiring knowledge here Means
acquiring demain -speckic
wowledge (e.y.studying mediGae)
while gathening Information
involves wve conduching vesearth
and gething information Specifically
v the problem

3 GATHERING POTENTALLY RELATED INFORMATION
(@ TAXING TIME 0FF FOR INCUBATION

() GENERATING A LARGE VARIETY OF IDEAS

© COMBINING IDEAS IN UNEKPECTED WAYS

@ SELECT THE BEST IDEAS, APPLYING RELEVANT CRITERIA

© EXTERNALIZE THE IDEA USING MATERIALS AND REPRESENTATIONS

Sdwyer emphasizes that:

* these Stiges may Imay not happen nonlinearly

* o poject will probably have several mini-insights
Yother than one BlG Thsight “)_

g 8 3w

oo

fr Haward psytholegist Shelley (arson,
her wodel is Similar to Wallas’ model
except With an additional TMPLEMENTATION
stnge where e is tying ‘o bring the idea
to a wider audience.

Ju ‘ '
(A% . KIEKSTARTER
/é meementaTon If - — ‘v_ Aﬁiﬁ k
‘ [ | w—]

SHELLEY
cARSON

N

= IMPL CATION'S ToR DESIGN

® Most models of creativity closely model
the oviginal model proposed by Wallas in
1426, Yough some reseavchers have
expanded or elaborated on some stnges

° Many researchers stress that the process
likely tnfolds iw o nonlinear Fashion

> Foc this prject, these wmodels are o good
s\'amlhﬂ Pownt fiv understanding, Mmapping,
and prtentially interprening my fundings
How user vesearth

Rolling with the Punches
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CREATIVE COGNITION

Ancther area | woanted o look at R this prrject Was Creative
Cognition ; partially because of my bacdkgund in neunscience
d also to gain a more thovsugh  understanding
of the diffevent stages of the creative process.

WHAT'S < THE ABILITY To BE (REATIVE

CREATIVE < Soeoie ot soncrons,
GOBNITIEN

BUT PATHER USES &UiTe NORMAL
"/9' -r’é. Evevyme e be creative! j
has the ptential to g

MENTAL RROCESSES EVERYONE HAS
one of the first workes T looked a¥ was -

Me, in a pasrlice

-t e e Er a B e e = e e e e =

CREATIVE COGNITION

RONALD A. FINKE, THomAasS B. WARD,
> STEVEN M. sMATH , (946

CREATIVE THMGHT # a function of nymal human thowghnt
protesses , and we can study these pvocesses . .-

CREATIVE
NON -CREATIVE THMGAHT
“HOVGHT

upwith
Wgerms"”
oy seeds”
ofanidea )

ONE ARGUMENT ?
ook at Language 5

(x| cnazy Banavas Wever
LopkeD AT KTES SO
J < posARINGLY BEFORE !

We emstruct novel utrevances ALL the fime .
Thouph they Moy not b2 considered " creative”
by sthers, they are original (at \east sometimes ).

oo

They also present their general framework
for creatrive Cognitim, called the

GENEPLERE

GENErative MoPEL exPLORE phase
rvhase

SUCTUTES | explove these
Gorms Iseeds of

Fows o oanidea

N Epana mowee¥ X

- & ’

Product/
(reakive
Conshrants

puning exploation,
mighffind move
problems, 50 need

40 foous and geneva
move ideas. oy
expand a nanow
concept.

€.9. Must (st < $100
usable by children +
tlderly

Exploratory Research | 27
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They also provide o overview of the cognitive
Psychology -based veSeartn conducted in
creative cognition So far, going in-depth
and looking at seme of the mental processes
involved in ldea Generation.

A FEW
Fﬁd (ESSES
lNM IEDAE‘I Glememﬂoh}

CONCEPTUAL EXPANSION
€.9. Taking the toncept of "Creature”

onad exkem\mg i
¢ reature
’ underwnrer

CoNCEPMAL CoMBINATION

e.g. looking ot what isthe
emergent concept when you combine
2 unvelpked concepts '\'oge‘ﬂner

CREATIVE IMAGERY
¢.9.Envisioning and interpreting
what gomething could BE

wm

J Chlps&D\p

Coma

ot
lens” N

rempye

= IMPLI CATION'S ToR DESIGN

- studies a bit in-depth fir this prject, in that they
90 into detail abowt some vew Spedific mental processes

° one BIG takeaway: creativity is a universal capacity
based off of the same underlying mental
hardware we olready possess

* there'e still lots of creative cognition debates
’r_hat' continue today, because the process ise\®

15 56" complex

But, how does creative cognition play a Yole thwughout the
treative process ?

YouR CREATIVE BRAIN
SHELLEY CARSON , 2012

Of BusH

(ason believed tat the main
difference between highty

Creatie people and welly Just M
people is Not in NEUvdanatomical 21> fiase

Aifferences , but in how we mv‘j'fghevem CArSM’S ’re\(m fr

- OCHvOTE and Switeh S between (EXceptyy, ing 1 these bvain
a'\ﬂ'UQV\T byoun adivation Pattevns. EInng/n %) octivation P(xﬂ’?ﬂﬁ
A 2010 study by Darya zavelina THE Stroop msz}

ond Michoel Robinson olso
Suppovt this idea that creative
people demmsivaie move

COGNITWVE FLEXIBILITY.

green blue red blask

TaskA: saythe wod ™ (reative
pLople in the st
TASK B~ Saythe CobRthe  Weve better afswufchm:‘d
Word (s Writtenia  between the tasks

Rolling with the Punches

She came up with several brawnsets
impoviant to creativity...

The 7 brainsets thax make up

her CREATES model include:
ﬂher famewod’s name
£y GONNECT Bramset
@ e t2ing Comnectims between

disparare ideas

REAsoN pranset )
* involves planning , makn
deasims, and 1ogical problem
Solving

ENVISION Bvamnset

- fnwolves inking visually and
imaogining “whati€" scenavios

a¥ }3

v ABsor® Branset

- which nvolies openmg up
one’s mind o new nformation

TRANSTORM Brainset

* which Muslues Tming ones
heaative feelings (e.9.
disappointment ) into creative
Works

EVALUATE Brainser

* which iivolves wdaing
whether an idea will be
useful and appropriate to
Take fowarad

STREAM Braunset
* which inveles when me's Thoughts
and actions come together
hamoniosly, suchos the
feeling of being “in thezme”

J.af}

How do these bramnsets apply to the
creative process?

She talks near the end of her book
Obsut how these bransets opply
1o the creative prwcess.

(:; CB
GENERATING
CONNecr 1’ \DEAS
/’ GATHERING
IN fO
A%DKB (more open'tand
uexplovatory” stages)
REASON /—L’) IDEA
EXECUTION
— Y g
(need to fovls an
EVALUATE make ideas AYQN“U‘

=D IMPLI CATIONS ToR DESIGN

¢ Carson’s CREATES mod el is an
approadnaldie Wow of thining
about Mental processes
Owe involved in the creative process

o 1f vaing treative uly dees involve
Switthing between “vainsets',
there’s an eppotunity o design
things that suppoct avaiety ot
These mental processes (e.4.

O Yool That suppovts idea evaluatrion
o fuilitaves wwlaing Yin the zone”
[stveam bvainsexl)

Related to cognibion is the vole of
0ffect (a.k.3 em oClond’)

on the creative process.

TAMES L. APAMS (Author
of Conceptual Blockbusting)

*EMOTIONS LEAD,
NOT foLLow. ”

Cin ferms of hsw the pvain
deYermines what achioms totake)

Intereshingly , Carsom also tsvches
(N the role of emotions /affect

in the creative process:

open to new

1deas + Solvtims
é  sourcesof

v\'\ml\gﬁ
EES
N\

PoSITIVE Ao new
MooD Combine
o\’- le.
Fﬂ (ENT\DN
\ fixing and
NEGATIVE so‘v‘%\ 3
Moo delml, wha’cﬁ
Yealishc
perspective

28 | Exploratory Research
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penally -- -
EMOTIONS ve AFFECT in PSYtHoLOGY

whoX's the difterence?

@©?

AFFECT EMOTION
movenongpecific  move \nterruptive
ovd prvasive ond acute one-oft
Pepling state s feelingctates (angn),

Ckingoflie moodl)  Suvprisead, o, etc.)

There art also Vavions other studies
that support the relahionship
between emobiow [offect and
Creativity.

A 2607 Study by Tnnifer Geovae

ond Ting Zhow found that

with empleyees in a Workplace,

Creativity ncreased when both
T0SITIVE AND NEGATWE M00DS
WERE HlGH.

bé.%uo gi‘%&&

Teresa M. Amabile,

o reseavevier at Haward
Business School, und  Teeec awasne
thet there was a Simple linear
relatimehip bexween Positive affect
and Creativityin ovganizaxiow s.

A good oveniew of tve literature s in the book (unsurpisingy named) .

— e = e e e s m—

AFFECT & CREATIVITY
SANPRA W, RVSS , 1993

— e e e e e e e e

Russ presents a framewaorde
That shews the relatimship
between offective processes,
Creative cognitive processes
ond pervsonality traits . Moce
impovtantly, she shows how
akfective processes Play a wle
in wallas’ model.

TR EXAMPLE:

An individual L
thinking up ‘atfect-laden
thou h\gs " thot might

=~
] -
Thaté o horiote | Provoke stvong emetions

iY anyways.- - will e betrerat bmthbernj
because their thaughts
ore hot constrained

WALLAS' MODEL

; AFFECT\VE PRUCESSES g

PREPABATION | - _ AFFEQIVE

A\ = - _PEASVREIN

e ¥ (HALLEN 6E

INemBATION

\ I excitement andh
\ 7 tension 6om finding
R I ond werkang on
~_ ) 1 o problem

ILLUMWATION | 1

< \\\\ /
\ \ 7~ BEING Ok WiTH
Y INTENSE AFFECTIVE
A THOVGHTS & ANXIETY

N \\
J < M\ _ AFFECTIVE PLEASURE

A oBleM
/ R \\\\ IN SOLVING A PROBL

VER\FILATION Ny

= /== =% PRIV TV ConRoL
-7 RFEECT

L -
EVARORATION ’ /

b

= IMPL cATIONS TOR DESIGN

> Pffeck and emotion have been
ghown o Play a wle in the
treative process, So it's good T
keep them in mind when creahing
design concepts

o Russ mentions that her framework
needs to be venified intne
Yeal-wovld, and design can help
do this

* Looking of the role of negetive
abfect is an avea svie said that
0lso Needs Yesearon

Rolling with the Punches
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CREAT\VE STRATEGIES

T aleo looked at e \itexature
wWhat T call cvestive strategies”,
which are stmtegies an individual,
gvup, or ovaanization can
undeyake to e move creative.

... BUT IS IT EVEN PoSSIBLE
TO BooST SOMEONE’S
CREATIVITY ?

R.S.Nickerson povides a Few
good points in his book chapler:

- = et o - = —

ENHANCUNG CREATIATY
in. HANDBOOK OF (REATMTY
R.S.NICKERSON , 1998

— e e e em e - = = —

He first reviews 2 0wreas of
hrerature .

TRAITS

COMPETENCIES INSTRUCTIONAL
ATTITUDES PROGRAMS
0F CReATIY CLASSES
(SELF-CONFIDENCE, TEACHING
itiibe iy
CURIDSITY,

KNDWLEDGE ) —

A
i

HE VERDICT?
THE VRO

He emncludes Tat its havd o rell
if pogvams and classes are

effective ov not, so 2/ ?
its wovkawhile to qﬁo !
conhinye vesearcn IQ?
ntoit.

HOWEVER . - - Nilkevson believes that
in the end what tnuly makes a
difference or an ndividual with
veasmable infelligence and potential
5 {SYB_ DRIVE.

7 : MoTIVATION.
/)

Wi, (VMMITMENT.

= IMPLI CATION'S FoR DESIGN

o Theve's an o'ppw\'u\n'\kg to supperk
the factes mentined above, such
as Yenawraging cmbidence and
willingwess totawve visks" and
U promoting suppeviavle veliefs
oot Creativity” (you can be
(reative , v addifion to Cogritve
Stvateqies.

Another spportunity T See 16 4o
moke shategies that help
People overcome Stumbling blocks
inthe Creative process move
agcessivle and actimable.

CoNCEPTUAL BlOCKBUSTING
TAMES L. APAMS, 2001

— > e = o e e - -

Adams tolks about difterent
types of blocks thatimpede oue
ability +o“conceptunlize” a problem
and solve ir Creatively.

CATEGORIES

— of ——

1B >0 CIRYS
C —A~ B
|. PERCEPTUAL BLOCKS

o prevent us Gom perceiving the
informatim needed +o solve the

problem
e.g. Seeing a problem fom vavious
viewpoints 5

>ER

2. EMIMONAL BLOCKS

. Stem fom suchas takng
risks, failing , Feeling lost /chackic,
0 being judged by cthers

= wow
B 0Bl
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Another oppovtunity T see s
to make strategies MoORE
ACLESSIBLE AND ACTIONABLE
to help people overcome
stumbling blocks in the
wentive pvocess.

— e e s - e wm - - =

CoNCEPTUAL BLOCKBUSTING
TAMES L. APAMS, 2001

— > e = o e e o -

Adams tolks about different
types of blocks thatimpede ove

ability to°conceptualize” a poblem
and solve i cvea’ﬂve\s.
CATEGORIES

— of —

BLecRe

c )

|. PERCEPTUAL BLOCKS ‘
o prevent us §om perceiving the
informorion needed o solve the

problem
e.9. Seeing a problem fom vavious
viewpoints o

i

2. EMIMONAL BLOCKS

. Stem fom suchas takng
risks, failing , Feeling lost /chackic,
0r being judged by cthers

— Wow
By [0 )

3 CALTURAL / ENVIRONMENTAL BLOCKS
o Ore o vesu\t of the sodiocu tural
environment we are in ..
taboos / cutbural beliefs /distracions)

afing with
fefy Rand

4. INTELLECTUAL [EXPRESSIVE BLOCKS
« involve not Using the vight mental
strategies or not being able to
recovd /express the ided pvoperly
]

.. ysing a diagvam X
to solve a math problem ZL‘E}E 2

Adams gpees on to dis cuss vavigus

s o’ LECLIBUSTERS

A GUESTIONING 3
ATNTUOE .
We ask \ess qu estions
as aduVs becanse
we are afvaid of expssing
lack of knawledge

THINKMORE FLUENTLY
AND FLEXIBLY

lists are a qeod way, to
xpand one’s avi lﬂ.uk
to cmcepnalize o€

lots of diffevent ideas

WoRKING ONTHE
RIGHT PROBLEM

we tend bo wovke m

problems That we're

comburtable with or are

the most apparent’; Ccraie
sometimes we har to

find the voot high- ke G
impact problems painkillers

W oo THINK ABOUT

(ko9 Provs THINGS 1N TERME oF

el THEIR ATTRIBUTES
to break sut of a mental

< awp  TUFand See Hungs in
(v YL dnewiigny

= IMPLI CATIONS TOR DESIGN

° help people aan a better Sense
of-Weir own pvdeess, so they
o e aware of What types of
blocks they ave stmgging with

o design concept comld encsurage
Pesple to tvuyont modifications
or improivemients to their process
(maybe with some “blocbugters”)
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Althowgla not specifically about
the creative process, Art
Markman's book pvsvides Strutegies
m Uhow to solve problems ond innovaie !

—
—me
smact

ing

1?;!

- e = e e = o m—

SMART THINKIVG
ARY MARK MAN , 2012

—em = e s e e - —

Requires develeping
JWHAT’S | ooyt navits o acquire
sm.aﬁ.' s [ high-quality knowledge
thinking | anaapplying ther

knowiedge to veodh goals

Y How To po THIs 2 {

Q) Devewr sMART HABITS
Hawits can be useful o detnmental
to our productivity ana twinking.
we gexvidof bad Wabits by
remowng triggers and replacing
it with ancthner action.

(@ ACQUIRE HIGH-BUALTY KNOWLEDSE

we mly remember a small portion
of what We expevience , So we
need to be proactivein 1hfluencing
how we remember infoymation.
§~_'j_~] Wwe can only pay atientionto

3 things at atime and

recll gveut 3 things for

an expeienc . so for

ameeting . .-

PREPARE PAY ATTENTION  REVIEW

afs] =

@ WSE HIGH-GUALTY KNOWLEDGE

WHEN NEETED.

To do Tis, we heed to be able
to g up knawledge when
weweed it. Making mental
tmnectios ond i%‘ent‘im'mg
e same pyoblem in other
sitvations

e.q. Desevibe o problemiin ivs

essence, deemphasize
sbjecs in the problem

Redesighing a
vaccuum,
ove you tryiing
Tomake o
better vacoum
or 0. different
wayos
Sepavarting dirt
ond aic?

= IMPLI CATION'S TOR DESIGN

o My design cacept com support
pesple in acquiring the
high- quality knawled g2 Markavan
talks about) or in the creation
of smart Wabits

* help people becwve mne
aware of +he problems
theyve wovkzed on befive wil
ne\p apply their knowledge

Cavson’s bopk also 0fers a vaviety
of exevcises Yo prowctice nvoking
eadh of the “bransets” in her
CREATES model . Sowle examples
of exevtises:

ABSORB Bramset (being open to
new Nfoymation inthe enviymment

OV I sur minds) ,
% Notice newthings W"%
Y Tnying new food W

ENVISION Brainset (involwes
Mmental imagery and imagining
“what iF” scenomnos)

> Imagine the floor plans
o your house

> Imagining a mental :
holiday Spot %

CONNECT srainset (making

cmnections between disparnte ideas)

5 Word associalion
Honsion

bounce
walk foll
Seasns

O Altevnate uses fof
MINI RAKE

N
WEIGHT
IRON %/_ MVER
SOURCE WA
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{ A FEW CONNECTIONS [sNERLAPS
between TMe LITERATURE

Here s a chart sShowim g Same velationships and overlaps between
e Wrerature | just reviewed :

WALLAS PREPARATION INCUBATION k 1LLUMIN ATIoN \ \VENH(ATWN | | BrABoRATON \
1426 'L -
. —= ===
\
CARSON YREPARATION INCUBATION ILLUMIN ATIoN VERIFCATION DABRATON | 1 \MPEMENTATION |
2012 ‘o \
EXTECNMIZE
s Mm HND ¥ A(—&U‘QE 6 A—“‘\Eﬂ GIENEQATE COMBINE SELelT
wiz | | Toewuse | | puguoe | | Inro | | NOUBATOV || BUREER || weks ) BEsTioeas || THEWEA
avee, | N Rt Z1 <" —
wARD,’ 7 GENERATE EXPLORE + INTERPRET
S‘I'\Q‘I‘T" o ' PREINVENTIVE STRULTURES PREINVENTIVE STRUCTURES
b . ! .-
’ i - -
MARKMAN PEVELOP ApPLY
2012 VEVELO® HGH-aUAUY | | HigH-RUALITY
SMART HABITS | | x\owLEDGE KNOWLEDGE
—

ADAMS PERCEPTUAL
2010 Blocks

iNTeweauatr/
EXPRESSIVE BLOCKS

BLocks

\ ENVIRONMENTAL|  ( applies to all Skages)

Rolling with the Punches

> There are many aspedts of

WHAT DOES
[TALL MEAIN?

(rea’ﬁv(hd, and even at an
individual level the design concepr
Cruld potentially adderess
Cognitive, conative (drive|metivation
or affective parts of an individual's
ex penence

Many books and studies her®

have offered good recammendation
on Wiow 0 be move creative; however,
my design Concpt Gawid prientially
malke this informatian move accessivle
oand Gctionable , particularly in terms
ol helping pesple gvercome their
stumbling blecke

34 | Exploratory Research

TOOLS AUDIT

Since my final design concept may be a
process or tool that aids people in their
creative process, it was also important to
understand the tools that currently reside
in this space, and to know what types

of experience their design affords, their
limitations, as well as opportunities for
improvements.

some of the creativity suppovt tools T looked at induded.. .

(not an exhavstive list!)

BooksS ON CREATWITY

® Eagy-to-use ; just read!
Easyto flip thvough

7 ® Takes time to read and

Z'TQ“Q- 0pply the strategjes
by Mionat (D There's an oppovtunity
chalko tomake the cwmtent

move pvactical / accessible

(=) C(oLLABORATION/

. gaga@ PROTECT MANAGEMENT TooLS
=222 B | @ Affords team cmsensus,

Tovos
—

— ond oowmentation of
process

® Binds yeu to the wovkelow
of the “application
A bit of & \eavning curve
@ opportunity to help
people wovk tooether
using their own
wovk€low

[¢ e.q- Basecamp

teo
The Creativity
Wovkshep

WORKSHOPS ON CREATIVITY

@ More s on opelicable
ond actimable strategies

® Cost money and are
usually one-of€ events

® Ovoovtunity 1o provide
the same amount of
guidance W an cmgoing
format

METHOD CARDS

& Povtable , easy to
Blip thrsugh plce
& method . Mini
Chunks of info easy
10 digest.
® Can be difticutrto
Sigure ot how to
use them together.
Maysometimes lacke
real-wovld examples.

® opportunity to
present the
chunked-outr
ouidance of method
Cavds in a way that
Shows how all the
Chunks might £it+
together
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%

(@)

2

T e.4. Wordpress

COMMUNICATION TooLS
@ Helps people Wovk

*oge’r\ncr, be on
the same page and
aive ench other feedbalk

&) Not vewy conducive fur

documenting process

@ Oppovtunity to create a

Communicatian tool
that helps people see
Viow their pyrject
Progvessed

(OMMUNITIES FoR.
SHARING / PUBLISHING

@ Welp people receive
fecdvack and view
What other people in
the same domarn
howe done . Can @nd

examplesfom seavch/

tag functions .

® canbe havd 4o leamtto ase initially,
maybenartito find sictthrowgn
all the optipns to find Gevgl

examples of wovk

© There's anoppovtunity
1o help people shave

A pudlish their creative

Work 1n o more useful
ond tavaeted way .

) (RoWDFUNDING

@ PLATFDRM S
@ Allow Feedback
n ond enconrogement

e.0.

K?cks’mrl'er oM a brooder
public. Helps with
¢inawndial aspect
of idea exection .

&) Not too mucw
latitude to mdica\(j
change anidea
oftev campaign

Compound Micioscope__A
SPECIALIZED RPPLICATIONS /
EANIPMENT

@ Desighed o help execute
on vewy specifictasks , of
for specific workflows

¢ hove o stee \aunch. Might
© ?:xmxg cuvwve P be Suteck to u‘tc; igh
(® Theresan opportunity o by committee".
help easier for people to @ Opportumily ko creave
master these tools something that eacilitades
the same §eedbock and
entouragement ot .
NOTEBoOK [ Kickstarter, penops with
SKETHBooK \ess gvoUpthink
& veny easy to use ond
Coan quickly captuce
C Tnoughts . Free-format
€4 conforms to ditferent
Ysegzsm\ﬁok Workflows -

® Not as dynamic as a
medium. Yard to share
with cthevs. Doesn'y
Provide any gu\damo. o
feedback .

() opportunity to creare
Someth'ma with the
Llexiviliny and simplicty
of & nokebook, Yut with
Guidance when it's needed .
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l

]

=4S

W

Y

Based on my literature review
ONnd User reseavch fom the
Explovatovy Researth phase, T
develsped e fllowing orterio
‘o tmipare these tools aganst:

INTEN DED USER-
SCoPE

Meant for individvals™
A+xeam? or o bvoader
wmmunil'g?

TASK-FOCUSED oR
PEOPLE-FOMSED 7
Is it foause d on getting

things dene or fadlitating
intevactions?

USE IN THE
CREATIVE PROCESS 2
1S it used move

duviing stages whee
theidea is being
oenevared or exewted?

GUIDANCE

Doesit provide help
o how to move

thvoug h the creative
Process ?

EASE of USE
15 i¥ easy to use?

EMOTIONAL
SUPPORT

Does it privide
support for the

ups and downs of
the Creative process?

b § < ()
Q‘“s W » g P
sfef ] JEEE | 8o/§ [85/88e/sd /bsE
SIS8 [80/8580v +S8/§0/38/588/88 /52
5/8¢ (2158581 36E)$5/88/588/56 /€55
S5 (83 [3S[SRIS[ 325/ SRS/ 38 /35 [ <8
| 0 | 0| o0 | o000 |00 ¢ °
ala|a 7 a | ® (a| @©
200 200
)
| w|w| ® v | |l w || &
AR U A AR PR MU S R
L -
SupeTE et THRWG- | G IO EXEC | PO | GEN | EXEC
| @ o V)] @ O|l0| © |0O| ©
o @ D ) ©O | © | 0|0 @ | O
© ©/ 0| O @ O|0O| 0 O| @

= IMPLI CATION'S
ToR DESIGN

o Theve’s an oppetunity
in particular to create
Semethng that
povides emetional
Suppovt.

+ Different oreativity

Support tools have vavious
ofeordances and.
limitations, but design
oppovhunities as well,
which my design
concepts ceuld address.
(some of them,\ively

net all.)
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OURVEYS

I sent out a survey fairly early on in the
research process to gather interest and
recruit participants for future research
activities. But more than that, the goal of
the survey was to understand the nature
of people’s frustrations with the creative
process (by seeing what they would
change about it, for example), what types
of tools and interactions make up their

process, and their general attitudes about

their own perceived level of creativity.

WHAT: An 1§-questim Survey
How: = =
uaLTrics " ¥ o= B
S Sl odetes =
i.-,-...—‘-E 1deas? L
= e == TE=
v =
o ===y | J
[ Crente survey using 2.5end ok Surveyvia 3. Malyze vesults by
Oualtvics email ond asa Facebook  Codingrespanses of
vent invite. by creating graphs
(e quantitative dete).

WHO: g% respmdents with 10 pilot Tespandents
WHEN: Mid- September 2012

HIGHLIG K> stins | asked was ...
ey one of the aque Yion u‘ngmwha“}j
|t wenld enable me to @: IF YU HAD A improve my

fQnish a pryject Hom start

o finish Tn atugnitul
ond Eulfillingvnavine”
ond npt hove e perer

MAGIC WAND THAT WoULD , =5
ALLOW You T0 MAGICALLY
IMPROVE ONE ASPECT oF A
out abthe end and THe WAY Yﬁ"‘ Cxéﬂfgg{'z

LoSe inrerest ¥ % W0 RK WAT LY[;’\‘[ oos ’ "Create more ours
G ? WHAT Weu ’ the day to wok m them"!

—5. .
he know-now '

4 .o
WAIl of my most creative Q;i implementatiot
ievds Who are all over m
the woerld now tobe (

"The magic wand would
£force me tostide to my

i i errer...
Sittuing ot e sayme time schedules b ;
Yavle u%ifh me o think if lagnered 4o +\r\efv\ vd
of ideas" &6 Desweral yeassinihe

= Sfuture, goals-wise! i

“Something that ¢ ‘
v,(vuw\\ol Sooy&tgrsemg P “Stop beings $o afatid
h my ’

N o make and k... —
reality" G I | often agonize an o
/7 » 541 canttoerstarked 037
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FINDINGS
\S e,
e Both designers and nm-designers feltthat :
they had oppoctunities to be creative J__
(54%b and 40°l, , Stvovigly agree / agree respectivelyd
tut!
PEOFLE FELT THAT THEY WHY CoMPARE
o OFpeomE Y 77 WERE NOTREAGAING  ~~_ DESIGNERS /
45 / N ANoNDEsley  THEIR CREATIVE POTENTIAL ®/ of TEOPLE NON-DESIGN ERS 2
® FIELD FELT THEY ARl
WEREN'T REACHING e $_/ I houapt it would
THEIR CREATVE benteresting to look
PTENTIAL at diffevences heve
because peopk
design t\dpim\ushawe
@ What this might point to is that while people ;:’(";s:‘;““:‘k‘:a::
Peel theyhave oppovtunities to be creative ok Creative process, and
- )
work ] school , there are things thatare becaise dsigners
preventing them from Feeling like thevve reached ave typically Seen as
their creative potential... but what? warkingin (roditiemally)
L “creotive” Relds.

® The 'magic wand " question hintsatsame potential
reasons. The respmses, Coded into categovies, fell
into these buckets:

a1 MORE TIME+ EFFICIENCY T3

42 BETER POOW-THROUEH =D&> .
#2 MoRe EXPERTISE ANDSKILL IN A DOMAIN

4 MORE PERSISTENCE AND MOTIVATION |7

.

A...Meh. [2
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INTERVIEWS

From the surveys, [ was able to recruit
some participants to interview more
in-depth about their creative process (I
also turned to personal contacts as well).
During the interview session, I used the
“directed storytelling” method described
by Shelley Evenson’, where a participant
tells a personal story of an experience from
their past. The goal of conducting these
interviews was to understand more deeply
the types of frustrations people encounter
in their process, situations and places
where they felt most creative, and gain

insight into their notions and self-perceived

level of creativity.

-

WHAT:  45-minute inferviews asking people te +alk absuta specific projedt
How:

inerview.data Nov2
guestim |[P2 | P2 [P3

— ==

O Availablefic inter...
0 Avalableforiater...

O Availablefo inter... =
a |ntewiew? (2)

a \nterviewtime 2
o lnierVumn5 3) ‘ S <

_Contack people abowt 2. Conduct inteniews 3. Analyze by
l interviews. P in-persem , ov over Hransonbing interviews.

Skype.
WHO: 20 participants , 3 pilot particdipants
WHEN:  Most of October 2012 (oct 1-24)

PARTICIPANTS  Some intereshing folks T talked Yo....

Consultant/ ! . ter
mvesrmmf ; Enivepreneur socia Media 5y wce shx:len
Analyst Resigner Toxulogy WO Business Owner  Manager

RIGHLIGHTS A fow higntights §om the questins T asked...

" tmlkang eutside the
status q,uo “its alot of fimes tike

Y meetmg challenges and CLEVERNESS.”
wovking Within conshaints”

st GW!
4Vink of SOMCMMS

Q. WHATWOULD
YouR DEFINITION

OF CLEATITY BE?

(0

_ 10 ¢ Tt havd in what 2 L
Q: 0N A SCALE QDJ\TWE we do [medicine] . 7“ l\,;emn'r%h
1-10 WoW C < < T #Hnd it hard to |

Do You RATE YoURSELF Come up With architectural

o’
ToBE? 1 oallu Formulate A ideas o researth training whidh
:hcﬁv:;e;e?xﬂm he‘i‘;\ X\be cuse we don't | tought meto .
of new Mmgsgfo do. Know anything ... be‘e? SOM;" "
more ke oED gm”,’@ I'm betterat |mp\£menﬁng 0 Nonisear way
ove i things.” ]
oR((s Thexe's just a 3 Why? Because Eﬁ]
Certain amount oR G I’«gtoawvwd\
. of innate creahvﬁg ﬁ yzm‘
1 yrceerfo DO stuff” °‘ Y-
(>0
one reason:
RANDINGS People dn't realize Hhatae creative
Prcess involves botha idea generation
ond executrion

@ People dow't fully understand how e creative process wovks , and j
therebore don't £eel empowered to realize their creative potential 2
' 'Ihe survey showed that people (particularly those W avnion-design Reld) Wl}ﬂﬁ ¢ N

theiv creative potential.
felt they were not reacdhing pot Another reason 2

They entounter blockS In the creative
Process (see @)

o When asked to rate their own
Creativity level, people who gave
themicelves loawer ratunas didn't
Seem to realize thatr e creative
Process invelves both idea
geweration and exewtion. They
iustified their ratngs by saying:

"1'have to rely on

my seviov's to give
5 me ideas on what
todo."

" 'm betterat
implevnenting
things"

u ‘ m‘ef'
5 to DO Stufc”.

== THE THING IS, THESE PEOPLE ARE GOING
THROUGH THE CREATIVE PROCESS (They just don't know it

40 | Exploratory Research

Exploratory Research | 41



Rolling with the Punches

Here's an example of how someme who rated themselves low on creakivity went though Yhe Creative process
(in a henlinear fashion— based on Sowyer's Mmod@) -

ACGMIRE FINDTHE ! GATHER RELATED | [INCUBATETHE | GENERATE ! EVALMATE \DEAS | Develop %
KNOWLEDGE PROBLEM |  INFOQMATION |  PROBLEM .  IDEAS . | EXECUTE
@m——v 1 1 @ 1 1 1
Bxisting knowledge : | Shewe this problem _—® € reflective strips !
tycling cutture, nmning Why aren't there any I of “cyc\istv‘:smil'rrg Could be put on |
o business, printing, 3ood solutions o Lo night " for later wheels, that would [
29 Y.0. ond a bitof Cydlists to be Visible | be a non-tlunky !
ENTREPRENGUR  Manufacturing atvight (while still . ! Solulmm |
Started a suceessful voking cool?) ! : ! ! (Oﬂﬁ Course,
(ompany selliag ' ! Think about ideas " otnis s
. . . [ 7
Wosdde Need a job. Also,to : - Corjobs PNOSTo  gene Chosse 4 St
" do someting with .' | doinlife. Rewll the most feasivle e
(1 — my life. | i I idel_l of rzG\gtA‘mQ e (redlectives). x
Y@EW\%\%‘A{ I Do some basic | Strips ﬁ’(b‘c.\’des' ' - ..
on e ! Marvert reseavth. ' ' Plansut some initial
. | \ \ Steps involved
i : ' . With testing different
. | | { typesof reciedive film
1 1 1 1
! {
(> ]
® People encounter blocks in the creative process due 1o a lack of time, knowledge ,
or ressurces, that prevent them from having and developing more Creative ideas. BLOCK
el

o The Suvvey T eomducted pointed to what same of these blocks might
be, and though the Interviews T was 0ble tv et a better sense of
how these blocks impacted people’s processes.

WA
of

BV S

" eaywn 8 visual Bosic to
make the Macvo was
tougn Cin Exce\l”

" it was hard to
find somemn e who
had all that |
expevience fakng
0 product 6om
Concept to Ginished

Product"”

W tyanstening physical
'ﬂninqs like noYes to
a digital format”

g
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Here 1% a tavle showing how my explovatory research findings applied to the vavious staaes of the creative process

(using an odapted version of Sowyers process model):

=[5
ACQUIRE XNOWIEDGE

Mastering the knowledge and
skills of a partiaulay demdin.

people see knowledge as a
bavrier to beingmore creative,
ond they repovt needing to
Yely on the expertise of others.

l::> HELP PEOPLE 6PTIMIZE
THEIR KNOWLEDGE
AcauisITION PROCESS, R
CONNECT THEMTO EXPERT
KNOWLEDGE.

GENERATE 10EAS

Coming up with vavious ideas
for the problem ov combining
prevous ideas.

Some peop\e Feel that generating
ideas is an innate ability.

Others want better ways to

Yecovd id eas, or move opportunities
1o be in thewr Prefevred Creative
envinnments.

> HELP PEOPLE 0PNMIzZE
THE WAY THEY GET AND
CAPTURE \DEAS

I
|
|
|
!
'
1
'
'
'
!
!
1
1
|l
!
I
1
'
'
|
I
1
!

!

!
|
|
!
!
1
Ll
!
'
'
'
!
1
1
1
!
I
!
]
'
|
!
i
!
!
!
|
1

(DK
Q
d

FIND THE PROBLEM

Noting problems in the
world Wovth soving and
fromiing it appropriately.

People undlevstand this

aspect of thie process but
framing the prdlemwas
1ess salientin people’s minds.

q’) CONNECT PEOPLE To
PROBLEMS WORTH SoLVING,
0R HELP PEOPLE FRAME
PROBLEMS BETTER.

EVAUAATE 1DEAS

Selecting critevia to judge
ideas, and moving forwara
with the best ones.

Some people find it dificutt
1o et gp of cevtuin ideas,
Or occepting otver people’s
Crificism of tneir ideas.
Others find it havd to
Settle on just one idea.

3> [MPATHIZE WiTH
DIFFERENT TYPES OF
PEOPLEY NEEDS FOR
RECEIVING FEEDBACK
AND CRITICISM.

I
|
|
|
!
.
'
1
'
'
'
!
!
1
1
|l
!
I
1
'
'
|
I
1
!
1
I
|
|
|
!
'
1
'
'
'
!
!
1
1
|l
!
I
1
'
'
|
I
1
!
1
I
|
|
|

Google foany
—f=r7
Ty

=

GATHER RALATED INFO

Being open tp and finding
informatism that may

potentially e relevawnt to te
problem.

Teople have problems organizing

and keepingtvadk of the

information they collected, ond

dealing with the physical

digital divide.

= HELP PEOPLE (PTIMIZE THE

WAY THEY ORGANIZE THE
INFORMATION THEY FIND

DEVELOP+ EXECVTE

Developing an idea further and
Putting togetner a plon of
action-fxr 1Implementing it.

People hawve problems

treahing o plan of actionto
exewte on anidea. others
Just wanted move motivation
nd persistence.

> MELP PEOPLE ¢o NNECT WITH
0THERS WHO HAVE WORKED
ON SIMILAR \DEAS, HELP THEM
OPTIMIZE A PLAN OF ACTION,,
0R EMPATHIZEWITH PEOPLEWHD
NEED EMOTIONAL SUPPORT .

zZ

-

INCUBATE THE PRoBLEM
stepping away fom the
Probiem for o while and
\etting the uncownstio us
wovk onit.

People feel that tedvology

keeps them always in
Ygn mode , and that the

bestideas can ome Hom
unexpected sitwatians.

> EMPATHIZE WITH
PEOPLE’s NEED YO SWITCH

OFF AND SLEE? oN A
PROBLEM.

From a synthesis of the
research from the exploratory
research phase, four man
Themes for design emerqed,
whidh were used to help
guide the design Concepts.

—
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EMECRI0
Design

OPTIMIZING
Design better tools frthe woy

g people work nd ovganize
their informatim | 1o help
them be more efficient.

EMPATHIZING

” Support the emotional aspeds
of the Creative process, such
0S frustvation, motivation ,
feor, and Joy.

EMPOWERING

Empower people to learin aloout
eir own process, how it's
Yelated to the creative process,
Sothey ave in move Contvol
over how they wovk.

CONNECTING

Leverage Social netwoxks of
yeal or virtual communities

1o nelp people create their

UCreative netwovk”

Rolling with the Punches
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After coming up with these design themes, T prposedl 3 potential design tmcepts
that | fett &t well with the themes, and that 1 cauld. deswribe to get feedback
from users. These 3 inihial concepts were...

.

SERET

SARCE |@=
owersie | IRIK
Yow leam

about tsols, workflow,
tips + processes s
sthat i your freld

E reemmendah ms

SECRET SAUCE

What it there was o place where pesple
tould go to leamn absut their swn

oreative workflow, empowenng them to
leam Yow it i velated o the creative
PeRss? This concept wonld enable

people to find creative tools and strategies
fom other people, allawing them to optimice
thar wnkflpw.

PERSONAL CREATIVE
NETWORK
9ek pesple in

your soaal
netwo'k to
hely you

with shofé

PERSONAL CREATIVE NETWORK
What i you Could fund experts fowm
within Yowr Social nerworks who

tould Vielp you with your ideas?

or: wWhat i€ we (Mld design fur the
hotion of an Yidea buddy", someane
Whow you can bounce ideas with

oand istheye o pvvide emotional
uppovt as you qo Hvsugh the process

1 DEA
TRACKER

Trodk pyogress
o vavio us
ideas and ekfurks
hase d v data
Hom smartphone
+Wweb

PHYSICAL IDEA TRACKER
What if there was aphysical aifact
within youur home thatwould help
youtvack all the ideas ond pwrjechs
won had stavked ? This avtifack wow\d
SLVR 0S o empowewny reminder

o your creative prowess , as wellas
help Yyou see how to pptimize the
+ime Spent o yowr prejects berter

Npp—
y Which of te clesign themes These questions was what the nmd’
W H A -E_ @ E\J [XI ? Gomld T s m? phase, Generative Research , aved
(4

How do the design themes worke 1o answer..

Yogether?
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j o
WOKKBUOKS WHAT: Physical Co-creation activity welkdooole alvia with Collage kit TE\L ME A STOR\( }
In general, generative research involves *l".".‘ B ot [L-2 weexs tater... | (Co LLAGE A('T.V‘TV) NMW:';E
treating users like co-creators or . ;B"TEEMETS
collaboratprs in the research process, to GOALS Actually o go‘o 4
create artifacts that can creatively express —— Yesearch vool |
their innate needs and desires while still d how e 4 desian themes (Evovwm EXP‘W&“' RESQ&YOA) ) i
grounded within the context of my original - ) . i @ l:lV\dQVS"’aV) i Q WB | used a_@“u'hm of 'ma(ﬁes ﬁﬁ‘m
research question. To do this, I designed 1-Meet with paridpants 2. Pavticipant ﬁ\‘\: wfﬂ\é‘ 3. Meet with pafhcipan*es inrevacted with each other . ?W::“f’h ‘;‘m;:nvaegﬁ o mi) Y
iviti i i ) \ ° ivi boole on ther in X0 AiSCUSS YespNnses . .
three activities that were delivered in an o, owntime M o AT (2 See how vovigns ospects of o pavhicipant’s yvocess Played a vole ot some o the clerents inmy cologe
activity workbook-style format, which ) . ot o . - {b{ Somg e elem . .?e “’P—
would enable participants to complete WHO: 6 particpants and 3 pilot participants i thewr cuvrent pvbeess, ov Wity Dlag o vole inthewr \;gw;[:\: guv{v;\(o\ m:\ﬁ tg‘ z v?*b;l wu;fo
the a.ctivities on the'ir own time,l without WHEN: Fervuary 201% ideal process which mig\n‘\' pont to o need +o fous m one ore mosﬂg h%h?so\vvt Pen Ih v
working under the time constraints of a i . 5 051y Y ensuy
workshop. ofthe deﬂgn themes move Oppreciate them , and who k\z
(@ Discover what pesple believe is missing fom their eurvent tne g "!’xeﬁf S ol
The three activities were: NE“TS ) . The emoetions yre V(’,Vg well.
Collage activity WORKBOOK COMPO pYvRss +hat makes iv less than |d£aL
Participatory Design activity GW::T\CK t "3“””:5
Concept Validation activity : Borgluewg vhe
i colage imoges bosy 115 "bw IT WORKED
. : i Pos TR D
The broad goal of creating these : : L. . A TR - T, r
workbooks was to understand what — ; ‘3{" g:fx:m*: ;Z:;f_“*e o Participants weve asked to create 2 Gllages —one depicting [-eotine 1:corrent T ]: USLLAGE 2 I1DEAL
were the relationships between the four WORKEaOK- ... QY- \ 4 @.@ callouts their creative pypeess Lhased on o project they R l. NiN ﬂ BRI wES. ]
design themes, as well as which theme to Eadh parhdpant HOW Do i / ° . - 1 S T ;f' T
emphasize moving forward. was given a =YUh< ﬂ% l' wovked v v the post that W\QAA {'\Uf was olifi ‘M“—.) sEReke Dﬁi—' 79 E : = “___J,\J—J
lava-oomas Ry ond ancther collage to depict Hheir IDEAL creafive H TeH e\
(WM 0 ¢ . . It S
Wovkboo & fov _ @) P‘mwss Lwhith Cswld be Qbsut the Same PVD-\QC"'O( o Show me Your current ...ond your ideal one.
eI resprases | a5 Ackivity Warkhook : different ovie they have yey 1o start). creative process...
WARKERS | : oLLAGE KIT o They weve also asked o depict voviows dimensions of the projed,
for drawing, doodles 0 . Sucth as-
- With a collection of
f/ * imoges related o O . HIGRLIGHTS
TELL ME A SToRY. SETIs? o e nal CH0>0) The process of the projec Forthe ideal S
s Oppsmuisen o s onder e chaenges e o et —>
actiiny @ 1 WM THere Pl 2 8 Nature of the interactions with pesple pavticipants
e i c s th ¢ toe orptect | o et SEE EXAMPLES ON
e S oughts throughout the proje ot wha
(Pdes:.;r?:c-:j\ﬂhg) on motions and v Ug gh Pro) elements would TOLLOWING PAGES !
a,,/(@@ Tools and vesources used be like
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oo e

c 5')- c‘(‘
AR

£ A

B

Tnitial T wmplementation
Requicemeds A

Bromstorm

PARTICIPANT A
( SOFTWARE ENGINEER)

MY PROCESS TODAY “

qv\e_m\ feom my boss, who was

Global

Release

Peer
Review

L)

Tl
Development

Team Diccussion

. Height of the
images covvespmded
to emational state

(posithe was higher)

Felt annoyed that requiements
of the pmject changed and
That they were now veny

Stvingent

MY IDEAL PROCESS”

Grom ‘»hv\\'\q\ (hc»\* |
o work on +his avd send i+ early next m,\:’(
Q ,_)mdd \i¥e. 10 veview i ¥ betore you. LI RE b £ R G s s = o = [

ogered A\ m\.wm Iz was Like vom&\\‘s (s \ovx, 4o {3 owe +he wer kool

Pnert's a dnickeen \ww WN early noxt week

Oy\ce | L 90 “ﬁ\roun‘,k shov\s

mt W et et \ 55
A-Ner o 0\4\? l?hwe li J:-Swh
dove ay\ thave My (oworke—

A w.vewS it Lam aple
40 @ Y f\a'\—‘l"baw
CompWance
\ VW\QN

By now it {5 Friday
and | am plannivg
40 i 4o my bos

send to_client

\ance 35 wovking remotely . | to
Comp“w ir i iy hove £0 el oVevec]

i my)  boss

3 Vwcdl\;, mp\mu approves”  anol | send

Hhrow L\ +he questions

ow
hRQ o list of attachments
to_include

- Requirements of the

Project wold be
detevmiined Girst

Evevyome wouleh

" e m the same

Page !

GE #2 - AN TDEAL PROCESS
i
#SNAP CHALLENGE

Lets .numywhmmdumwnumaem
(h\;hy:ﬂomvw-ndhdlhmllyl  week or month.

;

wsse s Teseasaennne

k o dial clig T
ood\{_,oh Hewe s a (3::@3«'\995" beidial g
ight Frowas | dont \u\ )us+ ? eed one wore ?'ELe ﬁ
of om & oworker
wooh S
goio ‘/\l

JEis now past
cau—h, next week

Hrally, m okm

e S ae

\ &

O B
/ N ReSPaN Se q»\ol 5_)_0(—%\»4

Tools

o Onling ool 1o dvack.
recipes and calories/
nutrients

Lo 3
Execution Stage

Coa '3
o
si‘.'l w5 repwed food - gesult o€

L""‘f) hn-:zlly ""‘""‘7

Your Recipe Box
%"
% e ————
g

black beans

(omparison  shepin (o store-40-sto |

Recipe y\n\m\mz J Fa)s. in nihcmse q:l:\fesf foper el Cﬁ'\?ﬂﬂsoh shopping

Caloere ealewln’ v\; Hq Fitvess Pl forawediate
e

Avalyzing ool i Cxcel  App for dhat Wh
Ccvd'\t\ 9,2 \“\ !.‘..h o \N\. w prices
g;‘:hg\nolw?:‘?;nj b,L..e per FOU\VJ \"'C‘Ml‘c)
im “ ‘..’.‘f‘;l “l“"m .. e .o
ning abut ¢ Gooel uate cont
{g‘ 07 duriy work clay Qi'\%e \shn?mglqvmz calc
Recipe fou L ?rkd-\cm;p::a:”\nh(é
SR eND ?\ESUL,T
A TR e e
. tation for
Falhadete wedlerstoicling b 3 2 o
Lcmsesomn
Mthon)

PARTICIPANT ¢

CINVESTMENT ANALYST)
MY PROCESS TODAY #

Qient of the campany
heeded some infoym-
ationt and boss wanked
the participantto
answer thewn

.- Felt o it overwhelmed

by the tas\c, because
partidipont had never
ame this befove

MY IDEAL PROCESS”

Paxticipant consideced

sucessstigeecersnenanns At e e .‘-hmse‘vts move Crea\"\ve

whewn coold ng

ldea\ pvocess wonld
invlve having \ots
of data uphHont and
Casily-accessivle,so
" {har the exewtion

stage wonld hawe
0 litie hiccups as
possivie
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k_ Partidpants explaining
" Yeponses  the Collage
Octivity.
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T WISH THERE WAS A ...
( PARTICI PATORY DESIGN ACTIVITY )

GOALS

® See what clesign Concepts people feel wouldl
be most useful 4o Thew creative process
CisiYan app? a Space? a device?)

@ See which design themes T shewd focus on move,
based on the cacepts oenerated by povticipants

How IT WORKED
[ 2 s s ]

Participants were asked to think ok sameting that
they widh existed Mat wewld help with their oreative

pYoLess.

* Parhcipants filled sut a mad lib that served as oan

overview of their concept

° Povticipants then were asked to desoibe thewr Concept
in more detail, induding intended nsers and comtext of vse.

{ [
L} é

T wigh there was a ﬁ&‘{m‘,"
at Whio woewld gt it?
eyisted that wowd do is W

3 ey Functions-
really well. wee when? where?
usewhen  Whee

¢

Deseive the idea-- ...ona devail it sut a
bir move .

HIGHLIGHTS

G.: WHAT DY You WIsH
EXISTED THAT You FEEL
WOMULD HELP WITH JouR 9 9 :
CREATIVE PROCESS?

(\rcanbr anything 1)

| wishthere was o

Program on m

Computer tnar .

would de data R&g(om t;,

ovganization

vreally well. | wish there was an
opp that woewd
rewyd vecipes
rea\lg well.

| wish theve was a
+ime machine

| wish there was an that wowld

jdea repository time trovel really well.
that wowd

check for related tdeas

Yea\\\j well. @

SEE EXAMPLES 0N
TOLLOWING PAGES!
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NEXT, TELL MEMORE...

What would you call it?

T .
Snigurec

(Taitia) Fequiremmt inquiree)
Who would use it?

@ @ &

(fhe clieat)
What are three key functions/features of this thing:

1. Collecks specific ﬂ(/u:rcvn:m{'(
2. An\-rgwuﬂla x{ugs*?wﬁ Cor uaboreseen req(uimrm‘l'f
3 Lisk reivid]compler cequiremants oftem not moluded Fudibmaly

When would you use it?

,
8- C
q
= >

bu;}thx Lmur,

Where would you use it?

ke

NEXT, TELL MEMORE...
What would you call it? ( °b°* a’? 9 _

Who would use it?
-
1 11|
_—

individual small group bigger group organizatio

What are three ke*,functicns/featurss of this thing:
N m,K .# late) ?JC-;/ U
> frowde inphln&“'“““’ of dees

3 Have on “Pv.n,.,/,.u.h-uotw € Sy

Mas, mwst Tacllde  €olled :‘J(-s”
When would you use it during the course of your day?

8- C
A day

Where would you use it?

(ompWtec

ety uacel 4ty

e 8
TN |

Tpdh L core Lunchiauality
V)
Tupat: plborm who

N ovrrtnnnnan

Ap geremdes questions o edgecases of s

A;L chent €
arification s eeded

/

Tapok ancwers
}

GeX Cmal wwrlk/u\awd-‘ve e uinements

UG

o WHAT'STTLOOKLIKEY  wou boes TTwioRK!

PARTICIPANT A
( SOFTWARE ENGINEER)

“| wISH THERE WAS A..."

Based on e cove fundrionality of

the development pvoject, the app
will help generate Guestions to make
The requirements of ¥ne priject Cleay

1 wish theve was on
app that existed that
would do Yequiremenis
Collection reallgwe\\. v

PARTICIPANT B
CROBOTICS PHD STUDENT)
“| wiSH THERE WAS A..."

FM\oP,

.....

¢ 5 bect
~ele Fitbectny
& Par
Toplemebnbns |
§ Zehomaime thear,

B N

Lnplommentations,

Aveas of inquiry in woetics along with
Their relatinships ONA coanections

Will Show thetop Papers related tv

0N area of inquiry, detevmined by tne
Cwwa

S| wishnere wos on
14205 repos o Ynak

Would oneck &
velaxedideas e\
well.”
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WoULD You USE THIS?

(CONCEPT VALIDATION AMWITY )
GOALS

T
® Copture pecple’s feedbaclk and thauohts about
high-1evel design concepts

@ Find out, even it pesple did not live an overall
Concept, if they still Rxpevienced a need
tWat had informed the concept in the first

Place.

How [T WORKED
[ 2 s s ]

Participants were shown three stovwboards that illustvated
how the design concepts T designed at the end of

the Explovatory Reseavdn phase wight be used. They
Weve then asked:if

- Would you usetis? (Get initial reaction)
- Have youever expaienced o need to...
- How would you'improve iv?

I\

¢ 1)
CREATIVE NETWoRY | e

R =

Povide feedbatic on 3
S\’twgboo.\'ded Scenavios ...
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STORYBOARD STORYBOARD
WNEPT #41. . , . WNEPT H2.
Q:Have you ever expevienced 1 would like te idea IVE NETWORYK
SECRETSAUCE the need to find ouy 05\mg as ymhae (REATIVE
about the tools and. Seme wau of screening -

pweesses that others in

8 . |
your fie\d are using? | dont want help

With a business plan
fom someone | dan’:
wnow well oy trusy.

Y

2|} makes it eosy
1o find peop\e

with a particwlar
suiset.”

fod quatity vecmmendarions.”

SECRET SAUCE CREATIVE NETWORK

Let’s Hear It... — —i.'\y — 0 Let’s Hear It...
Would you use something like this? What do you J FRNITURE DESIGN WE . Would you use something like this? What do you
like about this idea? What could be improved? ﬁ %_—_II cr_‘qmmk like about this idea? What could be improved?
r— o
= ] o W w—
™) —

—
iture Design
E‘fr‘dming E:j

m Network wiLL 8,
Ausunhing
E z é Business bev

1. Alex is a junior designer. While talking to 2.She goes on the site and signs up for an

her colleagues, she hears about Secret Sauce, account. While setting up her account, Secret
a place where some of them have started Sauce prompts her to take a short quiz, so that
sharing their processes and the tools they she can have a chance to learn more about her
can’t live without at work. own process and share it with others.

wans to approach hetwovK for \"\Q‘P inan A way to guaraniee
< \d& Q‘,grec‘\k"e . CPovi sﬁ?w questions avea you don't have ev ?m involved
L WOW ] popwiavt Vided that the Coula beysed like expertise in? & acually going
on ‘;VY:‘DQ ) Yo t\\uc\(} " ab;'ez‘r{z;h(:f’ l'd this.” to he\p. ”
9&“{\0 e '\'Y\'\l\gs 1\ike. ¢ .

3.After she’s done setting up her profile, she
browses through the list of other designers
who have joined the site. She sees a designer
that whose work she admires very much is also
on the site and checks out his profile. As she
browses the tools that he uses, she sees that he
uses a tablet stylus she’s never heard of before.
She adds it to her list of tools she'd like to try,
thinking that it might help her create the same
sketches she admires.

1.Jamie has a great idea for a small startup
business selling custom furniture, but has no

fiInasdence umrext
| conld see how
Shaving pwtocels/

idea how to go about it.

G: Have You ever expevienced
theneed to connect o
0thers {n your social

2. A few months ago she joined a service called
The Creative Network because her friend Sam
had invited her to it. She finds out that with the
Creative Network, she can share her expertise
and skills in furniture making with her friends
and acquaintances. At the same time, she can
also call on the expertise of the people in her
creative network to receive advice on moving her
startup idea forward.

3.She sees that a good college friend of hers—
Will—is currently a financial adviser in the same
city. The two reconnect and meet over coffee, and
Will offers her advice on creating a business plan.

=\ wish there was

- .~
=Prfessimals Giving away

fee advice Could pose
a legal problem .
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STORYBOARD
WNEPT %3,
IDEA TRACKER

At the end of thedau, T collected o LIOURITAIRN OF ORYA. T[°A7
And since these design-based researth methods yield data that _BlefR\ kumaniaro
isn't as straightforward as surveys and intewiews, it's prebably -

%000 +0 talk Obeut how T analyzed all of it.

G: Hawve You ever expenenced
the needto keep track
0% your ideas and projects
in one place So you can

1o ‘zoom in’
onad ‘oo ot

Stay motivated 2

PHYSICAL IDEA TRACKER

4

He ran when +h
W out it wos T

e0 @9 Ay
0000 9 ON
ceceos ©©

my data .”

Let’s Hear It...

Would you use something like this? What do you
like about this idea? What could be improved?

1. Lee has a day job, but he also have various 2. Over the holidays, Lee decides to dedicate 3. As he progresses with his novel, the IdeaT-
ambitions and hobbies which he is keen on some time working on his novel. Sometimes it’s  racker system in his home takes the activity
improving. These include writing his first novel, difficult, but he persists. data from his computer and mobile devices

practicing guitar and working on learning a new
programming language for work.

forward with all of his ideas.

*1 can track My qwn
pvogress and sta
motivated a\l on

My own L

and accordingly, reflects his progress. The Idea
Tracker gives Lee a subtle, visual representation
of where he is with all of his ideas for projects,
and helps him stay motivated and on moving

¥ Mding o competitive
aspect might b€
interesting."”

Ureels like some \
(Lchive infenention
needs to happen.”

\
-~
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Challenges ).
Higher -level
(otegovies . —————
Orsuptng X
Sosetmer & T o= 8
% PRocESS_ PeopLe
Examples fiom PROBLEMS + ==
participants RS |oauenees gl
This u:orlﬁh;\*”l\* )’é&luw/sw
elate to A
u{)pﬂmi ung" 1 Iﬁ‘éﬁﬂ&e; »";ﬁ EMONONS =
designtheme i\ /a "\ AnbilssH
ounzwg BxpeRTSE MRS L
which, if you —
recall, are :

@ EMPATHIZIN G
@ oPTIMIZING
EMPOWERIN G
CONNECTING

First, L compiled all respmses
into ne 60- Page dowment,
organized by Partidpant and

Then the vavims respvses %

o tvie activities.

¢ for the wllage, I entered
hotes and quototions for
eath of the aspects T
was levking at (i.e. process,

since the goal of Mis research
Phase wastofind sut hew
The design themes wreracted
with each other and which
onels) people WMay benefit

*the most fiom , T ovganized
e Girst Two buckce ts of data
into charts like this.

—_— —
w [—— 2R
E Y —

* preists exaggeration

Next, T looked for commonalities and
Pattems in the data, spedfically
in the following "buckets”

Isthereony  pyp w\ge an \
proviemsare  Similanty i cpmen cmcgms
people £acing>  how people, - o (evmments

want me\r“ about the 2
o WHERE? “ideal state”?  sypyboards?
D 7

¢ Collnges + Collages o concept
* pavtidpatory Validation

DeSign %

we
#3 )
| svyanized o
data Gom the =
Concept validation z\z

(Ctivity similarly,
100.
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AS I was completing this whole process, I was keepihg track of HUNCHES 1 =
. . . . W AT o . A
was having while immersed in the data : HUNG ? oo e e
H ¢ data &M Generative
e . 7= 1 cdecided Ristria.
. UNCH G: HUNCLH 8 +o call B AN W
Th‘ﬁ‘"‘” 3 H i an ¢ want Yhese ideas T wasahav(ng ‘"f“f‘é‘, e 3
Th QSt:" o) fes e saw | Pe"’"| wan Qbout what the data mignt Do :
~ Collabovation [vei Problems whew PREOICTABILITY + Mean “hunthes” because Bl
‘qu’;‘"ﬂs’wsgﬁn, ‘l:‘he. a:; (.\:;';': C,;\:Ew :aﬁ\' ok jdeas — Muoh like Yhe e \ o
a n! \f i Ca . . ] s !
- data discoveny findt Pak 8ASE oee tmxﬁve PmcessJ Y prémventive Shuctures” Ril® — e
ENOWLE > Finke,word and smith WIRET by
: : talk about. Thisidea was B
: These ave common © In my explovat tInthe “Toeq| Creative also populavized by
poblems T fel+ T Researth, o loto " Process” collages, some pu thor oo~ taw PREEES  hase
Saw CwppIng Wp again Pesple saaid more P(wple wanted lots of Sen bhnsen, amthor T "':L: - Q'Mjm o
and again. expertise + skill data on hand toelp Q) of Where @ood e e mepdtn
Wwowld increase their them make dedsions Tdeas Come fiom g Pt
Creativity. and plans. A few, who wwtethat Wat
less so. Many also the biggest
. echotd this sentiment steven  ideas don't
T was also keeping track of I the Parkidipatony SN plways come
ideas foc final design Concepts oesign activity. as singulor epiphanies,
that cvopped v frm time to putvather as holf-baked
time (morR on those later). ones that need to collide
one finding I hod early on . Wwith others to resultin
inthe analysis process: Remember, e of my goals & this phase was the BI6 idea. Calling
: to see how the design themes interacted. +nem honches means
You don't have to worry
FINDING 1: People Whether they are
PIRELTION oF 13Sues vect or not, be
I|NFLUEN CE Cor ‘ orn L .ca.use
Seers Rike Lools & . eyee viot F'm.i."fgs
People / tools + resouress Resources 1 other wods, (with o capital "F" that-
= emetins yssues pe?ple's fustations heed ng evidenc2 :
m;hp:;«:;/:zs;:ﬁzs backingit). s 1$ what it Feels like
in emotions.

1o have un analyzed
data in your head.
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At this point, T feit a birt TUCK . I had a findiig and some hunches, but T needed

Something to hold it all together..

T wos \ooking at my wall of partally -
ovalyzed data, bartialarly levking at
the emations Plople desaibed present
in their cuvvent oreative process...

ond ‘Mhh‘l\sz
\ DISTRUST
L
- §a~msa>/
uNw
/ INIMIDAED /Do I really
o I Nemtms |\ want to
N l \ Y daign .
W, Something
MR twat avms
40 Qliminare

neparive
emetions?

Sy

My gut feeling toldme :

T even made myse\f wite this post-it
to vemind myse of this gut feeling:

Well, until T Stumbled mte on
Articie writkn by Umair Haque,
0N etnomist and awthor
(shared via Falebook., no less).

Trwas called :

LETS SAVE GREAT 1DEAS
FROM THE IDEAS INDUSTRY

Hagque’s main peint in the ortidle
itiques the waywe've come
10 think about ideas and
shave thewm (sucwas the
medium popularized oy e
T ED unference talks)

He asks:
ﬁ'ﬂ\; IDEA OF OWR AGE IS THAT —j
GREAT |DEAS CAN BE SIMPLIFIED,
REDUCED, MADE INTO CONVEMENT

DISPOSABLE NUGLETS OF
INFORMATWN — BE THEY | 8-MNUTE
TALKS. .. OR 140-CHARACTER

J

g&?ﬁ. BUT CANTHEY —RBALLY2 "

He believes that tvvsugh TED
talks and ¥ thougnt leadersnip !
blog posts, we've all come to
enjoy reading and expeniencing
the epighany of these Great
Toleas — excepy we don't get
10 @xpevience thecmbusion,
ambiguity and nuance

that are a part of thoseideas.

™ [EREAT IDEAS] GIVE US THE
C1IMAX 0F EFIPHANY, WITHoUT
THE CHAILENGE AND TENSION OF
THOUGHT.

wel\, T can't Say I cﬂMp\e’relS agree
with Haque's article , but ot the
Vewy \east, it gave me sometining to
think about, anda frame to look at
my data through.
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In e In the end, reading tihat articie helped o few hundhes come togewer :

FINDING 1:
PIRELTIUN oF
INFLUEN CE
Seems Rike
people / tools + rescunss
=> emotions

| don'y want
o end up

Designing som etiain
obViovs [ike this bu
ulhmately non-vseeul
doesnd seem (ike the
answer...

olesigning yet
ahother idea
capture tool...

O

©

THOWMGAHT | HAD
FiRoM EARLY IN THE
PROTECT

A
Process might
;o:: beh"happg"
whole
fhmy:. way

ESSENTIALLY...

HERE ] WAS, LOOKING

AT THE DATA LOOKING
FOR THE KEY TO PEOPLE'S
CREATIVITY...
CREATIVE PROCESSES
AREN'T PERFECT,BUT

THAT’S OKAY. |IF THEY
WERE, THERE WOULD

BE INO TJOY IN DISCOVERY
OR INVENTION, AFTER
THE HOURS OF HARD
WORK , CONFUSION AND
UNGCERTAINTY, SOIT'S
IMPORTANT TO RECOGNIZE
THESE REALITIESOF THE
CREATIVE PROCESS.

‘ "~ 1eYs Sowe breat

Great ldeas are
(swplex and
nuonced (and
gy S iscreativityl)
" WeNeed the

? challenge!

1deas fom the
1deas Industry

People expressing their
Staggles fom Exploatory
Researth..,

Things to pay Many people want
‘Oﬂam'mha: i PREOICTABILITY +
f&’mog;ﬁm/mng STRUCTURE 0 &
- .Same page ih of
Gathering/ons | A Critical part
data "9/0gavizing their ideal
- data discovery creative Process_l

The staggles people talked about
fom Generative Researth, and
People’s desive fw & shucdured
oNd precictable process...
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T\n'\nk\'ng Gom s perspective gave wme o way to make sense of the data. My results Som Genevative Reseavtn allowed me to odd smto my Andings Bom Explovatoy Researdh.
Here are Some ﬁﬁd\hgs-. Here they are mapped +o the various Stages of the creative process again.
FINDINGS (=72 ? g o
=/cH) @ —€= [
ACRUIRE KNOWLEDGE FAIND THE PROBLEM GATHER RAATED INFO INCUBATE THE PROBLEM
Mastesing the knowledge and Noting problems in the Being open tp and finding sp&yimcyg\ av:i%mf\ve\ ::j

informatism that may
potentially e relevawnt to te

skills of a partiaulay demdin. wodd wodnsolvingand

faming it appropriately. letting the uncwisdo us

! Mastering o domain was teugh o cioants of e work - problem. wovk on it
° The concepts people came up * Tnthe Participatony Design o In most of the “Ideal Creative  ° T+ Seems tak many negative for people, and caused a b;za;m&ms mosk of People expressed poblems Though not many pesple

with and in the “1deal Creative achivity, many pesple's Process” collages, people tmistims avsse whew pesple 3reat deal of negative emotions, e lesuies ovoae from not z(émz.:i 2:\\:“61::2;) s flked speaticaty apmmt
Pocess  collages both reflected (oncepts wexe Specifically didn't really depict any hit points in their pypcess i:"" “; :iﬁ‘\‘e"e e‘;;‘l’-:“"n“;‘;‘“‘- being clear on the aeal/ Colected for teir prajock fsf‘\tUA\oaj:ng. \? pml?lz‘w-;“,r his
na soc\\s of : designed for Meir parbalar hegative emotions on where what ﬂneg wenre m;:?m | advisors o pont 23::2 o(‘: mfh‘;f:fm \Zm\ A s@ Poticipatow, design wh(:e\z u:e r.s ; ! O,(Xi\:c:'(:tu_ck"
- wantung +o Feel proud of the heeds and workelow . hem. They were predom - Working on was ambiguous, ‘the way, tools +o help in Coevn 45 of diskrust, &:f‘;r\:gwf:;:f:se:olz\::‘ﬁ: O o probl e Leven Megh

Wovle and berng abole to snar it inantly positive . tmfusing or challenging. people with this (suchas annoyance and fustrakion. gy mma\?u ool o A1 ek of i 15 Mot 4 salient
— feeling less fustrared, happier, databases of academic their own WSe . in people’s memavies).

Papers) sometimes fall short.

ana move comcident

CONCEPT VALIDATION AINDIN 6 S

The mainissues Hhat pesple were cmcemed with wvolved

Sawyer) that is stage
involves Smaller epiphanies.

went wvg,. .
g Stoboard R 2 / creative Network) with others to ger Something

dme.

I I
! 1 1
: | |
| |
|
' : :
' ' +E '
TRUST & PRIVACY GENERATE 10EAS | EVAWATE IDEAS ! W .:Echr nd !
. . ~ i i t Selecting cvitevia to judge Developing ani ic ea Tur
»Many of the " ldeal Creative “Twomldn't use it [ Stowboard #3/1dea Trnccerl ifitwas s my wall becanse %:V\;:g \?ﬁbﬁ:«hlﬁmfn}ig“ ! i;w;r‘gm ovin 91 PO ! Pudting oqetier o plon of '.
pvocess'! collages were also then everyone (m\d See the goals and ideas I'm working on."” previous ideas ! b with the best ones: : achionfx Implementing it :
veny pristine and devoid R 1 e rmmoee | o vente, hasimmesideas | oo R . , W HAT DOES IT
i - PROVIDING CLEARVALUE X WSEPULN €SS n many people’s * o ! people, hawing one’s ' People expressed isshes wi ' -
of potenitial issues that & GEA . . . Process” collages, this was the ' evaluated oftev cansed $ome 1 planning / hcking Mt ple ' ALL MEAN?
i ¥ . on\ Many people were worvied abmt having to sify thsugh endless amonnts e . ! X hal s q 9 ™\ |
miant turn up 3 . . . stage where the magic 1 Gngiety, and infimidation, I Prwjeds, as well as funding '
2 of e Collages had a of nformatim (2.4, the toolsin Stowjooard K\ / SecretSauce) to find nagoened. The gpod ideas Wd 1 eqpo ially when dliscussing ! wvi\s to Streamline theie !
. N tome outomarically . However, . [ 1
houbleshrnting lsp” | soeing ety e s v ko ey seet L ol pemle |
O ific big " ! ment, i
ot O\Qs"o’\“(’:d :’:‘h“\' (REDIBILITY OF USERS ON  SodAL NETWORK m?: e{?\mjg sl(?pp:d': e ! ;gf move intimate contacts 1 hsed ﬁrmgsmmeh”‘“ !
They wonld do iF things w : > u__ ) \ s entminalu, rst. 1 asource of fustration, as !
ey How cum | dust o doctor who gives ous free advice? Referning to idea (fom Czikszentminalyj : : Was just Collabovating :
) I ]
: 1 1
| |
! ' '
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WHAL DOES
ITALL MEAIN?

ovie of my first fndings was that:

PRoCEss O FOCUS : EMPATHIZING WITH EMOTIONAL ASPECTS OF CREATIVITY
HgYals . .
: z - from Generative Researth, I decidedtp fours & bit move on e emotions. Why?
: a L O\ could address the "voot” prwblems ® simely creahving yet ancther
¥ : tat ave causing the emotions, productivty tool to capture ideas,
S it é— : t‘;‘ﬁg‘a‘:‘;‘ but 1he tools pesple use and who they  fox example perpetuates the "magic
Yesources inrerack will change Hom situation o buliet” myth +hat this one tool
EMOTIONEG /7 Situati on, So it's better to help _ Will help lead to a mogically better
@ @ thewm alleviare ond bf\omu. out their creative. process .
t emotions (its move realistic of anaim)
'Gosh | messed vp” TER/!
Y WORK FASTER!
“yay' ldidit” ‘CuRKENT | - ASoRATE EsILY 7
PRV peuned SONFIDE, = . S
In sther wovds, the experien . mwg,, 3 %e""t’“"iff" @HAFI’PYNT @—J»::FS =
of an individual moung througn (:S%i?‘?,-ab w e
the Creative process is atfected ¥ '
L : CURRENT
by their skills / knawledg with ‘.: o Cunent poductiviy tools
t0ols and ressurces, and their @ n tne TOOL AUDIT, there wos an (BRPS "8 promise to get you Govn
interactione wirh othess . \ssuves opportunity to design Something thak ‘A -{\;g Sta:\t do(’( BC; g;b’]:ed‘r
in these areas result n either povides emotiona) Sugpock to @ srer.
Positive Inegative emofics. / But when it Covves to

being creative, do we
I. ﬂ 0 really want it to be a
D 4= Nz Ah B aquickavd painess

A process?
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HOW CAN THE DESIGN CoNCEPTS
HELP PEOPLE HAVE A MORE REAULSTIC
PERSPECTIVE OF THE CREATIVE PROCESS
AND THE
?? confusion
ambiguity (P
chaos 4%

THAT COMES WiTH IT?

emotional resilience

Depending o a vaviety of different
foctrs  (such as Yeammates, +he
tools being used ,et), tangs are
alwans beund to o wrMg at some
Point. How can my desion concepts
help pesple brunce back more
Quickly ana “yoll with e punches''?

Guided by the design emes, T
wanted to creave olesign cmcepts
that would help suppadt and build -

- emotional resilience
F - resourcefulness with tools
ond connectedness with
people
» reflection on one's process
to gain a deeper understanding
of one's own process

Ughl can't
?e:reM f\\lsh:ug

-t aseny buddy
ondsee (F there’s
0 berer way...

ok I can't st

up to0 lnd’t’-mj
blcouse T onoaw
MY Writng guls

resourcefulness with tools reflection on one's process

and connectedness with 1o gain & deeper understonding
people of one's owh process

Thevre 15 ho suth Wing s a without veflectung and inderstanding one's
bertect 4ol | Since this will process, its easy to keep repeating fhe
alwaws van based m the task savhe mistakes and bad habits that lead +o

orhand. That's why ir's impactunt fustratia inthe creative process, (and

v gjve people a means of Seeking overlepk the good things that are working)
help Som others when they are

Stuck, ov inding altemative tools

and ways of Completing a task.
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SHECTING
DESIGN GONGEPTS

After I completed the Generative Research
phase, I reviewed all of the concepts that

I thought held potential moving forward.
Some concepts, I came up with earlier

on in the project—others I had quickly
jotted down on a post-it as I was analyzing
and synthesizing the data. Some of these
concepts are presented here:

Rolling with the Punches

r -
CREATMITY 1DEA CREATIVITY
GAMe TRACKER Kt
- Ypur Troade proress Make your
izr:%‘f o’haﬁol;sm own... Qs%
main ideas an, k
chavacter
— \oaSQ d (%Y data @
. vOnboe
?:@:Iresmdn Hom amartphone 5%‘% '
owiquests” +Wweb INSPIRATION  ©
cARPs o sPECiar MUsic
A goME WERE
STRANGE
DESIGN THE STRET N
CREATNTY
gm“vgw’ MOTIVATION SAUCE |@=
PARTNERSHIP FURQV.-TH ING o thzslm @;&
i - Talkto it to help
kElAﬂONSH avout your Yow leam
—People prefer M\% about tools, workflow,
T cvidein d‘W\z Lips + prowesses GV
closer networes C / sthet in your freld
which H‘% . PVD(ZSS W) .
sayhelps Thew process B - thucke it 0gainst the wal) N E reemmendah ms
A prosABLY A BAD IDEA
Le¥'s celebak
THE MALLOF L in o TooLTo "MoRE (REATVE
SWAME (AND  bpdstarts ENABLE IN..." YouTuBE
FAME) ~.ond REFUECTION + CHANNEL 0@
A physical Website ANALYSIS > 3 ONLINE CsuRSE
Spm . - [ Som e‘,h |th By ll""tu— k\’ndoc ?//Illllll”,,
= X)= that help Neeo o
0 = Peop! e reklect But
0 on their process addresses
where ereafivity fuiluwe stovied ook bade at what diffeent o |
live 1o help pesple \eam fusthmted them ASpects of Creative process
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STRET \ DESIGN THE
e [0 || | me
el U PARTNERSHIP
wow leams RELATIONSH P
abont tols , workflow, - ng&zﬁ% %{%
tips + proesses rsvn idein
o—tv\[?,w x\ your freld ;l:\s';e(rhnawwm
L" reommendah ms sagm\p:;m'"‘ process
Le¥'s celebrak
SWAME (AND badjtaﬁs ENABLE
TAME) - isie REFLECTION+
ppial = ANALYSIS A .
= X= Somethin zsn/
G\ ] = that help
oo peop! e rekleck
whm aeﬂ“v“"gm\u& W on Me\"‘ PH‘XISS ,
live to welp pesple \leam. 1ok bace at wnat
fmstared Hem

| endedup develsping and -Qes\m'ng cut the following 4 Concepts :

Why 4F concepts 22

| deddedto pushforward
Wit 4 eoncepts blcause

1 wanted+to convey that
Weve is no me eovveck
final solbion or answer
to my reseavdn question .
Instead, \ wantedto
Sow that undestanding

~ and enhanang mes

Ureative process is Complex,
0nd the Contepts —wnich
Gddress the designthemes
‘v diffeent extents—ae
msty afew wans of approa-
daingthe question .
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How DID
T CHOOSE
THESE &r?

EMPOWERING

To what exient does the design toncept
empowexr people to unaeritand their
own PV\'?(,CSS 2

~N\ CONNECTING
To what exient dots the design tmcept

Connect pesple Yogether in o “treative
netwark'?

OPTIMIZING
WE'D To what extent does the design concept

Cmnect people to better tools /knowledge to
help them be move effigent and skilled?

EMPATHIZING

y To what extent does e design solutin
empathize with the emeotions people Feel
when gotng thrwugh the creative process
and give them a move Yealistic pevspective
of the pvocess?

o“’«\(\-}x—&:{
I Witally based my decisims on gut inshinct Chow wel | €elt so:‘(g\m‘*:?o%
‘e ideo wowd wovk with my design themes). ‘“Q;f“"
| confirmed laree thot they did with tis chart, g‘
IDEA BubDY e T
REWECTIDN TooL
SECRET SAUCE n RELATIONS WP “UNDER
(AX.A “cRE0S"™ (KA Con1LoT™) (A‘_\(‘_‘AE e
® (] © ©
© 0] (@) [))
o © & 6)
'e) & @ o
N~ omempty
cirde just
rde:ryc\sir "
sses the
thome to [WOere
lesser exwent !
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details

oh eoch concep

() Reflect on yowr own proess  (2) Based s your pwfile

—

2N
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CONCEPT #1

< SECRET

% GAUGE
WHERE 1T STARTED

This Cmcept starked of as an idea for o class prject lspking ot the
problem of there beung so Many creativity support tevls Ovailable

todoy but & ladk of a good way to see them all in ne place, and
move importantly , see whith ones wevle best fir o glven individual .

WHAT INFLUENCED IT

Fom my researth, | dund that students and yowng professianals differ
fom Seasaed experts in domain Knewledge

ond skills, amad repoct feeling ovevwhelmed @
when having to master o new domain ’

Quick\y, or fustrated when leavining new hodls.

WHERE IT ENDED UP

The fnal fven € s concept stayed pretty muth the same (asa website/
platfrren) , thowghn it did move from being o dass prjedt to a Cull-fledaed
esis concept.

How IT WORKS
RE(OMMENDED yd
@ Wy e ||
@-—_—: 2w
YWWANT

[l ==
@ Leawvn about what tools

by taking the Seorer sauce receive rewmmendations otheys useIn their wovke,
Guiz , andshanng the ™M what tools /tips to vy, ond save themto o lisk
resuits with otoers - To tryourlarer

SERET
SAWCE I@=

O websik
to hll'p ®E§&

= =

You leam

ips + processes sV
sthent i your freld

* reommendat ms

WhAT 1715

A platform fir discovening new
tools 1 tips, and processes that
make up & persan’s “sewrek sauce’.

SIMILAR IDEAS

WenderHew Te

wmderhiwto. tom
* place 4o share tutadal videss and
avtides on topics ranging fiom
Prastoshep to gumbdling
° wewever, it doesn't have the
ability to let pesple tole oot
Spedfic toolsthey use

THE SETUP / lifehacker
USestNis.Comn
Vifeho.ceer. com Irag/ow -1-work
* Blog-format sites thak
Centures prominent peosple
talking aloout tools they
hise to get shukk dene
» however, (an'y wss —

reference o gekveconm-
endotions 7 it's justanadicle
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Photo creairs: lifehacker.com , etsy.com

"
- SECRET "SECRET SAUCE

SAUCE HOMEPAGE
T

Users see this page when
They first avrive m thesite.
SECRET SAUCE? This page explains tothe
Your process is unique, and makes your g ‘ MSQX’ hM S?.Cre'\' Sau ce

work unique. Find out what your Secret 4 \ N]\vks and 6‘%5 V(lIAOV\S

Sauce is, and then learn how make it

more awesome from other creatives. % in(eﬂﬁves eu( S\.gnil\g up .
SIGN UP

WHAT'S YOUR

How (T WORKS
This graphic explaing how

HOW DOES SECRET SAUCE WORK? @ S((xe_‘. SAnCe WO(kS
l/ LINEAR  xORRAS TOOLS LEE OSE ) .m.,p,..,.,;w;,,m, » .m l )
THE SECRET SAUCEQU~ ———— 1 = - s quickly ond Simply
o~ o et ®
SAM SAUCIER e R @ glﬁN u? AREA

. .
Fom (ncept Validation,
leammoroaboutyourunie  Yourprolle,orcomparetwih  andsiratogles (oot Raipes) | usng thyour rofle,or maka® partidpants neted tat it
creative process. someone else. for optimizing their workflow. ist of stuff to try later.
Would need to e clear
What the benefirs of
WHY SIGN UP? (2) Signing up were as
.
Save your tools and Rate ‘em and get some Learn more about how you Upposed +0 S imp\g Wlﬂﬂ

recipes to your profile, recommendations on what work and what your secret SIGN UP

to try out later. might work better for you sauce is. Knowledge is power.
next time 0s a guest.

(3 PEOPLE ON SELRET SAUCE
WHO'S ON SECRET SAUGE? ecoric » @ me“h b mdbﬁh‘j \onders
con be featured up front

MARK MARIA CATERINA . . .
FRAUENFELDER POPOVA FAKE to pv de an incenhve
e o brswse the site .
Explore People Explore Tools Explore Recipes Take the Quiz About Us
People Like Me Tools to Try Try This Your Profile How it Works

Mission

SECRET RECIPES

PEOPLE rvopeopLe (2)

LOCATION
INDUSTRY

SORT BY

o for Emptiness and CHECK IT OUT D
RECOMMENDED @

Why these recommendations?

MONICA YUE

Student at UW Madison

@

NANCY JAMES
; Interactive Designer at Apple

Brooklyn, NY
. N 20 followers | 12tools | 5 recipes
102 followers | 41tools | 13 recipes “ BR'AN HOFFFAAN
v, Interaction Designer at Over/Up
ﬁ MISHKA LEE G CYNTHIA TILLMAN @ SHANE CANTOR
Tec! ead, Razorfish =/ Painter and Architect Blogger, Designer at Pixelator
Chicago. Des Mo

28 followers | 24 tools | 1 recipes 58 followers | 10 tools | 2 recipes

W JAMIE FARRAH JUSTIN MERCER
b Production Manager at M-VIDEO Owner, Design Stand
i
Miami, FL . CA
10 followers | 6 tools | 18 recipes 17 followers | 8 tools | 3 recipes
Explore People Explore Tools Explore Recipes Take the Quiz About Us
People Like Me Tools to Try ry This Your Profile How it Works

Mission

ISECRET SAUCE "
PEOPLE PAGE

Users see this page
when they cliceon the
“People” linkin the
main navigahion oor.

() FEATURED MEMBER

Notable pesple con be
featured move powiinently
0$ the maim herp image
which alsp helps boost
hair credibiliny ands
humber of follawers

(® SEARCH WIDGET

seavtnfor users in a
Speuficvegion or
partiawlar fdd

REWOMMENDED PEOPLE
In cmcept Validatim , o
few pople remarked tat
Hhey woald not knaw who
4o Pollaw in thewr field, so
this pane\ prides a
Startung point. Recommend-
ations are based off o€
plople wsm way knaw , or
industyy leaders in e Re\d.
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- SECRET
= SAUCE

Home > People > Mark Frauenfelder

MARK
FRAUENFELDER

Editor-in-Chief of MAKE Magazine,
Co-Editor of Boing Boing

MARK'S TOOLS v v » @

Location a
Menlo Park, CA FOLLOW MARK —

Groups 138 Followers
Makers of San Francisco
Industrial Designers Association

My Important People

Wunderlist
The cloud sync feature is reliable so now |
keep lists for everything.

Palomino Blackwings

The smoothest pencil I've ever written with.
I hope they never stop making these. The
chisel tip eraser is genius.

MARK'S SECRET RECIPES 9

"l use AwayFind to stay on top of
important emails and try to
ignore the rest."

Share with Cloud App

& Inbox

“I use Wunderlist to keep track of all my
different list: a list for Make Magazine a
list for Boing Boing, list for personal
stuff, list for book projects, list for my
podcast, etc. Then every morning | make.
my to do list on a pad..." READ MORE »

DaTE
Choose which people send you the mos|
urgent messages. When they email you, 1
AwayFind will alert you.
2
3
a
5
6
AwayFind TOPS Fe
It's gotten to the point where my job could This form
easily suffer from email overload, but this you just
keeps my obsessive-compulsive email habit stuff dow

under control. HOW | USE IT »

"I like silence, unless I'm using my hands
to draw, paint, solder, or make things.
Then | listen to mainly old school punk
and 60's garage rock. | find that that
type of music helps get me in the zone
for detailed soldering work."

"SECRET SAUCE "
PROFILE PAGE

Users see this page
when they clioc an
The name or picture of
0 SecketSance Usex -
This page saaws infm-
ofion about the user,
Sudh as the tovlks they
recommend.

@ PROFILE INFORMATION

Gives an oveniew of
whothe user s, sch
4s locahion and profession.

TooLS AREA
Shaws what trole the
User recommends OVMA uses .

@ save ear
Allows sanna tools Fo
vavions listslike “want"
or " [Aveady] Using .

@ SLRETREUPES
Shows what tips and
Tres the user funds
usefu\ .

Wunderlist Palomino Blackwings

The cloud sync feature is reliable so now | The smoothest pencil I've ever written with.

keep lists for everything. I hope they never stop making these. The
chisel tip eraser is genius.

MARK'S SECRET RECIPES

Share with Cloud App

"I use AwayFind to stay on top of

important emails and try to

ignore the rest."
"I use Wunderlist to keep track of all my
different list: a list for Make Magazine a
list for Boing Boing, list for personal
stuff, list for book projects, list for my
podcast, etc. Then every morning | make
my to do list on a pad..." READ MORE »

outia witn my daugnter
other Maker blogs

FINDING PROBLENS @

PEOPLE TOOLS SECRET RECIPES
Explore People Explore Tools Explore Recipes
People Like Me Tools to Try Try This

Copyright 2012. Secret Sauce. Inc. All Rights R

AwayFind TOPS Fc
It's gotten to the point where my job could This form
easily suffer from email overload, but this you just
keeps my obsessive-compulsive email habit stuff dow

under control. HOW | USE IT »

“I like silence, unless I'm using my hands
to draw, paint, solder, or make things.
Then | listen to mainly old school punk
and 60's garage rock. | find that that

walking my dog Lelo

type of music helps get me in the zone
for detailed soldering work."

playing with my daughters

WHEN M STUCK @

Calling my buddy Dave

Just gut instinct

CHOOSING IDEAS

MAKING THE IDEA @

YOUR SECRET SAUCE

Take the Quiz About Us
Your Profile How it Works
Mission

Sending off to copyeditors

3)

SECRET SAUCE

"SECRET SPUCE "
PROFILE PAGE

() Rocess VSUALIZATION

Mrer taking the Secret
Samce quiz, the vesull

e displayed on the

user pwokile page (ofter
being edited and appvoved ).

WHAT's THIS STAGE?, TooLTIP
Shaws move infwmation
about a stage of the
Creative proess on
hover, and tovls that
Support that stage.
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;- SEGRET

SAUCE

Any.DO
ask M

2,215

Any.DO
Mobile / Desktop

302

Moleskine
Notebook

325

Wunderlist is a very simple, well designed and easy-to-
can create to-dos from jobs that fill your daily life and
shoppn 3", "Work", "Private” or anything else yo:

SECRET RECIPES

task management tool. You

like. You can even share your

with col[c gues, friends and partners. --6Wunderkinder

v 158 m Lets 2

Available on: M
Top Rated for:

HOW [ USE IT view wore »

ﬁ MISHKA LEE
Technical Lead, Razorfisk

C(HTHIA TILLI N

Painter and A

JN IE JOI £S

RON KAHN

al Nativ

@‘@

ove how it syncs
an Android, iPhon

arious mobile devices. | have

ove how it syncs across my various mobile devices. | have
an Android, iPhone and iPad.

whatever you make note of in one p
other platform you use Wunderlist

beautifully designed and is much prettier than R

the Milk w used for years. i use it to assi

my roommates.

gn them to cert ain lists such

NSECRET SPUCE "
TooL DETAILPAGE

Usexs See this page when

they have clicked o the "SECRET SAUCE "
V\ame OF a tbd’ lA Secre{ SEGRET PEOPLE S SECRET RECIPES G “ l L r A a €
Sauce. This puse. shows SHlce i
how USers of Secret Sance
aye usthg the 1ol Users see this p
Gfter they have signed

EL\MlLA:};DOTl;‘S +have THE SECRET SAUCE QU|Z TAKE THE QU W fvr an GLCCNV“’GV\A

oW s ops Haatha i take the
S im “ar -F‘An Chma\HB % \?VI:EETLE’L?;/SB( cl@ problem for your project, what do you tend to do? You can put in as many answers 2&6521’2;{;1/‘.& qu‘ C-
TOOL IMAGES * asyoud fike Th e pugt S\I\Mn is
Shows images ofthe. LA OTHERS HAVE SAID: J us"m e & the .
tovl, which can be questions inthequiZ.
either Soraped fowh .
Seargh ehgines or exercise at the gym @ AUIZ QUESTION

submitred by users work on sornething else

Guestions are designed

ToP RATED FOR.... e to help people reflect
Shows what Stages oF On ther Creative
The creatie - SKIP QUESTIO NEXT QUESTION » WO(QSS &ﬂd be FMY\
members find  the P@‘” - 1o answer as well.
nost usetul for

(@ Sk BUTTON
HOW L WSE IT... , Thereis nopressure to
Busslmniles® e fiishth quic.in one
+he tool omd their &ips Sithng— users an
for how o use it this easulg resume it later
orea compiles some ot (though it is just 6 questions).

4hemost infovmative
wviments about the
1ol fow nsexs.
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- SECRET

SAUCE

Cintiq Tablet
ablets

Wunderlist

Moleskine
Notebook

Notebooks
Moleskine, S.A
log

2,215 325

NSECRET SPUCE "
ToolLs PAGE

PEOPLE SECRET RECIPES

™is page Shows all he
toole on the Site.
FIND A NEW TOOL
@ TP 10N
Shows the Top [0 tools
used by pesple’in o
Certain field, Whichis
wseful for novies taying
[ | +0 figure owt where Yp
G Start Leaning skills.

SORT BY TOP 10 USER EXPERIENCE

©)

GREAT FOR

@ RECOMMENDED ToOLS
Based on the user's
Profile Cindudiing tools
they wanr o vy ovd/or
are already using),
Yeammend ed tools thal
Wight Complemen ' their
pocess ore Shown bere.

5. ADOBE ILLUSTRATOR

7 istockphoto® iStockPhoto

Stock Image Resourci
istockPhoto

s/ «‘,& 5191 2173

Omnigraffle
o Soft

(® FertURES AREA
Thisarea can Show
thematic content such
0S 4 tovls o aveling
rentives"
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CONCEPT 4% 2

o @@ﬁo’c

WMERE 1T STARTED

The initial idea Wwlved designing an “idea buddy” relatisnship (who is
someome you bounce ideas of€ of ).

WHAT INFLUENCED IT

In My genevative researth, | &und that students
and Yeung professicnals often feel intimidated
Pfeszvm',ng initial ideas to Supevors; nstead they
prefer to reaon cut to a move intimate Wetwork of
peevs for feedback and validation Ficst.

WHERE IT ENDED UP

Fox the fnal fovm of tis Concept, | decided to design something that
Would suppovt existing idea buddy relatimships because
designing and buildung relatimships from Soratn weuld likely
be diffitt, fvced, and umatuval .

HOW IT WORKS
N | 5T
OL==

® Cthat with up to 2 other

@ When an idea has (3) tmtinue the discussion o
\dea buddies in o private progyressed toa more Mmobile devices as well,
space , and boun ideas develsped state, you Can o idea buddies far awoy-
off eathother, Comment on move speakic

aspects of the wovle.

DESIN THE
IDEA Bupdy/
(Reanve
PARTNERSHIP
RELATIONSH P

- Pegple prefer
D cvGdein
closer networks

W\r\ich!'hm.“ .
sayhelps Thew process

WHAT IT IS

A wss-platfivm tool 1o help you
get feedbncic on Your ideas and
share what wou're wexking on with
Your idea buddies.

SIMILAR IDEAS

Ein VlSlon INVSIMapp. comn

- collabevative Platform fuor design
teams to view dlickable pvotstypes
of Modeups and comment ontheon

° however, it seems mainly oeared
for designers, and doesn’t
Oppeariv have chakintegated

= | Google Goog\e Chat/

= | Docs * ,@ Hangeuts
drive. govgle.com

o reattime Collabovative editing ool

and a that tovlthats integrated
it the dowmment editing view

o however, it's difGiautt to talk

0bout and comment on file types
thet aren't nadive to Google Docs
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S
< copilot

Sally, Joe, & me. @‘3@

Sally

Here's the sketch | originally had. | thought that it would be good if
the login was mor inent and called out or something like in
my latest version| e In their current site it's not obvious.

What do you guys think?

Joe
1 think the login looks pretty good. the carriage’s a nice touch!
hmmm i wonder if the photo you used, the bottom right corner, is

a bit weird because it looks like there's supposed to be something
there. is it supposed to be blurry like that?

Me

did you ever see the site called www.simple.com? it's supposed to
be a new kind of banking website that's actually easy to under
stand. | read about it on Techcrunch yesterday. screengrab here.

Sally
ok will look into the photo! Simple looks beautiful

And I'll get back to you soon on what | thought of your
resume after I'm back from my interview. | think I'll make 4 more
pages for them... check out my scribble . Is it enough?

Yeah though not sure if you need the mublIL‘@S.

: d R
ANYTHING ARCHIVE v SETTINGS LOGOUT

User Experience in
the Banking Sector

pdf

. = St @ GEARCAYS A O
ﬁ

Products & Services ~ Why Wells Fargo? Guidance Cen|

Committed to
helping you g
further.

—_———

Cﬁpn [ SIMPLE Meet Simple Rec

Home (W))4) ————

+ MENU oPTioNS
CREDIT CARD FOR YOU

screenshot_100513

screenshot_100413 [+]

WCopILOT”
MAIN CHAT ROOM

People see this Sureen if
they are a paridpont
I o Copilot Chot voom .

() CHAT AREA

The large sizeok#ais

Grea places an ephiasis
on the conwversotion

Only 3 people (or “idea

buddies) ore allowed
+fur eath “\chatrwwom''.
Hommy reseaviir | 'd found
that this was e maxi-
Mum number of “idea
buddies” people vsually had.

SHARING WORX
Enables users to drng-
ONA-didp Wt tey
ore wocking o to getr

feedvack others

TeXT LINKING

Enables a user to link.
0 Wivd in that 40 an
ifem ; so that the
hat is contextualized
for future reference.
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s
< copilot

Sally, Joe, & me. @‘9@

Sally 3 minutes ¢

Here's the sketch | originally had. | thought that it would be good if
the login was more prominent and called out or something like in
my latest version because in their current site it's not obvious.

What do you guys think?

Joe
i think the login looks pretty good. the carriage’s a nice touch!
hmmm i wonder if the photo you used, the bottom right corner, is

a bit weird because it looks like there's supposed to be something
there. is it supposed to be blurry like that?

Me 2 minutes ¢

did you ever see the site called www.simple.com? it's supposed to
be a new kind of banking website that's actually easy to under
stand. | read about it on Techcrunch yesterday. screengrab here.

sally
ok will look into the photo! Simple looks beautiful

And Il get back to you soon on what | thought of your
resume after I'm back from my interview. | think I'll make 4 more
pages for them... check out my scribble.. s it enough?

Yeah though not sure if you need the mobile screens.

10g T /welme bagle

oF2

Foror
aGus”

Find an Aim

search fo
ANYTHING Q SETTINGS LOGOUT

COMMENTS -1new @

Sally March 2¢

Guys know where | can get some good
banking-In-action shots?

Joe Yesterday
Do you still need stock photos for this banner or
you're good?

otk US  wan - wne wi_markup.png
Added By: Sally
Viewed By: Joe
[+] FULL | DOWNLOAD | INFO

WeopILoT”

Co MMENTING VIEW

People see this swreen i
they clicked m an item,
whith then expands to
a larger view

(OMMENTS

Participants can leave. -
Specific comments about
the work

ARCHIVE
Older irems canloe drugged
%0 this area €or arch(\}\ng

EMOTICONS

Allows participants to

leave gn emotitmn reaction
(¢.9-thumbs vp) applarise)
for easy inferaction
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CONCEPT 4 3 UN¥E\érug

WMERE 1T STARTED

This cancept, when | first thaugnt of it, was a website that would allow
people to Shave the wok Hhat they are ashamed or embarassed
ovout (which tould be wovk fom earlyin a career, something that
was rejected o failed, bad ideas, etc.)

WHAT INFLUENCED IT

| fmnd that students and professionals sometmes fivget that
feelings of fear, douwdt and wvkusim are when engaging m
challenging ereative work, and a sign that they are gpmmﬂ
outside of their comfkt zones.

WHERE IT ENDED UP

N e end, the final form of this concept involved o physical compament — a
wall — and a digital compment — a wepsive. The wall pvovides pesple who

wok within the same physical Space (2.4.a lub, studio, or office) an sppodunity
to dhare examples in & cmon, Semi-private area whereas ¥he website
enavles o wider readn.

\'\OW IT WORKS
ou l'El % ’
1715?\ XY
@ Pos* examples of @ piswss examples with (@) Share with a
ve failure locally others in ahumovsus, brad er audience via
lighthearted Way - theweysite .

THE HALLoF  Ltfbcelchak
SWAME (AND  bnd<ionts
FAME) ..ond
A vhvam Website
9 ﬂ =
Xl =
uuhm ereafivity failure Stovies
live tv help pesple 1eam

WHATIT IS

A physical Land virtual) place o chare
your creative failures, 12arn Hom the

expaviences of others, and celevrate the

emotional wps and dewns of Creative wovk .

SIMILAR IDEAS

DANGERsUS
-th‘“ IDEAS

bigthink cam/blogs/dangemsus-ideas

> 0 tollection of blog poste disaussing
vodical (and sowetines “bad")
ideas frswr tinkers woldwide
however, these ideas are ml

Submitted by experts, there's noway
fixr many othevs o ntvibute
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n . d‘/»

el e

G

Qo 2P

o werug?

We SHow Wk BEST WORK IN 0uR
RoKTFalss, BND SWEEP EVERYTHING ELSE

= FAILED /NIEROWID |DERs
{ = m

— STERYBOARDS TAT [1SERs DISLIKED =
—> FILES WE SENT Hoves ON(SIMT  =====
—> CpNCEuR fRECTS i —
—> DRAFTS .
—> DELETED SCENES -
.- WNOER THE RUG {INTIL Now/ el THR
it ou THSE EXAWLES FRoM Do A
LN, SR, STURENIS 4 | =2
STAUNED INWSTRY Falks/

—> StRARED NARK

Seckion |- finkrg everts, folag
i
woting
song onely o et
T i iy |

|
i

oM

L

3

siees

ook ¢
iy b s iy i |
4 A, by
Sectiom 2=

"WANDER THE RUG "
PHYSICAL DISPLAY

Thig is the physical
Pm{'otgpe \ created fwe
the araduate Studio
Space. T asked ¢
Exampies of Creakive
failures Gow Students,
foculty) alumni, and
inAustny professionals
o display in the cafe
orea of the Shudio.

(@ suemission
Eath Submissian included
O viswal represeniation of-
e subrmission , along with
aorief Stowy desoibing why
ifwas a creative failure.

() CNTRIBUTION AREA
Magnets custered armund
On area invited people to
0Ad terr own wove,
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"ANDER THE RUG"
PHYSICAL DISPLAY

| treated enstom magnets
that would encouraqe
€aSy Commenting Gom
both the cmtibuter and
viewexs.

The phusical display treates
a sense of Comaradevie
between people in a shared
physical space, oy akenng
the tmversakion ovound
what comstitutes o “ailure”
a5 opposed to “just ancther
idea for the board ",
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Contact Press Login Register

—
UNDER
THE ru g Show-and-tell for all the work we don’t talk about.

home the archive about contribute shop search >

FEATURED

things often come out
argue that cancelled prints can... Continue

Explore Tags Contribute New in the Commons
We curate stories and snippets from Free designs, code snippets, video, audio
#failed )  #workinprogress a variety of different fields every clips, stock photography, deleted video
- Tuesday and Thursday. that were once loved but now live in our

#rejected ) #cancelled )  #freebie library with Creative Commons licenses...

— - — GO &

- Share a Story
#wheniwasyoung #moonshot

— — -

#notsignificant #deletedscene I i

Jowrs Hopru's UNVERSITY

- w

T |||
Johns Hopkins University 200¢
= @

2006
mn

Gamifying Cancer: Not Revising Again and Again The Riff Learning Logo Design
Quite There Yet When we first set out to design a | came to know jazz as a child, stretched  Logo design is hard. So when | was
This past weekend, top developers at totally new way of creating on a out beneath my uncle’s baby grand. | tasked with the job of creating the logo
Facebook, Google and Amazon Web tablet, we had no idea where to start would lie there for hours drawing while  for our Spring Fair, I was unaware of
Services joined research academics except with the basic tools: paper and Uncle Charlie practiced. | could feelthe  the issues that would come up when
and public attendees for a Cancer pencil. We went through hundreds of vibrations go right through me, filling trying to design something simple yet
Research UK hackathon to utilize iterations, and here are some of the me up with jazz... memorable. | had lots of “brilliant”
crowdsourced genetic data and turn worst versions of our rendering... #whatfailuresoundslike ideas, and at the time, it seemed like

itinto a smartphone game.... #appdesign, #nothinglikeit, they were all great. So | tried to execute

#moonshot, #igoodintheory, #wellworthashot » MarkCombe allof themiln one set of logos...
#oncology - A Jazz Musician #wheniwasyoung, firejected

Julian Alexander -
Marsha Damm r Designer
Sclentist at AMGEN Lily Jackson
G Graphic Designer

UNDER THE RUg
WEBSITE

The website facilitates
Shunhg eXxamples of
what creanive fallure
lovks like atwss a vanety
of domains.

TAGGING

Examples can be tagaed
o fadilitate wnding
chmw‘huhg) thematic,
sudhas moonshot ideas
or work fom early onin
one's Career

FEATURED EXAMPLES
Examples of creative failure
with parfialarly interesting
or insightéul back stoies
cawn Take the form of a
\mgform arhicle
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|
CONCEPT 4 4 @E’@% gﬁ% »

ANAWS‘S > .vﬁu‘

WHERE 1T STARTED s
Yo inine
This idea initially starked off as o vewy simple prysical wearable that f,“,(&mgaﬁ*
4 user wonld be able to mrevact with to rewvd their emotisa) Ivshaveathon
State os they move Hhvsugh the creati _
Y 9 ve pyoeess WRATIT IS
WHAT INFLUENCED IT m———
. A system that acks ysur
My Exploratony Researth fundings showed me that pesple dont alw ays emations, PYD()\MCYM\B, and
knaw they are engaging n the Creative process or feel evmpowered abowt Envirwmiental conkext tohelp
Now to reach el ereative potentiol. Furtnemore, my liverature redew  yuu gain insigint to Your swn
Showed that emctions have a significant mpack en creafivty. crenkive pvpeess.
WHERE IT ENDED UP SIMILAR IDEAS

In theend, this concept not only involved o simple wearable, but alse data
Som Souvees Such as: Mobile phone motion sensor Spedialized apps

fix Iraing data whit wonld help provide arvich picture of

the user's creative process ,

offectiva
Offectiva.com
* This is a compaviyfounded by an
MIT Media Lab protesser Rosalind
W. Picard whidh pwduces facial

COMPUTER "
HOW IT WORKS B Activity data re Loghlhm. Software ond rhe
,lkeemails oo o SENSOR recently - discontinued G- Senser
MOBILE PHONE QR "©O Emotiona 4 Skin cmductance wristband, both
Q GPS logs location e ofivnal data of whidh detect emetions

. fom-Fadal expressims
3= Emotional data from: and posture
voice pitech '

) Micwpnme logs \\

ta@ THE AFFECTIVE
@ COMPUTING
COMPANY

ambient poise level /- - .
Bl Actiwry dota (SMSs, “WRITPAND - Beand fneaktective computwglampany.com
9. C# Sleepand \ ermal o , .
53\)13'\232]“ Paae fes phy;:.m\ and skin ° A ctart-up in Pittsburgh thot’slsvking
v gtms'aw \o%r!Spm;tS ‘ ?Q‘i:‘(‘;‘q?dm“ *Seem“:a‘r at using mobile devices to measure
» Anestions on emotiond - nuance to d vk eople’s subjedive well-bein
and treative stare emetimal da o On Pople A 9
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w .
creos dashboard my data insights community m ::nk:?logom

Insights

What does your data really mean? How can you use it to be more creative and productive?

0

2 &3, 20> - ;
Where am | the % )
most productive? . .o il :
p d 7 o g Thurston School o %
How is this measured? %w _\p{g ?e‘«h“’w e
rch of the Q)@
Ascension'M A
Time Period: Last week Al
v Rodef Sha o ORI
Congregaty
FitnAvene
What This Means @ . Central Catholic 2 5
The bigger the icon, the more productive you 2 HighiSchool 3 ég‘—’ g
were in that location. € Fimore St gf‘ 7 G
14 $ 37 Pen, n\‘d\ S
LbesAve & o
Something to Ponder... Foose g‘:’ waesAy, K o
How well does your schedule allow you to ‘v:; -~ $ :%
flexibly switch where you're working? fgh bd 5 K
. Soccer Field 7 3 1
37
Frew o 4’:’7 K
r
v
More Information
(148 Walnut) @ Source Data
Best time fo be here Noise level Music? Emotional State Workload
7-9 pm Pretty quiet 80s Rock Worried Swamped

See top playlists »

Customize What | See

“C REOS"
INSIGHTS PAGE

A user sees tis sureen
When they have the
Creos system and ’rhe5
click m Insights at the

1op navigation bar. This
Soreen takes all the

data gatheredby the
(REDS System and presents
it In an easy-to-understund
for mat.

INSIGHT CARDS

The cove part of the
Insights page are the
Insight cards. Each card
indudes a question, sueh
as “Where am \the most
productive?' or * When

do T feel e most crearive 2”
that con be nswered
with data collected by Creos.

SUPPORTING INFDRMATION
This avea shows the
Supporting inframation
fhat explains the nuances
behind the sights (e.q.
Yeuare move productive
ot home between 12-2am
with & low ambient NoisL
level and Seme 80s Yock.)
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. u .
EVMUA“VE g— . " FEEDBACK FoR: HE e @)
i N v /A be ool if ik oW WOULD &= o (cTolo I buttmg with
-” B = "l cowd see Culd show me You WSE IT V24 °l { - the pluses"
* Pogvammer s &ez\/\? ;s:ho)\ ;:)ﬂ pesple with strengrhs IN YOUR @@?1 0 Tl
don't like to metnod of M atomplemen + mine"’ POMAIN ? F;CP?DLQ tm\:d%*o:o\
Next, I created interactive prototypes for whie a lot. Yesearch cin \ LTS YRET‘W_" / N THINGS TO 9 r: :)% '\‘:1\25 C(V)la‘\'
these design concepts, using the AxureRP Magbe instead be app\.ed ‘\ / A CoNSIDER/ o pa rod
) i P of de;mb|ng Mu Hiple NN:P / N MPROVE “‘hat was hlS“\|gh “
rapid plfototypllng tool. This all;)lweld me1 C’ZO Why a tool (s / . 4 | (ind seeing an ittm  this |fle | > [;)
create interactive prototypes that [ cou T, qive the % - \ \d 52?. & & \'d nee Pre \ K
have users test. In addition, I also created 2;22\0090‘\(29 " 4‘; — usc:nr,\‘_g this V\l/(;t_lA)O(\CM 6?5 different -~ AR ‘W bounce that :_}:3
the physical prototype for the Under \ ) ,, FE ED BA Ck fo R: ’ﬁ’rlmﬁ distonce at o?xie‘z?tﬁmork tavbed chats A E 22 *WO. weve N,\P;A
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hovd fime knowing i+
wasn't SomeanR's Yandom
Whiteboard notes, but

O PROTOTYPE.

Ttwas one thingtoget

"7 people 1o fook at the dispau,
but- difficwtto make it clear
Tnat people Could CONTRIBUTE .
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PERSONAS
AND SCENARIOS

To contextualize the design concepts, [
developed three personas that represent
prototypical users. I used the personas

to develop three scenarios. The stories
illustrate how the design concepts would
fit into the context of the users’ lives and
describe features of the prototypes that
they would likely find useful.

Meet SALLY,TO0E, and CAKERON.
FXele

They wet in college , omd became great friends.

Although they live in different cities now across the

country, they enjoy helping each other tackle

o creative challenges and exploring innovative

LS./ approaches to moving their ideas forward

m on their own...
D = Houw dl o they dlo His 7 Le's find out:

Y4

SALLY

Design Bradnate Student

LONG -TERM GOAL : Bewme o better designer, comnecr
with other designers ih the industry

SHORT - TERM G OALS:Wants to engage in a design

thallenge that wil showcase her skills when interviewing
gm?‘f,;’g — fov ajob that she aims to start after graduat on
CONNECT  smmmsm

EMPOWER = * SNl relatively new to er feld, finds it fmstnating to learn
R all the tools desighers ave expected to know
Degian o She feels she's not quite as effident in warkflow asher

NEED? . .
peers — some who hove 0 bir move expevience

Rolling with the Punches
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OPTIMIZE =
EMPATHIZE o
(ONNECT o
EMPOWER.  wmet

SESR——

k&
)
OPTIVIZE e

EMPATHIZE ==
coNNE(_T ey

JOE

Junior Develsper at a mid-size stavtup

LONG ~TERM GOALS : Betame o senlor develsper, laundn
his own startup as a Tedhnical FTounder in the future
SHORT-TERM GOALS: Wants to impress his hew manager
ond cowovkers, and get the code that he writes shipped

¢ Still settling intv the company, Toe funds it a bit Fa

leaming curve understanding the ins and suts of the
Company’s processes

* Ands it tough sometimes wyvitng Code in sudna collaboative
enumonment

CRIMERCN

Lab Manager at o university cellular biology lab

LoNG-TERM GOALS: Apply for & PhD program next
Year, 1mprove his overall creative process
SHORT-TERM GOALS: Produce o good researth poster
for an upumiing conference, gex his resume revamped
¢ Sele -deswibed “data geek'', Camevvn likes to use vavious
apps and tedinologies to trock different aspects of his life
* Balances irregular hoursin the lab performing expeviments
And writtng papers with hanging owt with his fiends

* Does net comsider himself vewy creative, since he feels the
ideas firhis expevments come fom his P.I.( Pdncipal Investigator)
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v/m ‘

[

I. Sally needs to redesign a
banking website as part of a

design assignment fox an int erview.

$he gets m COPILOT ond brawnstorms
With her friends, and Speafially
asks fix Joes opinion Sinc he has
a bank awsunt there.

SALLY: A SCENARIO

7 e 7
e 21
NG e

Naybe aphdo.?

2. She creates a wireframe sketrdn,
ond her dends Joe and Comeron
give her sovvie feedback and
enwurag ement along the way -
Camevonn comments via COPILOT
hat it would ve good to have an
image of samevie at the hank on
the main page .

Rolling with the Punches

3. Shevealizes she vieeds Savne
SYode pnotos fir e design. She
uses SECRET SAUCE to see where
her dassvatres and other designers
She admires get thejr stock photes.
She sees tat one of her classmates
recommends Reaistock, a site
hat has good, vealistic phdos.
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4. After completing ner design,
She uploads ancther versis on
CoPiLoT. She gets mn video chat
fov o bit with Joe by ask whether
o few parts of herdesign are
feasivie fv development.

i ,,,“"Rl‘i/ .

SHopilot -—]-—»l-’]——
iy good luek | [ Epiec
Sally: =
00— ;
a Wy = rRY
— WIN
e =1
- |

5. Shefinishes the Gnal ftouanes for her
design a few hours befove Yier flight.
She sees that beoth Joe and (amevem
have 1eft er funny 1mages basically
wishing Wier good ludk . She smiles,
Gna gets veady to padk .
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|- Toe spends the memning chatting
aboit and brimstoviming with Sally.
He falks about how he's nenous
aveut his ficst code veview —whidn
will be in o few hours. Hespends
the vest of his fime adding some
last-minute pnmnctations to his code .

2. His Code yveview — with his manager
Gnad ancter Sen oy develsper — fums
sut o be quite ysugh . They askhim

questimns he had never even CanSidered

ond they pomted sut vavions areas
inhis code whith cowlel've been
Simplified .

3. Joe leaves the meeting feeling

o litte discouraqed —\iseqo is o
Lithe bruised. He talke aboubit m
vid o that thrsugh CoPILOT while
answenng soyne of Sally's guestions.
on Niswauy badctowisdesk, he
notices o pinvoard in the kitthen
avea.
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4. Toe 0025 ovex totakea closerlovk .

Nis cowmvker Lee explatng that it's
the company "UNDERTHE RUG"
boavrd , Wheve people are invited
1o post up vavions examples of
failure . Lee potints out the de
snippet that Toe's manager had
twmed in for his Firsk review,and
+he two have o good laugh. He

(omments by putting a shicker o1
the example : " SUPER elegant.”

fhat even Ws manader had been

in his Same positim. He gerson
CoPILUT quickly to wish Sally

good \nck and to download Camersns
resume onto his omputer fre
prockreading later. He retums

+o his desk , To presare o plan fix
revising his code.
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P

e

rcsvme.naw.g

. Camexom, prepanng fox a amfererce
Next montn, uploads a drat ot his
Yesearch poster to CoPiLoT fur feed-
back, along with his resume £
poof reading.

52 | CAMERON: A SCENARIO

WhaYdoyou
-Hninl;o% CHASED
Chase Bank? —
- l = l -
saw ¥ Design m
\$ basic.
- oY Check out
Simpie com.
My Prend vses
RIS, -

2. With a fewhours to go wntil he needs
to stavt the next step of his expeviment,
he chats B a whik with Sally, brain-
Stovming other geod banking welsites
Hiod may sewe oS wspiration &

hex vedesign.

Sivmes

o=

3. \n the midd e of the day, Camevsin
gets o message frovm e CREOS System,
which he has started using to fradk
Vovious ospects of his Creativity and
poductivity, suda as how he's feeling
duving the process. Since he's been
wokingon Wis Yesearth paper withowt
veally moving forwaxd, e texts back a
*3 (out of 10).
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ToNE
we 000
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4. He tnecks sut his CREDs profile
tnline ond flips thvugh some of the
Insights cards. He sees that based
onhis data last mmth, he's been
move productive arheme ot this
hour, se e decides to go home to
Continue Wis witung.

5. Later s that evening, he gets on
(oPILOT +o discuss some findings with
Colleagues in another state .

6. Nis colleagues el him about
SECRET SAUCE'’s beta site foc
Shawing protocels between sdentists .
He finds it a useful +ool for exploning
extrensims to the cell cutture tedn -
higue We's beew using - Laterin the
evenng CREOs 0sks Now creative
he's Feeling agqain, and tis fime he
Fexts a '6" He wishes Sally oood

luck. on herinreniew, and returns to
e \ab o chedk up on an experiment.
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WHEN WERE THE CONCEPTS USED?

This chark summavizes / shows wwen Sally, Toe , and Camertn used each of the 4

design Coneepts Mrvugnout the day:

o SELRET
'7°°"V°1°;J SACE

W@E .7°Z; pilot

| @ CRAMERON a°foy£lo;J

.7°Z; yLlo\Tl

a°€oy£lo\7

SELRET
SAVCE
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CONCLUSION

I had originally defined the success of this project as creating something that resonated with people
and improved their development of creative ideas. These characteristics translated into project goals,
which I believe I achieved based on the positive feedback that I received from participants during
various testing sessions. Nonetheless, I can envision the project extending beyond my initial thesis.
In order to improve the fit of the tools for various domains, I would conduct more formal testing of

the prototypes, paying close attention to usability issues. In addition, I would conduct more in-depth
ethnographic research so I can fine-tune concepts and make them truly work well for people in
specialized domains.

Another success of this project is its design framing, which encourages and provokes people into
thinking about creativity not as something that has a “quick-fix” solution but as something personal
and deeply important. By considering the messy realities of the creative process (such as instances
of failure, chaos, and confusion), I hope that people become liberated to search for and reach their
creative potential.

In the coming years, creativity and innovation will be an increasingly important topic that will

most certainly warrant more attention and study. With ever-evolving technologies in neuroscience,
artificial intelligence and machine learning, it's exciting to think about what the creative process
will look like in the next decade. One thing I feel fairly confident about is that despite the new
technologies that will insert themselves into our lives in the future, the confusion, chaos and periods
of uncertainty that is part and parcel of the creative process will not be going away any time soon.
And I think that is a good thing—Dbecause it means that we will continue to have opportunities to
challenge ourselves and grow through the act of creating things that better ourselves and society.
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REFLECTION

Reflecting back, this thesis project has been a long and emotionally difficult journey. At times, [
doubted why I even decided to take on such an ambiguous to study. I think one of the biggest
challenges I faced in this project was believing in the validity of the project topic itself. There were
many times when I felt embarrassed or scared to talk about the project, because creativity as a

topic is so complex and broad. Everyone had an opinion on it, because we are all practitioners of the
creative process, which means that there are just so many more chances that your ideas will conflict
with their understanding of creativity. In the end, I'm glad I persevered through this challenge,
because [ wouldn't have ended up with my final design themes and framing had I chosen to look

at creativity more narrowly or confined myself to studying one specific stage (e.g. just the idea
generation stage).

In a way, it's ironic that this project itself is one that has utilized the creative process, and I can't
help thinking how often the need for the design themes appeared in the process of completing this
project. For example, as [ was contacting people for examples to place on my prototype for Under
the Rug, I felt nervous that my idea would be rejected (particularly by well-established professionals
in the industry), and the entire concept would fail. Yet, the whole basis for the concept was to
provide a space for people to discuss and share their failures. Talk about irony! In the end though,
this project has made me more cognizant of the inherent highs and lows of the creative process, so
that in the future, when I encounter a block or a setback, I will be able to accept it more easily as an
opportunity to grow. It's still not easy to do this, but this project has been a major stepping stone in
the development and maturation of my own creative process.

Rolling with the Punches
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