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We often focus on narratives around creativity being this unique skill and the idea that creativity
happens in a bolt from above, in reality this is not the case and ideas often come from a slow
developmental process as explained by Steven Johnson below:

Watch the video and write down your thoughts and reflections in the discussion board
on what he says about Where Good Ideas Come From (there is no right og wrong
answer here, and the teacher won`t be answering your comments).

 

WHERE GOOD IDEAS COME FROM by Steven JohnsonWHERE GOOD IDEAS COME FROM by Steven Johnson

 

 

Unread     Subscribed

https://canvas.instructure.com/courses/2540530/discussion_topics/10745692/edit
https://canvas.instructure.com/courses/2540530/users/4954225
https://canvas.instructure.com/courses/2540530/users/4954225
https://canvas.instructure.com/courses/2540530/users/29215160
https://www.youtube.com/watch?v=NugRZGDbPFU


Personalities Test
Our creative process and how we apply creative processes are driven by our own personality,
self-reflection and understanding of our personality type can give us a deeper understanding of
our approach to creative processes. Invariably, in any innovation process, people also need to
work in a team. A good team will compromise a good balance of skills, mindsets, and abilities,
therefore it is good to know our strengths and weaknesses so we can collaborate with people who
cover our blind spots. In this activity, we will spend some time doing a personality test to gain
insight into our preferences and reflect on these in the discussion below. 

Students take the 16 Personalities Test  (https://www.16personalities.com/personality-types)
and then discussion is led by the teacher with the help of the following questions. Students can
discuss these questions also in small groups.

 

Questions for reflection and discussion: 

What do you agree with in terms of your personality type assessment?

What do you disagree with in terms of your personality type assessment?

In a team, what other 2 personality types do you think you need to help cover your blind spots or
weaknesses?

What strength do you think aids your creative process and can you think of examples where you
have used this strength?

Which of your strengths do you think will benefit you as a young entrepreneur?

 

https://www.16personalities.com/personality-types
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Often the only difference between creative and uncreative people is self-perception. Creative
people tend to have a growth mindset, see themselves as creative, and give themselves the
freedom to create. People that believe they are uncreative tend to have a fixed mindset, do not
think about creativity, and do not give themselves the opportunity to create anything new.

Being creative may just be a matter of setting aside the time needed to take a step back and
allow oneself to ask if there is a better way of doing something. Edward de Bono calls this a
'Creative Pause'. He suggests that this should be a short break of maybe only 30 seconds, but
that this should be a habitual part of thinking. This needs self-discipline, as it is easy to forget.

Creativity characteristics vary within and among people and across disciplines. No one person
possesses all the characteristics, nor does anyone display them all the time. (Spencer, Lucas
& Claxton, 2012)  (https://www.creativitycultureeducation.org/publication/progression-in-
creativity-developing-new-forms-of-assessment/)   devised the Five Core Creative Dispositions
Model to evaluate an individual's creativity characteristics. 

 

THE FIVE CORE DISPOSITIONS ARE:
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This tool was designed so that the development of each of the 15 sub-dispositions could be
tracked along three dimensions: 

Strength - This was seen in the level of independence demonstrated by users in terms of
their need for external prompts or scaffolding, or congenial conditions
Breadth – This was seen in the tendency of users to exercise creative dispositions in new
contexts, or in a new domain
Depth – This was seen in the level of sophistication of disposition application and
the extent to which application of dispositions was appropriate to the occasion.

 

Thinking about your own skill levels of the core creative dispositions, identify your 3

strongest creative dispositions and how they are supported by your personality traits.

Write down your thoughts and reflections in the discussion board (there is no right og

wrong answer here, and the teacher won`t be answering your comments). If you are in

the classroom you can discuss in small groups, then the fellow students and

tutor/teacher will give feedback on these insights.
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Innovation is not Creativity
Whilst we explore and understand creativity, it is important to make the distinction that Innovation
is not purely Creativity, it is the utilisation and commercialisation of ideas. In the next steps we will
explore how we apply our creativity to fuel innovation.  Vijay Govindarajan provokes us to think
about this in terms of how we organise teams to deliver innovation: 

 

Vijay Govindarajan: Innovation is not CreativityVijay Govindarajan: Innovation is not Creativity

 

 

https://www.youtube.com/watch?v=8EcCCm5Jz5E


The Double Diamond Model
The Design Council’s framework for innovation helps designers and non-designers across the
globe tackle some of the most complex social, economic, and environmental problems.

At the heart of the framework for innovation is Design Council’s design methodology, the Double
Diamond – a clear, comprehensive, and visual description of the design process.

 

Take a few minutes to watch the 2 explainer videos on what the Double Diamond Model is:

 

Service Design Academy: The Double DiamondService Design Academy: The Double Diamond

     

What is the DOUBLE DIAMOND? 💎💎✨What is the DOUBLE DIAMOND? 💎💎✨

 

 

https://www.youtube.com/watch?v=mRd7OVmiyZw
https://www.youtube.com/watch?v=JGETnwgkV5U


This framework encapsulates the first 3 cycles, Proof of Value, Proof of Concept, Proof of Market
and transpires over 4 main stages: Discover, Define, Develop, and Deliver. The diamond
shape is used to visually represent 2 main types of thinking at the different
stages: divergent and convergent thinking. 

 

 

 



Defining a Problem Statement
THINK ABOUT YOUR DAY TO DAY LIFE AND SURROUNDINGS. 

Try to think of something that is a problem for you, it can be big or small. From constantly
forgetting wet laundry in a washing machine to people interrupting your workflow daily. The
problem should be something you experience and therefore understand why it is a problem to
you.  You should think about how you feel in relation to the problem. This is the empathise stage,
to understand the user perspective of a problem. 

Now we are going to define that problem, into a problem statement. This the early stage of a
creative process to ultimately lead to a problem solution. But we don't want to think of the solution
right now, we want to properly understand the problem.

You can also work and discuss this in pairs or triads with fellow students.

WHAT IS A PROBLEM STATEMENT?

A problem statement identifies the gap between the current state (i.e. the problem) and the
desired state (i.e. the goal) of a process or product. Within the innovation context, you can think of
the user problem as an unmet need. By innovating a solution that meets this need, you can satisfy
the user and ensure a pleasant user experience.

A problem statement frames this problem (or need) in a way that is actionable for innovators. It
provides a clear description of the issue that the innovator seeks to address, keeping the focus on
the user at all times.

Problem statements can take various formats, but the end goal is always the same: to guide the
innovator towards a feasible solution. Let’s take a look at some of the ways you might frame your
problem:

From the user’s perspective: “I am a young working professional trying to eat healthily, but
I’m struggling because I work long hours and don’t always have time to go grocery shopping
and prepare my meals. This makes me feel frustrated and bad about myself.”
 
From a user research perspective: “Busy working professionals need an easy, time-efficient
way to eat healthily because they often work long hours and don’t have time to shop and meal
prep.”
 
Based on the four Ws—who, what, where, and why: “Our young working professional
struggles to eat healthily during the week because she is working long hours. Our solution
should deliver a quick and easy way for her to procure ingredients and prepare healthy meals
that she can take to work.”



As you can see, each of these statements addresses the same issue—just in a slightly different
way. As long as you focus on the user, what they need and why it’s up to you how you choose to
present and frame your problem.

WHAT MAKES A GOOD PROBLEM STATEMENT?

A good problem statement is human-centred and user-focused. Based on the insights you gather
in the empathize phase, it focuses on the users and their needs—not on product specifications or
business outcomes. Here are some pointers that will help you create a meaningful problem
statement:

Focus on the user: The user and their needs should be front and centre of your problem
statement. Avoid statements that start with “we need to…” or “the product should”, instead of
concentrating on the user’s perspective: “Young working professionals need…”, as in the
examples above.
 
Keep it broad: A good problem statement leaves room for innovation and creative freedom.
It’s important to keep it broad enough to invite a range of different ideas; avoid any references
to specific solutions or technical requirements, for example.
 
Make it manageable: At the same time, your problem statement should guide you and provide
direction. If it’s too broad in terms of the user’s needs and goals, you’ll struggle to hone in on a
suitable solution. So, don’t try to address too many user needs in one problem statement;
prioritise and frame your problem accordingly.

Bearing these things in mind, let’s explore some useful methods for creating a meaningful problem
statement.

HOW TO WRITE A MEANINGFUL PROBLEM STATEMENT.

Writing a meaningful problem statement can be extremely challenging. How do you condense all
the complexities of the user’s conscious and unconscious desires into one simple, actionable
statement? Fortunately, there are some tried-and-tested methods that will help you do just that.

One of the first steps in defining a problem statement is to organise your findings from the
empathise phase. Space saturation and group is a popular method used by innovators to collect
and visually present all observations made in the empathise phase in one space. As the name
suggests, you will literally “saturate” a wall or whiteboard with Post-It notes and images, resulting
in a collage of artefacts from your user research.

As the Stanford d.school (https://dschool.stanford.edu/)  explains: “You space saturate to help
you unpack thoughts and experiences into tangible and visual pieces of information that you
surround yourself with to inform and inspire the innovation team. You group these findings to
explore what themes and patterns emerge, and strive to move toward identifying meaningful
needs of people and insights that will inform your solutions.” 

 

https://dschool.stanford.edu/


 

NOW! Try to define your problem statement utilising the techniques mentioned here. 

 



Defining a Business Idea
What is ideation? 

Ideation is the third phase of the Double Diamond process, and it’s all about generating ideas.
Before we explore ideation in more detail, let’s briefly recap on the five stages of Design
Thinking: Empathise, Define, Ideate, Prototype, and Test.

Now, it’s important to remember that this is not a strictly linear process. However, the insights and
outcomes derived from the Empathise and Define stages (getting to know your users and setting
out a clear problem statement) will guide and inform a productive ideation session.

The Nielsen Norman Group (https://www.nngroup.com/articles/ux-ideation/)  defines ideation as
“the process of generating a broad set of ideas on a given topic, with no attempt to judge or
evaluate them.”

In the ideation phase, you’ll explore and come up with as many ideas as possible. Some of these
ideas will go on to be potential solutions to your problem statement; some will end up on the reject
pile. At this stage, the focus is on the quantity of ideas rather than quality. The main aim of an
ideation session is to uncover and explore new angles and avenues—to think outside the box. For
the sake of innovation and creativity, it is essential that the ideation phase be a “judgement-free
zone”.

Ideation comes in many different shapes and sizes. We’ll take a look at some of the most popular
ideation techniques.

Why is the ideation phase crucial?

The ideation phase represents a key transitional step from learning about your users and the
problem to coming up with solutions. If carried out properly, an ideation session is where
innovation thrives; it should help you stumble upon that groundbreaking solution that your users
have been missing!

As Don Norman explains in Rethinking Design Thinking
(https://www.core77.com/posts/24579/rethinking-design-thinking-24579) , ideation is crucial in
getting us to question the obvious, challenge the norm, and come up with new ideas.

“It is by questioning the obvious that we make great progress. This is where breakthroughs come
from. We need to question the obvious, to reformulate our beliefs, and to redefine existing
solutions, approaches, and beliefs.”

As an innovator, the ideation phase is your “safe space” in which to come up with novel, perhaps
unconventional, ideas. It doesn’t matter if these ideas turn out to be plausible or not; what’s
important is that you venture beyond the obvious, already-been-done solutions.

https://www.nngroup.com/articles/ux-ideation/
https://www.core77.com/posts/24579/rethinking-design-thinking-24579


Ideation sessions will help you to focus on your users; to accumulate the unique perspectives and
creativity of different people, ensuring diversity of ideas; and ultimately, to innovate in ways that
you never thought possible.

If you’re planning an ideation session or workshop, it’s important to set the right tone. Before we
delve into specific ideation techniques, let’s consider how you can prepare for a successful
ideation session.

Introduce a change of scenery

If you want to encourage outside-the-box thinking, it’s important to take yourself quite literally
outside of the box. It might seem like a minor detail, but the physical space in which you hold your
ideation session can have a major impact. Move away from the usual setting, be it the boardroom
or your desk, and hold your session somewhere completely new. A new environment introduces
new stimuli, which in turn can help to trigger fresh ways of thinking.

Create a relaxed environment

Both distraction from the problem and a relaxed state of mind have been proven to get the
creative juices flowing (https://open.buffer.com/shower-thoughts-science-of-creativity/) . The best
ideation sessions are those where the participants feel at ease. The ideation phase should be a
safe space—but most people will need some coaxing before they feel comfortable sharing their
wildest ideas. When you are doing a group session, have some ice-breaker exercises
(https://smashingideas.com/five-warm-ups-ignite-design-thinking-workshop/)  prepared to bring the
group together, relieve any tension, and get people warmed up. 

Use what you’ve learned from the Empathise and Define stages: Prepare a list of
“How might we…?” questions

While ideation is all about generating as many ideas as possible, it’s important to steer this
process in the right direction. This is where stages one and two of the Double Diamond process
come in: Empathise and Define.

Throughout these two phases, you’ll have painted a clear picture of your users and their needs.
You’ll also have constructed a meaningful problem statement—i.e. the challenge you need to
address in your ideation sessions.

In preparation for ideation, you can create a list of “how might we” questions related to your
problem statement. The “how might we” methodology breaks your problem statement down into
actionable segments, framing it as an opportunity rather than an obstacle. How so? Well, consider
the wording “how might we…”; it suggests that a solution is possible, but doesn’t give any hints as
to what that solution might be. You have enough of a focal point to guide your ideas, but plenty of
freedom to think laterally and innovatively.

https://open.buffer.com/shower-thoughts-science-of-creativity/
https://smashingideas.com/five-warm-ups-ignite-design-thinking-workshop/


Visit designkit.org (http://www.designkit.org/methods/3)  for clear, step-by-step guidelines on how
to formulate effective “how might we” questions.

 

http://www.designkit.org/methods/3


Key Ideation Techniques
Now you have everything in place for your ideation session, there’s just one thing left to do:
Choose which ideation techniques you’re going to use. Here are some of the most common
ideation techniques used by designers:

ANALOGIES

By definition, analogy is “a cognitive process of transferring information or meaning from a
particular subject to another.” An analogy provides a comparison between one thing and another,
serving as a means of explanation or clarification. What does this have to do with ideation and
design? The analogy technique compares your situation—or design challenge—to something you
are familiar with, enabling you to look at the problem in a new light and consider possible
solutions. You can learn how to apply the analogy technique here
(http://www.brainstorming.co.uk/tutorials/analogytutorial.html) .

BODYSTORMING

The bodystorming technique gets you to physically experience a situation in order to spark new
ideas. If you’re struggling to get close to the problem, bodystorming is a great way to
generate genuine user empathy (https://careerfoundry.com/en/blog/ux-design/5-must-read-
articles-on-empathy-and-ux-design/) . How does it work? You set up a physical experience
resembling the problem you are trying to solve, using people, props, or a digital prototype. Based
on your own interactions with, and reactions to, this environment, it may be easier to come up with
ideas.

BRAINSTORMING

Brainstorming is one of the oldest tricks in the book when it comes to generating new ideas as a
group. In a brainstorming session, you verbally bounce ideas off of each other in the hopes of
finding a blended solution.

BRAINWRITING

An alternative to traditional brainstorming is brainwriting. Instead of verbally sharing ideas,
participants write down their ideas before passing them on to someone else. The next person
reads these ideas and adds their own, and so the process continues until each person’s ideas
have done a full rotation. All ideas are then collected and placed in front of the group for
discussion.

BRAINWALKING

This is the more dynamic, physical version of brainwriting. Instead of passing pieces of paper
around the room, the innovators themselves move between different “ideation stations”. Just like
brainwriting, they’ll add their own ideas before moving on to the next station.

http://www.brainstorming.co.uk/tutorials/analogytutorial.html
https://careerfoundry.com/en/blog/ux-design/5-must-read-articles-on-empathy-and-ux-design/


CHALLENGING ASSUMPTIONS

As we know, challenging assumptions is crucial to breaking conventional thought patterns and
coming up with new ideas. A popular ideation technique is to come up with a number of
assumptions that are inherent to your design challenge. As a group, you’ll then go through these
assumptions and discuss whether they are really true, or if they’re simply there because they’ve
never been questioned. In putting these assumptions to the test, you can determine what
characteristics are really necessary, or which solutions could be used instead.

GAMESTORMING

Gamestorming is the gamification of brainstorming, and a popular technique for both ideation and
problem-solving. Gamifying classic ideation methods adds an extra element of engagement and
interactivity—and helps to suspend some of the normal “rules” of everyday life. You can find tips
and tools for gamestorming here (https://gamestorming.com/) .

MINDMAPPING

Developed by Tony Buzan in 1972, mindmapping is a visual ideation technique that encourages
you to draw connections between different sets of ideas or information. You’ll start by writing a
keyword in the middle of the page (normally related to your problem statement). On the same
piece of paper, you then surround this word with any and all ideas that come to mind. Finally, you’ll
think about how these ideas are connected, depicting said connections with lines and curves—
resulting in a visual map.

REVERSE THINKING

Reverse thinking can be a fun way to flip the problem on its head and come up with new ideas.
The question “how might we make our online courses more accessible?” could be changed to
“how can we make it as difficult as possible for users to take our online courses?” The solutions
you come up with for the reverse challenge can help you to envision what the opposite might be,
leading you closer to the solution you really need.

SCAMPER

SCAMPER is an action-packed checklist that helps you to come up with new ideas for a particular
problem statement. SCAMPER prompts the designer to substitute the topic with an equivalent or
similar topic; to combine the original topic with additional information; to adjust the problem by
coming up with alternative ways of constructing it; to creatively modify the topic; to put it to other
uses by identifying possible scenarios where this topic can be used; to eliminate any ideas or
characteristics that are not valuable; and to reverse and rearrange the problem in order to come
up with a brand new concept.

STORYBOARDING

Storyboarding is an excellent technique for bringing a problem statement to life and exploring
different avenues in a visual way. Start by drawing out your user personas
(https://careerfoundry.com/en/blog/ux-design/how-to-define-a-user-persona/) —as defined in the

https://gamestorming.com/
https://careerfoundry.com/en/blog/ux-design/how-to-define-a-user-persona/
https://careerfoundry.com/en/blog/ux-design/how-to-define-a-user-persona/


empathise and research stages—using images and quotes to paint a vivid picture. From there,
you can draw out various storylines and outcomes, visualizing how the user feels throughout. You
can learn about storyboarding in more detail here
(https://www.smashingmagazine.com/2017/10/storyboarding-ux-design/) .

WORST POSSIBLE IDEA

Similar to reverse thinking, the worst possible idea technique is great for putting the group at ease
and removing creative blocks (https://careerfoundry.com/en/blog/ux-design/how-to-get-over-
creative-block-and-free-your-inner-designer/) . Even if the ideation session has been declared a
judgement-free zone, there is inevitably a certain amount of pressure to find a viable solution that
your peers will like. Going in search of the worst possible idea takes away this pressure. Not only
that: Reflecting on what’s so terrible about these ideas can reveal valuable insights into what a
good idea might look like.

These techniques are just the tip of the ideation iceberg. Here are some further ideation methods
you might like to explore:

Creative pause
Cheatstorming
Crowdstorming
Daydreaming
Provocation
Forced relationships
Roleplay
Visualization
Wishing
Sketching and sketchstorming
Synectics

 

When deciding which ideation techniques to use, students think about the nature of their
problem statement, as well as the people taking part in the ideation session. It’s important
to choose techniques which are suitable for the group size. At the same time, it needs to be
consider which methods are most likely to put members of the group at ease and elicit the
best response among this particular group of people.

Taking their problem statement, students go through the ideation phase of creating
multiple potential ideas as a solution to their problem statement. It is important to
emphasize they don't need to worry about coming up with the perfect idea, the goal is to
have a quantity of ideas to later narrow down. This is about practising the process. 

 

https://www.smashingmagazine.com/2017/10/storyboarding-ux-design/
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