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1 Sponsors and Organisers

The research cluster is funded by AHRB/EPSRC. 

The website for the ‘Understanding and Supporting Group Creativity in Design’ is at http://www.creativityindesign.org.uk/
The third workshop “Technological Support for the Phenomena” was organised by Hilary Johnson and Tim Coughlan, University of Bath.

2 Attendees

Researchers and practitioners from a range of disciplines including computer science, psychology, the arts, cognitive science, engineering and design attended the workshop:

Hilary Johnson  (H.Johnson@bath.ac.uk)

Peter Johnson  (P.Johnson@bath.ac.uk)

Eamonn O’ Neill  (eamonn@cs.bath.ac.uk)

Tim Coughlan  (T.Coughlan@bath.ac.uk)

Nick Bryan-Kinns [nickbk@dcs.qmul.ac.uk]

Leon Watts [l.watts@bath.ac.uk]

Linden Ball [l.ball@lancaster.ac.uk]

Andy Warr [cspaw@cs.bath.ac.uk]

Cathy Treadaway [CTreadaway@uwic.ac.uk]

Anja Pahl [ensakp@bath.ac.uk]

Ellies Dekoninick [E.A.Dekoninck@bath.ac.uk]

Tom Howard [en0tjh@bath.ac.uk]

Avril Thomson [avril@cad.strath.ac.uk]

Phillipa Ashton [p.c.ashton@staffs.ac.uk]

Chris Killer [en8cjk@bath.ac.uk]

Andree Woodcock [a.woodcock@coventry.ac.uk]

Shahin Nabavian [shahin@dcs.qmul.ac.uk]

Brian Elwell [brian.elwell@virgin.net]

Caroline Thibeaud [carolinethibeaud@hotmail.com]

Mark Owen [achtungmark@hotmail.com]

Anny Colgan [pssac@bath.ac.uk]

Alan Hudson [alan@hudsonnet.com]

Penny Hay [penny.hay@virgin.net]

Annie Warburton [bristol@artsmatrix.org.uk]

Karen Wallis [post@docwallis.wanadoo.co.uk]

Babette Martini [BMartini@uwic.ac.uk]

Brenda Miller [brenda.miller4@virgin.net] 

3 Cluster Objectives

The research cluster has two sets of objectives, to establish the cluster community and to outline the research objectives the community will address.

The objectives to establish the community are:

1. To bring together researchers from different disciplines to identify contributions to theoretical, methodological and applied problems in creative design;

2. To establish new research collaborations to address the current and emerging challenges of understanding and supporting group creativity;

3. To provide a research and information exchange for research in creative design.

The research objectives the community will address are:

4. To consider the fundamental nature of group creativity and to identify how the represented design disciplines can contribute to gaining a fuller understanding of creativity in design;

5. To establish the current principles, models, methods, and tools used within the different contributing disciplines to support teams engaged in innovative and creative design, and identify opportunities and challenges;

6. To identify how the different disciplines understand, teach, model and assess creative design and the resulting solutions;

7. To address the research problems of assessing current technological support for group creativity in design, and developing future design-support tools;

8. To formulate a prioritized agenda of research issues on group creativity in design supported by 21st Century technology.

4 Cluster Committee

Dr. Hilary Johnson, Principal Investigator

Tim Coughlan, Co-ordinator

Prof. Peter Johnson, Co-investigator

5 Workshop Objectives

The third workshop took as inputs the research knowledge gathered across disciplines and the agreed research issues and agendas to be addressed from workshops 1 and 2. 

The remit of the workshop was to educate participants from the different disciplines into the nature of the tools and technologies currently used, and their utility. This workshop satisfies objective 7.

The outputs of this workshop are:

· Knowledge of the different tools and technologies in use

· A research agenda for formally evaluating the utility of the tools

· A research agenda for addressing the research issues inherent in generating requirements for future tools given the cross-disciplinary understanding of creativity and how to study creativity in design, from workshops 1 and 2.

6 Workshop Structure

The first day of the workshop began with an introductory presentation and a presentation of HCI research in creativity. This was followed by a group activity where the research issues identified as important in the previous workshops were discussed with the aim of producing research proposals. An artists forum took place on the morning of the second day, with the afternoon spent in groups continuing to work on research proposals. 

7 Introduction

To open the workshop an introduction was given by Hilary Johnson. This included an explanation of the cluster objectives, a summary what had been achieved at the previous workshops and consideration of what we expect to achieve in this workshop. A copy of the introduction is given in Appendix 1. 

8 Presentation: HCI Perspectives on Creativity

A presentation was given by Hilary Johnson on the subject of how creativity has been understood and studied in the field of human-computer interaction. This began with a consideration of the motivation for studying research in HCI, followed by a review of HCI research covering:

· The roles that it is expected computers can play in the creative process

· Relating theoretical perspectives on creativity to actual design

· Practical examples of research

· The ideal characteristics of a creativity support tool.

9 Artists Forum

This session consisted of the artists giving short presentations of their work, detailing creative elements, how work evolved and changed and the process of creation.   Particular features of these presentations, different to our past presentations, relate to fun, laughter, entertainment, pleasure and optimism.  Commonalities existed across artists in trying out ideas on different versions, or hypothesis testing  and how everyday life (actions, pictures, stories/themes and photographs) lead to inspiration.  Computers and software use were generally confined to Photoshop and Flash.
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10 Group Activities

In addition to the artists’ forum, there were three other group activities.  The details are given below:-

*Discussion of Priority Research Themes & How they can be Pursued, Collaboration Needed, Forming of Groups, Discussions of Aims and Objectives for Proposals.

1. List of priority themes

2. Group composition

3. Proposal proforma

4. Decide which themes to pursue

5. Develop themes

6. Work on research proposals to address themes

7. Decide on aims and objectives

8. Identify each person’s contribution

9. Identify the users/beneficiaries

*Group report back on research themes, identification of further priority themes.

1. Prepare report back of research themes from groups from day 1

2. Revision of themes after hearing artists presentations

3. Artists contribution to research agenda – which artist in which group?

4. Relevance to user groups

*Proposal development with artists’ input

1. Assess if aims and objectives from day 1 need modification.

2. Assess artists’ contribution/collaborations to pursue.

3. Devise plans of work – work programme

4. Relevance to user groups/benefits for industry

5. Schedule of future work to enable proposal development

A copy of the research issues and cluster members stated interests is given in Appendix 2. A copy of the research proposal proforma is given in Appendix 3.  The groups and summary of research questions addressed and contacts for future proposal generation discussions is given in Appendix 4.

11 Future Activities

The next workshop will be held on 9th and 10th January 2006.  The activities and agenda have yet to be finalised, please check on the website. 

Appendix 1  Workshop Introduction.

Designing for the 21st Century:

Understanding and Supporting Group Creativity in Design

WORKSHOP 3

COMPUTATIONAL SUPPORT AND PRIORITISATION OF RESEARCH ISSUES

27 & 28 October 2005

University of BATH

*Output from workshops 1 and 2

*what we want to achieve fromthis workshop

*description of the activities & Agenda

Cluster Objectives

The research cluster has two sets of objectives, to establish the cluster community and to outline the research objectives the community will address.
The objectives to establish the community are:

1. To bring together researchers from different disciplines to identify contributions to theoretical, methodological and applied problems in creative design;

2. To establish new research collaborations to address the current and emerging challenges of understanding and supporting group creativity;

3. To provide a research and information exchange for research in creative design.

The research objectives the community will address are:

4. To consider the fundamental nature of group creativity and to identify how the represented design disciplines can contribute to gaining a fuller understanding of creativity in design;

5. To establish the current principles, models, methods, and tools used within the different contributing disciplines to support teams engaged in innovative and creative design, and identify opportunities and challenges;

6. To identify how the different disciplines understand, teach, model and assess creative design and the resulting solutions;

7. To address the research problems of assessing current technological support for group creativity in design, and developing future design-support tools;

8. To formulate a prioritized agenda of research issues on group creativity in design supported by 21st Century technology.

Workshops 1   & 2 Summary

Workshop 1 outputs:-

*What is creativity?  
*Discussions revealed different approaches and methods in describing creative processes but common activities . 

From workshop 2:-

· dissemination of information from representative presenters from different disciplines 

· set of individual and group activities

· prioritization of emerging research themes

Workshop 3: Computational support and research idea prioritisation.

*Overview of what is tools to support creativity in design are currently available.

*How to assess utility of current creativity support tools .

*Research issues and challenges in providing input to developing new tools.

*Initial attempt at research collaborations and proposal development.

 Appendix 2

How do we support the development of a creative culture?

Caroline Thibeaud, Bill Cox, Alan Hudson, Penny Hay, Karen Wallis

Chris Killer, Elies Dekoninck, Brenda Miller

Babette Martini

Andree Woodcock, Brian Elwell

How do we encourage cross fertilisation of quantitative and qualitative (Objective / Subjective) creativity approaches? And how do we apply it?

Elies Dekoninck

Marina Economidou

Brian Elwell

How do we support / encourage collaboration in creativity?

Avril Thomson, Eamonn O’ Neill, Nick Bryan-Kinns, Brenda Miller

Andy Warr

Cathy Treadaway, Linden Ball

Andree Woodcock, Philippa Ashton

What fuels the creative leap?

Chris Killer, Linden Ball

Cathy Treadaway, Chris McMahon

Caroline Thibeaud, Bill Cox, Mark Owen, Karen Wallis

Andree Woodcock, Brian Elwell, Thomas Howard, Philippa Ashton

The gap between design and knowledge

Chris McMahon

Karen Wallis

Thomas Howard, Philippa Ashton

What is the bridge between environment and methods/tools used?

Babette Martini

Brian Elwell

Providing a risk enabling environment to support exploration and experimentation of creative design

Chris McMahon

Andree Woodcock

Investigating the fulcrum (Inhibition vs. Empowerment)

Anny Colgan

Caroline Thibeaud, Mark Owen

Avril Thomson, Chris Killer

Andree Woodcock , Brian Elwell

Understanding / supporting transitions between group and individual creativity

Marina Economidou

Avril Thomson, Eamonn O’ Neill, Nick Bryan-Kinns

Andy Warr, Brenda Miller

Andree Woodcock, Brian Elwell

What are the elements needed to create an environment that leads to creativity?

Andy Warr, Mark Owen

Anny Colgan, Bill Cox, Babette Martini, Linden Ball, Alan Hudson

Eamonn O’ Neill, Penny Hay

Andree Woodcock, Brian Elwell, Thomas Howard

How do you teach managers the skills needed to support creativity?

Marina Economidou, Alan Hudson, Penny Hay

Andree Woodcock

What can be learnt from case studies of creative work?

Cathy Treadaway

Anny Colgan, Elies Dekoninck, Nick Bryan-Kinns

Andree Woodcock

Appendix 3 

Research proposal - Programme of work Proforma.

1.  Research problems/ideas: 

A. What is/are the problem(s) to be addressed?

B. Why address the problem now?

2. Background to the research

A. What is the need/motivation for the research? 

B. What is novel and timely about the research?

C. What related research is out there?

D. How will the research contribute to UK competitiveness/quality of life?

3. Aim(s) and objectives.

4.  Workplan.

A. Methodology

B. Details of the research/studies, etc.

C. What can each collaborate contribute?

D. Understanding of risks and complexities?

5. Research outputs/milestones 

A. How will the quality f the output be judged?

B. What metrics do you want to be judged by?

C. Identification of measurable outcome?

D. Contribution to science and state of the art?

6. What resources are needed?

7. Relevance to beneficiaries?

Appendix 4  Groups and research questions to be addressed.

Group 1:

Andy Warr, Mark Owen (A), Thomas Howard, Philippa Ashton, Anny Colgan (A) Tim Coughlan, Annie Warburton

Shared Interests: Environment, collaboration

Group 2:

Chris Killer, Linden Ball, Caroline Thibeaud (A), Babette Martini (A) Leon Watts,

Peter Johnson, Brenda Miller (A)

Shared Interests: Creative culture, creative leap

Group 3:

Avril Thomson, Nick Bryan-Kinns, Brian Elwell (A), Penny Hay (A) Cathy Treadaway, Hilary Johnson, Shahin Nabavian

Shared Interest: Collaboration

Group 4:

Marina Economidou, Chris McMahon, Eamonn O' Neill, Andree Woodcock, Alan Hudson (A), Elies Dekoninck, Karen willis (A), Anja

Shared Interests: Creative leap, environment, culture

***********************

Research problems to address, aims, objectives (or whatever) of proposals generated:-

1. Research problem

To investigate the practices that allow creative process to function

To identify the properties of the environment that facilitate different creative processes - stimulation, critiquing and reflection ... and how timely and effective transitions occur.

Objectives to identify the interplay between dimensions of trust v challenge, aspiring v evaluating, individual v shared ownership

Contact: Peter Johnson

2.  Research questions

* How do we demonstrate the value of creativity to society?

- What metrics of creativity?

- Metrics of impact on society?

* How do we increase the value of creativity to society?

Deliverables

* A deeper understanding of the relationship between creativity and society
* Recommendations for mechanisms to increase the value of creativity to society
Contact Andree Woodcock, Eamonn O'Neill
3. Maximising efficiency of communication in collaborative creative design process.

Objectives

1. To develop a framework for characterising kinds of breakdowns in the creative design process/Identification of points in process and impact.

2. Empirical validation of the framework by empirically investigating the breakdowns.

3. To develop support for collaborative creative design process
Contact: Avril thomson, Nick Bryan Kinns, Hilaryj
4.  Research questions:-  (the edgy environment)
Define the characteristics of appropriate methods for exposing and reflecting on artists ongoing work.
What is an effective arrangement of artefacts in reflective digital media?
How do the properties of materials influence the engagement of artists with their subject?
Objectives
to establish the relationship between recording methods, artists media and practices.
to identify where and how and why the 'struggle' takes place and how artists engage with their work
Contact: Leon Watts
