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Designing for the 21st Century:

Understanding and Supporting Group Creativity in Design

WORKSHOP 2

studyING THE PHENOMENA

4th & 5th May 2005

University of Strathclyde

*Output from workshop 1

*what we want to achieve fromthis workshop

*description of the activities

*agenda

Workshop 1  Summary

*Forcing of consensus on “what is creativity” from the different perspectives was not to be attempted.  
*What is Creativity? 

*Different understandings, delineation and use, of terms, so what is called creativity might be different but the common phenomena were understood. 

*The discussions revealed different approaches and methods in disciplines for describing creative processes but the creative process activities again were common e.g. reflective thinking, evaluating a solution. 
Agreed topics and similarities across the attendees were the following:

· Design is not a linear activity. 

· Importance of uncertainty.

· Taking risks. Risk and uncertainty spearhead creativity

· Role of value judgements, timescale.

· Non-deterministic.

· Collaboration, interplay between group members, external idea influence (social and cultural).

· New? What is new?

· Group vs Individual Creativity.

· Conflict, contradiction is important. Dichotomies, diverging views are the hallmarks of creativity.

Objectives workshop 1 did not achieve

· Involving more artistic perspectives (effort being put into this)

· Consider how to cross-fertilise ideas across the disciplines (matrix activity). 
· Generate a series of emerging and future ideas on creativity in design that need to be researched as a priority and fed into research councils/funding bodies (add the dots).

Workshop 2: Studying the phenomena

To establish the current principles, models, methods and tools

used within different disciplines to support teams engaged in innovative 

and creative design.       How does it occur?
To identify how the different disciplines understand, teach, model

and assess creative design and the resulting solutions. How is it taught and assessed?

To achieve workshop objectives:-

· dissemination of information from representative presenters from different disciplines 

· set of individual and group activities

· how cross-fertilize ideas

· prioritization of emerging research themes

Activities.

The creation of wheels ….

Individual activity 1: Day 1  

Consider and address the following questions:-

1. What models and methods does your discipline/practice  use to ensure and support innovation and creativity? 

2. What tools are used in your discipline/practice  to support creativity.  What role do the tools provide?

3. How do you teach and assess creativity ?

4.  Identify research issues with each of the above.

Group activity 1: Day 1 

1. Identify common and divergent models , methods and support tools.

2. Identify common and divergent approaches/methods of teaching  and assessing creativity.

3. Identify common and divergent  research topics/issues.

Individual activity 2: Day  2  

1. From group discussions are there any opportunities for cross-fertilisation of  models, methods … tools?

2. How could that cross-fertilisation work? What support is needed?

3. What emerging research issues are you thinking about?

4. What would you most like to write a research proposal about and what disciplines need to be involved?

Group activity 1: Day 2 

1. Identify new knowledge and ideas across the group – any common topics/best practice?

2. How can cross-fertilisation occur?

3. Provide the group’s list of emerging/prioritized research themes.

Matrix activity 1 Design activities

Disciplines along the top from left to right.

Questions down the left hand side:

What is modeled?

What methods are used?

What is designed?

How is creativity taught?

How is creativity assessed?

Matrix activity 2 Research issues and tools.






Disciplines along the top from left to right

Questions down the left?

What is a tool needed for?

Which bits of creativity in design supported?

Which bits of C in D not supported?

Your Wishlist?

Matrix activity 3 Cross fertilization 

What approaches, methods and tools from other disciplines could be used in yours?

  


Disciplines along the top

Methods, etc down the side

-

-

-

List of emerging, priority themes….

A list will be made and added to throughout the sessions – topics people want to progress.

Frequency count.

Indicate topics of interest to you – 3 colours of dot.

1. Very important – X coloured dot

2. Important – X coloured dot

3. Unimportant – X coloured dot.

Matrix of emerging, priority research themes.

Along the top from left to right – Who needs research. Who will benefit?  What will the impact be? Who is interested to do?

Down the left hand side – research ideas generated from frequency count ordered from very important downwards.

AGENDA

Next events

Mini-conference

· limit attendees to say 50 or 60 people

· include an exhibition, 

· publish selected papers in a special issue of a journal.  
· organising committee ?    
· N.B. General AHRB/EPSRC cluster conference will be held in October.
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.

