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Designing for the 21st Century:  Understanding and Supporting Group Creativity in Design

1 WORKSHOP 2: STUDYING THE PHENOMENA

1.1 Sponsors and Organizers

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 second workshop “Studying the Phenomena” was organized by Avril Thomson, University of Strathclyde and Hilary Johnson and Burcak Kurtbayram, University of Bath.

1.2 Attendees

Researchers from a variety of disciplines (computer science, mechanical engineering, psychology, statistics, architecture, cognitive science, art and industry) attended the workshop: 

Alan Penn [a.penn@ucl.ac.uk] 

Andree Woodcock [a.woodcock@coventry.ac.uk
Andy Warr [cspaw@bath.ac.uk]

Anja Pahl [ensakp@bath.ac.uk]

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

Burcak Kurtbayram [b.kurtbayram@bath.ac.uk]

Chris Killer [en8cjk@bath.ac.uk]

Hilary Johnson [H.Johnson@bath.ac.uk]

Judith Mottram [judith.mottram@ntu.ac.uk]

Leith Slater [leith.slater@btinternet.com
Linden Ball [l.ball@lancaster.ac.uk]
Peter Johnson [P.Johnson@bath.ac.uk]

Sandy Black [s.black@fashion.arts.ac.uk]

Tom Howard [en0tjh@bath.ac.uk]

William Ion [w.j.ion@strath.ac.uk]

1.3 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.

1.4 Cluster Committee

Dr. Hilary Johnson, Principal Investigator

Burcak Kurtbayram, Co-ordinator

Prof. Peter Johnson, Co-investigator

Dr. Eamonn O’Neill, Co-investigator

1.5 Objectives of the Workshop

The objectives of the second workshop were:-

1. To establish the current principles, models, methods and tools used within different disciplines to support teams engaged in innovative and creative design.

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

3. To generate a list of emerging research themes.

1.6 Workshop Structure

The workshop began with an opening presentation. In the first day, two presentations were followed by individual and group activities and discussion sessions. The second day started with two presentations. Group activity and discussions followed. (Copy of the agenda).

1.7 Opening Session

Hilary Johnson gave an opening presentation for the workshop (Copy of the presentation).

The presentation included a summary of the first workshop, a consideration of the objectives that the first workshop did not address, the objectives of the second workshop and brief descriptions of the workshop activities.

1.8 Presentations

A total of four presentations were given during the workshop. The presentations and question/discussion sessions were chaired by Hilary Johnson. 

1.8.1 Presentation by Avril Thomson

The presentation by Avril Thomson included a mind map of a creative environment consisting of culture, physical environment and teaching. Some of the concepts that were discussed were:- 

· Setting goals and standards, encouraging risk taking and failure, building confidence and ownership to build a culture to promote creativity

· Physical space and design tools 

· Teaching approaches and materials 

(Copy of the presentation and the graph).

1.8.2 Presentation by Alan Penn

The presentation by Alan Penn discussed creativity in architecture. The main topics were:

· Definition of creativity as an individual ability, achievement or attitude 
· The way that creativity in architecture differs:

· The process is collaborative and multidisciplinary 
· The product itself provides an environment for creativity 

· How creativity is taught in different stages of architectural education

· Creativity and conservation 
(Copy of the presentation).

1.8.3 Presentation by Andree Woodcock – Leith Slater

This presentation gave details of a project conducted by the presenters where a ‘creative leap’ in generating a solution was thought to have occurred. 

1.8.4 Presentation by Sandy Black

Creativity in fashion design was discussed in the presentation by Sandy Black, guest speaker from London College of Fashion. 

· The techniques to assess creativity in fashion design (experimental knowledge, peer review)

· The assessment criteria (originality, innovation within industrial constraints, innovative design approach, extending established norms, surprise) 

· The relationship between constraints and creativity were discussed. 

1.9 Individual Activity

The individual activity session was organized to encourage effective dissemination of information from various representatives of different disciplines. 

The activity was performed by all attendees who were present at the workshop. 

The activity consisted of each individual answering the following research questions to complete one piece of a “wheel” to form a whole in later stages.  

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

Please see the “Wheel Activity Result Chart” for the answers to these questions.
1.10 Group Activities

Group Activity sessions were organized to encourage effective discussions in a cross-disciplinary workshop where the attendees come from very different backgrounds, viewpoints and interests. 

1.10.1 Group Activity 1

The first group activity was performed by four interdisciplinary groups of attendees. The activity was chaired by Burcak Kurtbayram. The aim of the activity was to answer the following research questions using the pieces of the wheels, which were completed during the individual activity:

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.
After the first group activity, the representatives from groups presented significant topics from their discussions. The chair of each of the report back sessions was Peter Johnson.

Please see the “Wheel Activity Result Chart” for the answers to these questions.
1.10.2 Matrix Activities

The matrix activities were chaired by Peter Johnson. The aim of the activities was to provide a platform for effective discussion of the following dimensions of creativity across disciplines:

1. Methods and tools used to support creativity

2. Teaching creativity

3. Modelling creativity

Three different matrices were presented to the attendees. Each matrix included five disciplines. The attendees were provided green, red and blue marker pens. They were asked to indicate using the coloured pens provided important and less important topics for their discipline. They were also asked to prioritise the items with a number using a blue marker.

The matrices were then used to discuss the commonalities, differences and priorities across disciplines.

1.10.3 Group Activity 2

The second group activity was performed by four interdisciplinary groups of attendees. The activity was chaired by Burcak Kurtbayram. The aim of the activity was to provide the group’s list of emerging/prioritized research themes answering the following questions for each research theme: 

1. Who will benefit?  

2. What will the impact be? 

3. Who should be involved?

After the second group activity, the representatives from groups presented the significant research questions from their discussions. The chair of the report back session was Peter Johnson.

The research questions presented were the following:

· How do we support the development of creative culture?

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

· How do we support/encourage collaboration in creativity?

· What fuels the creative leap?

· The gap between design and knowledge

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

· How can we provide a risk-enabling environment to support exploration and experimentation of creative design?

· Investigating the fulcrum (inhibition vs empowerment)

· Transition between group and individual creativity

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

· How do you teach managers the skills?

· What can be learnt from case studies?

The groups who will benefit from the research were identified as the following:

· Students

· Institutions

· Research community

· Civil community

· Users

· UK economy

The likely impact of the research on the aforementioned areas would be:

· Improved quality of life

· Richer understanding

· Personal development

· Better products

· Encouragement of exploration

· More adventure

· Increase UK's position for leading design

· Improved quality and quantity of creative designs

It was agreed that the following parties should be involved in research:

· Engineering designers

· Artistic designers

· Computer scientists

· Psychologists

· Domain specific experts

1.11 Summary

The last session consisted of a general discussion.

Overall, the workshop brought researchers together to investigate commonalities and differences on the methods and tools used to support group creativity in design, how creativity is taught and assessed and opportunities for cross-fertilisation of ideas and research themes. 
1.12 Achieving the workshop objectives

The planned outputs of the workshop included understanding and knowledge (of application) across the disciplines of the different approaches and research strategies used to solve problems; an understanding of how creativity in design within individual disciplines is currently judged and assessed, and research issues and a research agenda for identifying “best practice” across the disciplines.  In addition, the range of participants will be widened to include further academics, industrialists and consumers of design products.

This was achieved to a considerable degree.  It was clear from the discussion that there were differences and commonalities across the disciplines on the models and tools to support creativity and on how creativity is judged and assessed across the disciplines. The significant differences and commonalities formed the basis of identifying major research themes.

1.13 Future Activities.

The last discussion of this session was on future activities and directions. 

The date, location and spectrum of the attendee list for the second workshop were discussed.  

It was agreed that the third workshop “Studying the phenomena” will be in a form of a mini-conference later in the year. Extending the attendee list and increasing the visibility of the workshop is crucial. The duration of the meeting will be adjusted depending on the collaboration with different teams. The location of the second workshop was not agreed. 

It was agreed that it would be worthwhile to have presentation(s) from the field of Human – Computer Interaction in the mini-conference to incorporate this discipline’s view on group creativity in the cluster.

To create an ongoing research community, a research blog will be set up for future research discussion and exchanges.
