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Being Creative

• What is Creativity?

• What is Creative thinking?

• Can you teach someone to be a Creative Designer?

• How can you best teach someone to be a Creative 
Designer?



Teaching Facts vs. Design

• Teaching Industrial Chemistry/Car Mechanics 
is teaching a student specific rules/principals.

• A full grasp enables them to join Industry.

• Creative Art is about expressing yourself.

• But Creative Design, whether it’s designing an 
interface, product or service, is designing for 
the use of others, not ourselves.



User-Centred Design

• User-centered design (UCD) is a framework of 
processes (not restricted to interfaces or 
technologies) in which…

• …the needs, wants, and limitations of the  
end-users of a product, service or process are 
given extensive attention at each stage of 
the design process.



User-Centred Design

• Design experts may have some other areas of 
expertise, but only a few…

• So, how can a Designer design the interface for an 
“Intensive Care Heart Monitoring Station”?

• Option 1: Creatively apply best practice in design.

• Option 2: Spend 10 years training & working as an 
Intensive Care Specialist to gain the needed insight.

• Option 3: Apply best practice in design AFTER 
elicitation with Intensive Care Specialists (end-users). 



How to: Apprenticeships?

• Apprenticeships: Master & Apprentice
• But, research posits that learning is much more complex than 

it appears, where the individual is never a passive receptor, 
but actively constructs their own understanding of what is 
being taught (Constructivism).

• This idea is expanded on by Socio-Constructivism, where 
knowledge is socially situated and knowledge is constructed 
through interaction with others.

• The Bauhaus School was an art school in that 

combined crafts and the fine arts, and was famous for the 
approach to design that it publicised and taught.



How to: Problem-Based Learning?



Convergent Thinking

• Convergent thinking is the type of thinking that 
focuses on coming up with the single, well-
established answer to a problem. It is oriented 
toward deriving the single best, or most often correct 
answer to a question.

• Convergent thinking emphasizes speed, accuracy, 
and logic and focuses on recognizing the familiar, 
reapplying techniques, and accumulating stored 
information.

• It is most effective in situations where an answer 
readily exists and simply needs to be either recalled 
or worked out through decision making strategies.



What is your Objective?

Are you solving a problem?

Convergent Thinking

Are you creating a solution?

Divergent Thinking



Divergent Thinking

• Divergent thinking is a thought process or method 
used to generate creative ideas by exploring many 
possible solutions.

• Divergent thinking typically occurs in a spontaneous, 
free-flowing, 'non-linear' manner, such that many 
ideas are generated in an emergent cognitive 
fashion.

• Many possible solutions are explored in a short 
amount of time, and unexpected connections are 
drawn. 



Design Studios

• Designers express and explore ideas, generate 
and evaluate alternatives, and ultimately 
make decisions and take action.

• They make external representations (drawings 
and three-dimensional models) and reason 
with these representations to inquire, analyze, 
and test hypotheses about the designs they 
represent.



Design Studios

• Through the linked acts of drawing, looking, 
and inferring, designers propose alternatives, 
and interpret and explore their consequences.

• In their sketches, designers find visual 
analogies and discover new shapes and 
geometric configurations.

• In the highly social environment of the design 
studio, students learn to communicate, to 
critique and to respond to criticism, and to 
collaborate.



Wicked Problems

• So why is teaching creative design so difficult?

• Design problems can be regarded, not as well-
defined problems, even as ill-defined 
problems, but wicked problems!

• In a design project, it is often not-at-all clear 
what “the problem” is; it may have been only 
loosely defined by the client, many constraints 
and criteria may be un-defined, and goals may 
be re-defined during the project.



The Problem with Logic
WHAT? + HOW? Leads to… RESULT

INDUCTION YES + ??? leads to… RESULT

DEDUCTION YES + YES leads to… ???

• In Induction, we know the ‘what’ and have 
observable results. For scientists, working principles 
can be created that would explain the ‘how’.

• In Deduction, we know the ‘what’ and the ‘how’, 
allowing for predictable results. For example, if we 
understand how stars in the sky move, we can 
predict their movements.



The Problem with Logic
WHAT? + HOW? Leads to… RESULT

ABDUCTION-1 ??? + YES leads to… RESULT

ABDUCTION-2 ??? + ??? leads to… RESULT

• In Abduction-1, we have a desired result and a set of 
working principles, and have to create a ‘what’ (an 
object, a service, a system) that will produce the 
desired result/solution.

• In Abduction-2, we have a desired result but no 
working principles, and have yet to create a ‘what’ 
that will produce the desired result/solution.



Reframing the problem…

Problem: Occupants of a multi-storey office 
building in New York complain about the poor 
elevator service provided in the building. 
Waiting times for elevators at peak hours, they 
said, were excessively long. 

A study revealed that because of the age of the 
building no engineering solution could be 
justified economically. The engineers said that 
management would just have to live with the 
problem permanently.



Reframing the problem…

Solution: Their designer focused on the fact that 
people complained about waiting only a few 
minutes, a very short time.

The complaints were a consequence of 
boredom.

So, they installed mirrors in the elevator 
boarding areas so that those waiting could look 
at each other or themselves without appearing 
to do so. 

The complaints about waiting stopped.



Externalising 

• Donald Schön commented that, through 
sketches, “[The designer] shapes the situation, 
in accordance with his initial appreciation of 
it; the situation ‘talks back’, and he responds 
to the backtalk.”

• Design ability therefore relies fundamentally 
on non-verbal media of thought and 
communication.



Externalising 

• Bill Buxton argues that even the most basic of 
sketches can form an integral part of the 
design process, and not just because of their 
usual use to communicate and clarify ideas 
between colleagues. 

• “The physical sketch is…the vehicle, not the 
destination…it is the ambiguity in the drawing 
that is the key mechanism that helps us find 
our way”.



Motivation

• Intrinsic Motivation involves an activity that is 
interesting in itself to the individual. 

• Extrinsic Motivation involves an activity 
because it leads to some separate 
consequence.

• Motivation has been thought of in terms of 
the direction, intensity, and quality of one’s 
energies.



Engagement

• In contrast, engagement is described as 
“energy in action, the connection between 
person and activity”.

• Engagement reflects a person’s active 
involvement in a specific task or activity.

• Motivation is necessary, but not sufficient for 
engagement.



Design Wisdom

• Learning is the act of acquiring new, (or 
modifying and reinforcing existing), knowledge, 
behaviours, skills, values, or preferences.

• Knowledge is an understanding of someone or 
something, such as facts, information, 
descriptions, or skills, acquired through 
experience or education.

• Wisdom is the application of that knowledge.



Design Wisdom

• So, to create art requires many skills, and is its 
own reward.

• To design for the use-of-others requires many 
skills, and its reward is in how it is used.

Combining knowledge with creativity is

Design Wisdom


