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What is
a Creative
Technique?

A creative technique is a tool that may be used by
groups of creative practitioners to move from a
broad conce ptto adH “rd ide a for

imple mentation. Indeed, it may help a group “nd
or frame a problem to solve; itis intend ed to give
shape and form to the sought after solution or
offering

This text is divid ed into two sections, for two types of
Creative Techniques: Conceptual Techniq ues and
Creative Elicitation Exercises.

Conceptual Techniques are the most recognized in
a design thinking process.They help with cycles of
divergent and convergent thought throughout

the progression of idea develo pment. They may

help to open or close options as a group moves its
thinking forward.

Prof. Suzanne Stein

Creative Elicitation Exercises aid in a group’s ability
to successfully apply a design thinking process; they
may encourage lateral thinking, level a group’s
hierarchy or encourage group cohesion.

Some Creative Techniqu es certainly qualify as
entrants in both categories. The distin ction this
handbook makes helps us remem ber that cr eativity
is not merely procedur al - selecting the righ t tools at
the right time for a given problem - it is also about

opening up the space for kinetic group dialogue and
generative te am performance.

The techniques in this text have been co-authored by
graduate students in the Digital Futures Program at
OCAD University. We have created this reference of
the tech niques we cho se to explore together for
other pr actitioners exploring new Creative Techniques
to include in their to olkits.




Authors are:
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Bodystorming

Hammadullah Syed
Nimrah Syed
Ling Ding

Overview

Bodystorming i s an immersive ideation method to
enliven the relationship between the user and

the creative problem-solving experience thr ough
role-playing and physical interaction with props,
prototypes, actual products, and physical spaces.
This User Experience Design T echnique helps not
only in ideation but also in uncovering the potential
problems and hidd en assumptions associated with a
prototype or existing produ ct.

Types Of Bodystorming:

In Situ

This method takes place in the actual environme nt,
and is used to “ Jure out the impact of the internal
and external factors on the product and the whole
user experience.

Service Simulation

When an in situ experience is not feasible, this

simulated environment prototypes the environment

as well as the product, allowing the designers to

“JXUH RXW WKH FRQVWUDLQWY DQG
will impose in reality.

Group 3 - Tim Hortons




constraints and restriction s that place will impose in

reality.

Use Case Theatre
This is an extension of Service Simulation, in which

the prototyping of the space is done along with the

use of props and actors. This helps in gathering
infor mation on dif ferent levels and aids in
improvement of the product and overall
experience .

Background/Hist ory:

Bodystorming started of f with the understanding
that perfor mance in real space can help designers
make a connection between the imagination,
empathy and communication. Initially begun
through atechnique called Infor mant Design,
wherein design ideas were explored through
improvisational acting (Burns, Dishman, Verplank
& Lassiter, 1994). Bodystorming can actually be
traced back as an extension of Brainstorming, in
which ideas are generated through a verbal
process (Osborn, 1953). That the method ology
thought became more multi-modal and
immersive in Bodystorm ing.

Purp ose:

The objective of this user-driven design technique
is to teach stakeholders to feel empat hy for the
users through various scenarios and p hysical
interactions. This in turn, assists inthe analysis

of loop-holes in the desi gn ideas in the quickest,
most spont aneous and effective way possible.

Sample Bodystorming Activity:

Duration
20 — 25min

Participants
20 players with 4 in each group

Input
Active body with a present mind

Supplies
iPad Mini template

Preparation

X &ticipants are to organise themselves in groups
of IRXU RU “YH

X (D Frdug is to come up with a company/game
to create an app for.

X (D Frdug is given seven minutes to brainstorm
ideas. They may use props.

X (D Frup has to use an iPad Mini template to
'display' the app features and enact the usage.

X(DFK JURXS LV JLYHQ WZR PLQXWHYV

Things to Consider

X Merything around the participants could be used
as potential props and ideational r esources. May
or may not include buttons, accelerometer,
other 3D objects.

XThe app must indicate wh at it does and how the
user will interact with it.




X geryone LQ WKH JURXS \RXK/DVedB)ve
RRBVY R RDW Ee®&R XW

CRPSLWIIR @ BR X8V

ALY LIS VY VI NIV

Group 1: Theresa, Michael, James & Jonathan

Nee G &r 6 See GKWBV /AR XAW HefOCKr77 P Lc
Group 2: Andrew, Marcus, Leon & Manik

6\ W DU VKWBYV /AR XW H&0eUIKCUKM

Group 3: Marcelo, Jazmine, Adam & Tuesday

Ti P Hbr W Rhhttps://youtu.be/JsrE5Qz4fOE

Group 4: Davidson, Fusun, Margarita, Jordan & Egill

BXJHKInJ- KWBV /AR XWHeX [ B D6 GT

Output

QXLFNFELWRIDQ L @@WRDSS DGeRESW H U

DvDPen HVV VRf SRG X PW G LDBYNMKRUKX K

e [ Serience
X,PPaiDWH BW\S LRNS RQ@WYR X\ G

X, P PH U Vé&xYSHH HiQ F HWZA #i- WVIBFF W L R Q
XPrRP S'\WV SR QWH&re D (DIMR Q RBIW

Discussion

(DK JRXEFEDPHSXZLWXKSRQWDWQ Bér W Lo
SODR) “WeX RXKMWRWE DS SRWX O @&kw

Tk SerfoP DQFRede DX P SVWW KM KR Oe
SocHVVRP LOOWR @R WAWW\SLQJ DQG OHQ
DPRHeDWWLF IHHO WR WXHHGH\WH U FLV H.
DFEESWLKRWERDQ VW RIWPK XdJ E R\

X Qe U \QVEDWSKKH V IORC5 H F @Y GHIYS Q V HW.
FKDHGKWSDKFLSDQW\W XISX IHRWNSR Q V H
rDWKHU WKDQ ERJJLQJ WWHKBNIGWREKE L
SoFHGHKr ZckK O MW@R Re VS RN D QHLWy

VARIATION: Reference V

$ IHZ UHODWHGKP W\R RRGQe
Ye QWiWw DIV D OLV VWM G Ee

Embodied Storming

TKLYYD QMDVXW Nh R QB&I\V WB L QW kere
D@[SHUL HQWHD HLWe Br W HEoKXI K
SK\VLFDOPSefdre Q Y2 ®e R P D X¢

ide Didd. Wi W R XDVQWor NQRdJH R#ie
VXEHBVD SDVLFQWDN GHODPHLGQWR
cOP P X QDo LIRIQSK\\DLE Q DFMYQoW RedHW H
free towinJ L@ KLFK POREEVR OLXRAQiVET
EX\r PRre[SerLReW Dk SX3 RV H WRr
e[WHQ IMWR XWKIL V WTHX¥HKNDDS DG
e[SHV VLR QDIGQ We-vi¢td-cen Y& G
DS®DFK D/QB IFiV H HHRWD Q16 DéK

e[ SHHUIQ F W KIOE K& D F K Xdon H\2010).

In % RG\VWR UWPK IQWBLDF WSYHh J lEnD O O\
rHVBcKHU® DQ G Xe\SWHW\NRiW H V ZekDWrin
(PERGGe® PLQIDEFLSDQWANQ RNV Rw




about th e subject area. Enbodied storming could be
used to address sociopoliti cal and socioeconomic
problems aswell.

Empathy Tool

This technique is used to simulate an imp airment
to the participant, in order to a deeper
understanding of the user experience. This process
helps in accepting the emotions and ide ntifying
the needs of the users, which aids in making an
informed decision in the research and the
improvement of a product. (Hoss & Roopani,
n.d.). The difference between the two is that
Bodystorming can be looked upon asthe initial
step, whereas Empathy Tools are the r H “@ement
of that output, thus being the later step.

Rapid Protot yping

This is a quick method of creating a mock up

product to analyze and improvise on it. This time

ef “cient technique gives shape to early ideas and
hunches. It may involve mock-ups, in t he form of
story boards, rough model s or role playing scenarios,
to create a low “delity objec t and get the ball rolling
(Ranson & Lahn, n.d.). In Bodystormi ng no

particular objects in made, unlike in this method,

where a prototype is produced,

Potential
Bodystorming it helps designers make mor e
informed de cisions during the conceptuali sation

process, thus trimming tim e down substan tially. It
also helps them gain bet ter insight and discipline
when approached by obstacles. The method helps
designers almost or act ually experience what a
user may encounter, which can strengthen their
product designs and even their relationship with
their consumers.

Reference
Amaze. (2014). Manchester Creative Studio
Bodystorming - Group 7. Retrieved from

https://vime 0.com/96820017

Buxton, W. (2007). Sketching user experiences
getting the desi gn right and the right design.
Amsterdam: Elsevier/ Morgan Kaufmann.

Body Storming Resources. (2009, May 5). Retrieved
November 26, 2015, from

http://t ibetant ailor.com/?page_id=35

Burns, C., Dishman, E.,Verplank, W., & Lasster, B.
(n.d.). Actors, hairdos & vide otape---infor mance
design. Conference Companion on H uman Factors
in Comput ing Systems - CHI '94.

Boyle, B., & Bray, D. (2011, April 30). Why we play at
work. IDEO. Lecture presented at 2011 Sandbo x
2011 Sandbo x Summit at MIT.

Buxton, W. (2007). Sketching user experiences
getting the desi gn right and the right design.
Amsterdam: Elsevier/ Morgan Kaufmann.
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Design Fiction

Overview

Design Fiction is atool to promote imagination.
While many ideas may be considered impossible
or hard to e xecute. Design Fiction applies
creative design skills, different sciences,
literature, “Ims, and even engineering as fodder
for ideas of possible futures.

With design Fiction, designers can craft di fferent
scenarios, with an object under consideration,
as stories.

“A design “ction practice creates these conversation
pieces, with the conversations being stories about
the kinds of experiences and social rituals that
might surround the designed object . Design “ction
objects are totems through which a larger story can
be told, or imagined or expressed. They are like
artifacts from somep lace else, telling stories about
other worlds”.

Margarita Castro
Leon Lu
Jonathan Salk

Considering the importance of ad H “red
environment, a design “ction elicitation should
provid e those who take part with dif ferent
“provocations.”

A provocation, in the context of this elicitation,

may (without being to o explicit). Participants get
involved with the given provocation by; to

consist of an object, a situation, a place or a current
reality further analyzing it and considering its
possibilities to change: Can it be improved or
should it be changed? What are its opportunities
and limitations, be they in the ¢ ontext of society,
politic s, economi cs, current tec hnologies,
prototyping, etc?

For the elicitation, teams presented with a
category based o n a basic human needs as
provocations: (transportation, expression/arts,




medicine, food , housing and communication) and
then asked to deliver a forecast on how they b elieve
their category wil | change in 5, 20, and 100 years
from today.

After initial discussion and brainstorming with in
groups on future scenarios for the next 5 and 20
years, each team is asked to present their 100
year prediction. They must also list one positi ve
and one negative aspect of their projectio n.

After all teams have presented, all participants
vote on the idea they found to be the most
fascinating, plausible and innovative.

The team with the most votes will win a mini prize.

Background

OCAD University's Digital Futures graduate

students developed this exercise based on our
discussions about potenti al futures, and about ho w
open and broad Design Fiction should be in order
to promote the highest levels of ¢ reativity and
imagination to aid in analysis of new ide as and

“nd the way to actualize them.

We realized that because of our varied experien ces
and skill sets, each student's fo resight into th e future
differed immensely. The purp ose of this exercise is
to get a diverse group of pe ople to interact with

one another openly and to stimul ate the formulation
of creative yet logic al ide as based on group

und erstanding and experience.

Goals

X 6 Keldeas amongst a group that takes advantage
of the uniqu e experiences of every participant.

X earn to communicate in an e ngaging, thoug htful
and concise manner.

X ([ S ©XRlIogical approach to ide a developme nt
from a pre-established scenario.

X @timize individual and g roup perfor mance.

Preparation

X @ups of four, participants, who were previously
assigned to bring in writing/sketching supplies,
are formed by splitting people randomly based
on a number given to them.

X (D FeHntis asked to pick a card. (very card
has written on it a different catego ry.

Details of Exercise

Duration: 30 - 40+ minutes

How many can play - con “ Juration of players: 20
players. They must be grouped in teams of 4-5.
Number of Facilitators: 3

(xercise facilitator: 1

6FULEH

Video/ Gill documentat ion: 1

Inputs

XA4 sheets of paper
X @kch pens

X @ayons

X , Qtetraccess

X | Dot

X fzes




Running the Game

XAccording to the category given, teams are asked X , Qears:
to visualize future scenarios at different pointsin ° Nanotec hnology
time. Ex, transportation in 10 years from now. °Genetic testing

XTeams will be askedtR GLVFXVV WKH VFHQDULR “YH
years into the future, describe on paper a 20-years X , Q-2ID0 years:

ahead future and present a 100-years from now °Long life expectancy according to economical

future scenario. possibilities.
X $IWHU DOO SUHVHQWDWLRQV DUHo ¥ KR BcGih bt bures.

participant pick s their favourite concept. o Easier and mor e accessible means to defeat
XThe team with the most votes wins a prize. diseases.

° Altern ative human species. People can pay to

End of Game evolve their DNA.
Outputs ° Older people have good economic resources.
X 1esentations of a 100 year future in given Fewer poor p eople.

categories. ° Populat ion loss due to climatic change.
X ,Q RXU SUDFWLFH RI WkéenvaP$HiWKRG (DFK Rf

came up with the follow ing ideas according X , Qéars:

to their chosen categori es of human needs: ° Communicating through holo gram visuals.

GROUP 1, Health and Medicine : GROUP 2, Communicat ion:




X ,Q 10R™ QRZ

X , Q -200 years:
| +XDQLWO EM K Wd&eMWW RHWR R Q D Qd

° After death commu Qcatio Q ZIW K Gakidee
relati Y H Qailuci G &am. I HH GR WXtritio Qstatio Q V.

°© 6 Xtp @Cciousk RZOHGIHXWMiggDPLQJ. | . QWHQ® IBFNS eAdkG ihtributio Q
Possible GREORD CGRfGdfe @ QHZ Q@aINHJI | Bod distrib X W L R@OZiEchbirdDcQ J WIRH QHHGV
skillsfrom D QHWEZQWHLARX&{ ®RYHUQLJIJKWRMHYHUividu O L QrdalgH WR mhiau

M DFKLRSdty (CRP P XQ LLFRRIQthArti “F L D O E\RHatki Q@ | RIR R G alte
. Otelli J He®ei QI V .
X 1®s:
GROUP'3, Nutrit LR @ Maximi ] Hef “cie Q FyRFIRR G G LtriR@® | Rr

T — SHRSOH.

| 10ZDV W &sbXxrCes.
| 2tBnal heal WK ITRU HYHU\RQH.

X @ns:
May Q REe D F FesibleRevery R Qe E XtP Rsyl

Za O W K\RSS O H.
foss RIRRG GiwdlR FKRLEE IRRG.
MLQG FRQOslagy.
| © QW DBPW LR QY KH P @Qoblu QW Ddid @ V.

GROUP 4, ([SessLRAWYV :

X ,Qears IRP QRZ
°/DZV IIRRG G Lstrirud.
| Bod ZilOH GH@d YLKR Umo WDEOHWYV,

cDSV@HY RURQ@WHFWi

X ,Qyars IRP QRZ
| ' Sritéd food.
MDQXIpeFE IRRG.
| QEaVHGvirb@ HQWD B QO \Idlth
| QEaVHYV KDQHDrX \odd.




X ,Qyars IRP QRw

° Qjtual exh L E L Wolb graphic p H Uritna Q FH V.

° Qgitual P XV LRFQcR#Hr
| Rpatriati R Q lar W tt&a

Rlore $ ,PX& FLDRErBbs DQG Sers D O Lt

PR Qger dbive QeesGIRRO Ggre R

i QV WdJ@s.
°PersRQD O LR@s Rs XD @. Dr

X ,Q Dye@ds IRP QRw
| &Oimate FKDQNMdG.V VRI
| 1HgeciDOL]HE DNOEBEDIH VR/Qs
° Telep athy
Ge @ sSOLF LRyQewale @s.
| Kploratio Q L Q Wt& dRace
| &llective ,Q QR YatioQ

| 1HgbciaO WiZ tart MXGJIJPHQW.

GROUP 5: Hous L QgUr ED QOPD Q Q L Qg

X Ded@r Fiks.

X ,@#e G SRSKR&.
X Bplace G SRS XR®.
X @ater Ur ED @Ls

Discussion:
XWhy LBesig Q iIEt LR Q Xse ItKeO S#vious stages
ol D BrIMHRW®Q FEH Jiaata®
XM RX FRQghe LG@eyRX FDMeS GXihe
elicitatioQ DV R Q& E Q3rkalsQc | R U \WKVEIXr
XWhat wasthe LP SRrQ FR IO LaPLR QsQ “H O Gs
such DV WHKR O RUK Hirdl@P H,QHKR Q Rdgj
D Q G iS ROty “Q D Oad?Ge
X LGR/X QGoyr WHDPPDWeEWQ® BD FRgX Q Gs
helpI XO WEHRBHVIFIrOLQVWRQIRE Q@IQG
G LHH Q Wa i GRW K X VéXr
XWRXOBX DStBiOw FKQL WKe Q tai Qtorm LQ J
IRD Bject LQ IPHWERUWN DVVLIQPHQWV?

What's Next?

'HVLIQIRQ FEP® D TXNVWM WHHK®eZh
XVHG WR RGHWFRSWUyD\ EH PRWW XVH
W KHt\6oWDp\ BMHRY FEH $iastigaQto KHO S
SDUWLFL S QXv@reeQ G FMD L\W@rokO®H Q W V
aQG OLPLWDWLRQV RSYSEROWVIH@EW LHYV
projects Gegi@ G RGDEDseBWKROOHFWLYH
XQGHUVWD RKERD QY IZR U O G.

As D Qxample, ZH Fdo Q VL KHRUZ
comPX@EWLRQ VIIVMEARX®XYO\ HYROYL
J ZHQ@lyze ® P P X @atio Qa \eDUV ,DJo

a QGcommu QcaWLRQ i \ea U \onr




tod ay, the unimaginably magical m obil e phones
we use today may completely change in the future,
considering fac tors based on economical , social,
geological, technologi cal and so many other facets.

Final Notes from Facilit ator

At the beginning o f planning this elicitation,

we talked abo ut potenti al futures and how our
indivi dual perspec tives and experienc es differ

so greatly from one another. We wanted pe ople

to share their tho ughts and come up with a
collective thought into the future, in a time bo und
manner. We encouraged them to do so by crafting
a game.

During the elicitation, we n oticed how impo rtant
the team memb ers’ backgrounds were in their
ideation. Their ideas could dif fer a lot,outc omes
that weren't a lways positive. The team working o n
the Expression (art) category, came to the
realization that technolo gy may eventually take
over empiric abilities for artistic creation and

that the conception of art may be autom atized
and lose its unique creativity.

The team working on the Health

category - envisioned a scenario in which the

autom atization of health systems would be an
improvment, to reduce, sickness, poverty and even
death. As facilitators, we realized th at Design Fiction
may not always result in the best outcomes because
different limitations, which is something we should
have encouraged teams to work on as their “nal

ideas. This can also be very helpful to inspire
upcoming projects’ conceptualization and consider
any future limitations, by “nding ways to break
those barriers as much as possible to make room
for positive ide as.

Resources & References
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Black Mirror (HBO TV Series). 2011.




Generative Research
& Design:
Make Tools

1-Overview

In the modern era, Co-creation is emerging as a
critical mindset and approach to design. This
movement hasroots in the approaches of the
mid-1900s, including Participatory Design, Action
Research, and others in which a particip atory,
holistic form of design occurs (Sanders & Stappers,
p. 28). Gone are the siloed roles of Researcher,
Designer, and User. Co-creation puts each role on
an even playing “Hld,and old role boundar ies

ble nd togeth er (Sanders & Sappers, p. 22-25). The
end goal of design is not just designing things, but
designing things within a conte xt (Sanders &
Stappers, p. 18). The approach is being employed
in solving dif “cult, seemingly intractable p roble ms
(Sanders & Stappers, p. 22). lts strength lies in its
ability to unlock deep er meaning and knowledge,
and drive collective creativity.

In this paper, we provide an overview of the
co-creative meth odol ogy of Generative Research
and Design (GR&D),referring to Make Tools as
instrume nts that help drive the process. Frst, we
detail the components of the Creative Elicitation

Alison Bruce,
James Essex

(research) side of the technique. Next, we discuss
our recent imple mentation of a Make Tools exercise
for our Digital Futures Creative Techniques course at
OCAD University. Lastly, we outline broadly the
components of Conceptuali zation with the
Generative Research and Design p aradigm. Much
of what we present is derived from the book,
Convivial Toolbo x.

We have opted to consolidate our

discussions of GR&D Elicitation and
Conceptualizatio n techniques into one docum ent.
This is because, as Sanders and Stappers illustr ate in
Convivial Toolbo x, “in co-designing, the different
steps become much less separated can occur in
rapid succession or in intermin gled sequences”
(Sanders & Stappers, p. 280). Further, similar, and
often duplicate, techniques can be used during both
the Elicitation and Conceptu alization stages
(Sanders & Sappers, p. 258-259).

Note also - that, while Sanders and Stappers group
all phases prior to Conceptuali zation in the
Research/Elicitation phase, and everything after as




Conceptualization, we have grouped everythin g
after Research/Elicitation as Conceptualization . This
was done because we consider Analysis and
Communication as stepsin concept shaping.

2 - Generative Research (Elicitation)

2.1 Co-creation

2.1.1 The New User

In prior design approaches, Users were viewed as
consumers of designs. While they may have been
brought in to assessthe ef “cacy of a design, i.e.
Usability Testing, they were viewed as entities to be
were studied. They did not directly contribute to the
front-end of research and design (Sanders &
Stappers, p. 24).

In Co-creation, Users are integr al players in the
design process. They are seen as experts of their
experience, and play a large role in knowledge
developmen t, idea generation, and concept
developme nt. However, since they often lack the
necessary skill setsto be contribut ing “designers,"
the roles of the Researcher and Designers bring to
the mixpr ovide them with a useful set of tools and
guid e users throug h the process (guide , but not
direct) (Sanders & Stappers, p. 24).

2.1.2 Everyone is creative (38)

A key, foundational principal of all Generative
Research is that everyone is creative. Traditionally,
creativity was considered a quality possessed by an
elite subset of the populace: a rtists, musicians, and
designers (Sanders & Stappers, p. 15). Creativity was
associated with synthesizing concepts into new
ideas and inventing the new and unimagined. But
this view is rapidly changi ng, as we see that there are
levels of creativity, and that everyone can be
creative in one or more of those levels. These are
shown, alongside everyd ay activities related to food
preparation, in the diagram below.

Because everyone is creative, and because is an
expert within their own domain, each player is able
to make meaningful creative contribut ions to design.
The role of the Researcher/Designer -is to create
experiences and facilitate the e xpressive capacity

of everyone involved in t he design process - by
leading, guiding, providing scaffolding, or clean
slates (Sanders & Stappers, p. 40), with a

gentle nud ge.
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2.2 Activation

While Users are experts of their experience, they
aren’t always readily aware of that, or, at least, their
knowledge requires activation. As an example,
consider b eing asked to describe what you would
value most in an impr oved public t ranspor tation
system. The answer might not come to you

imme diately. However, if you were asked to recall
experiences you had with the current system, you
could lik ely recall many quite quickly . Asyou began
to analyse those experiences, themes would
emerge. From there, values would emerge. Soon,
you would be able to start describing a vision for a
better subway system.

This process, referred to as the Path of Expression
(Sanders & Stappers, p. 55), is at the core of
Generative Research and Design. We start with now,
r Ht Hon the past, and then imagine the future. Our
past experiences drive new visions.

"GETTING SOMETHING

DONE" ORGANIZING HERBS

"MAKING THINGS ON EMBELLISHING A
MY OWN" READY-MADE MEAL

"MAKING WITH MY
OWN HANDS"

COOKING WITH A
RECIPE

DREAMING UP A NEW

"EXPRESS MY ABILITY DISH

The path to unlocking future visions is not linear.
Everyday people need time to allow their ideas
and creativity to brew. The path to illumination
normally occurs in four stages: preparation (often
called “sensitization”), incubation, intimatio n,

and illumination (Sanders & Stappers, p. 51).




In the subway example, preparation mig ht involve
giving you a workbook. The workbook could
contain “Y H questionasking you to describe your
past subway trips. You mig ht be given tools to
illuminate the picture of the past, such as stickers
representing emo tions that you could pla ce on your
descriptions. Other sticker sets might include word
sets that you could place around the emotion
stickers. You would be given the workbook to take
home and work on for a week. The process would
give you ample time and tools to freely and
meaningfully express your past experience.

The week given to you would pr ovide time for your
ideasto incubate. This step allows the unconscious
mind to processyour ideas and feelings. During this
period, or shortly thereafter, intimation is likely to
occur, as you begin to feel that you really
understand what’s going on with proble ms on the
subway, and you start to feel like ideas are soon to
burst from your head.

Next, we would meet for a working session. In this
session, you are provided with Lego bricks
representing people, walls, seats, trains. You are
given pre-cut directional arrows and Velcro panels
in which you can attach toys and word sets. You are
given paper and mar kers. Within this array of tools,
you are able to quickly “nd physical pie ces that
allow your creative visions to tow. You start to
role-play with your new creation, describing stories

of the new subway system you and your peers have
designed. You vibe off of the people around you.
Ideas collectively em erging into great visions.
Illumination is occurring - and it is great!

2.3 Make, Say, Do

Impor tant to note in the example above, is that you
were not just given a survey. Nor did we simply take
aride or two together on the subway to observe.

You were asked to say how you felt, asked to make
things, and asked to enact stories with the things
your made. The reason for this is that knowledge is
layered. Some levels of knowledge are harder to
accessthan others (Sanders & Stappers, p. 53).
Explicit knowledge, like, | often don't lik e waiting for
the subway, or observable knowledge, like, the
trains often run late, are easy to access. Tacit
knowledge, like, being positioned far from the
emergency strips at night disturbs me, or, latent
knowledge, like, the time the driver missed my stop
when | was a child has always made me feel like the
subw ay system management lacks compassion, are
not always easy to access.

For this reason, in Generative Research, we provide
arich set of tools to enable Users' free expression
by way of making , saying, and doing . We

watch, listen, and do wi th the Users.
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2.4 Toolk its

For your Generative Research endeavours, there are
an in “nite number o f toolkits that can be created,
and an in “nite way in which you can choose to
imple ment the toolkit. One size does not “W all,
and the kit should be appropriate to context
(Sanders & Stappers, p. 70).

Toolkits are made of Trigger sets, designed to
trigger associations and memories, and to give the

Users freedo ms in the way they expressthemselves.
Not everyone will use all of the Triggers you
provide. People will choo se the forms that suit them
best — so you need to make sure there is suf “cient
variety to accommodate everyone.

Example Triggers include: phot os, systematic sets
(i.e. a collection of emotional expressions), words,
puppets, symbolic shapes (i.e. simple shapes of
people moving), Velcro-covered 3d shapes (good
for prototyping), raw collecti ons of scrap materials,
cartoonlik e expressions, Lego s and construction kits
(Sanders & Stappers, p. 71).

“Triggers, togeth er with a background and s upplies
such as markers, pens, tape, and scissors make up a
Toolkit” (Sanders & Sappers, p. 72). Example

toolkits include: emotional toolkits, used to make
collages; storyline toolkit, used to chart key events
and feelings on a timeline; cog nitive toolkit, used to
expressrelationships between ide as; and dolls’ house
toolkit , used to build mode Is (Sanders & Stappers,
p.72).




TOOLKITS

3 —Drawing Jam, In-class Elicitation Exercise capacity

Details X Determinemeaning of data within the context of
the Convivial Toolbo x in order to deliver report on

Date: 27 October 2015 same

Time: noon — 2 (including Conceptual Technique) X Derie feedback on conce pt of group work for

Duration: Two hours (including Conceptual graduate students (in order to further study same,

Techniques) if one were to move forward with this approach)

Who: Students enrolled in DIGF 6004

Facilitators: Alison Bruce, James Essex Using the Technique:

Document Template (adap ted): Suzanne Stein We approached this technique from a “prototyping”

Notes on space: Conventional OCADU classroom, perspective, choosing to e xecute a games

#310, 205 Richmond St. W. techniqu e in Creative Elicitation and move fo rward

with the data gathered in th at exercise.
Goals:
X (O ddtdon attitudes regarding group work We focused on graduate stud ent attitudes towa rds

X Bve participants work on above in an indiv idual group work. The rationale being that students have




little input regarding the structure of their academic
work, which consists mostly of collabor ative
approaches.

While what we did was mostly gather initial data, the
responses were a good start towards deeper
research into this question.

Agenda:
X Ovenaw (10 minutes)

o Note that research is conducted in a
“playful” manner

o Introduce exercise as an INDIVIDUAL and
ANONYMOUS appr oach to determining overall
atitudes towards the tsunami of group work
involved in the Digital Futures Program

X Method(20 mins)

o Each individual is asked to choose four words
from a series of over 200 adjectives and
concrete nouns to describe their attitude
towards working in groups.

o These words are include d on a pie ce of paper
folded into four chambers

o Individuals then select from a variety of provided
art supplies to visually conceptualize their
responses

X (@se (30 minutes — includes data crunching time
when classwas sent on break):

o Participants were engaged and appe ared to
derive satisfaction from the analogue approach
to the exercise

o Data were gathered indicat ing that “animated” is ,

by far, the most common desc ription of attitude

towards group work (6/23)

o Notwithstanding this, some also include d — often
on the same exercise — “flustration”, “bor edom”
and other negative attributes.

XTotal time: 60 minutes

Inp uts:
YhdRocopie d list of descriptive concrete nouns

and adjectives.

Supplies:

Att supplies from a ““ Y H and dime,” includingplastic

animals, stickies, feathers, coloured markers, pipe
cleaners, glue, tape, etc.

Out puts:
AX “art wall” was created with the resulting work
by the participants, allow ing everyone to share in
and enjoy the class’swork
Xat®determining overriding attitudes towards
group work (see above)

Preparation notes:
Xe@r steps on how the Elicitation would unfold,
derived and adapted fr om “Syllabus”
by Lynda Barry

Key questions:

In a group driven by a design aesthetic, the

opp ortunity to illustrate the words offered a sense
of fun and play as opposed to “research”. We were
surprised to learn that “animated” was by far the
most common w ord used to describe attitude to




group experiences.

Xirther research into how participants d H “ie
‘animated ”

\Would par ticipants, on the whole, prefer to work
in groups or individually on academic projects?
XllBw ing on above, how does one determine
which learners ben H “ Wbifn which appr oach
and/or which projects are best tackled as a
group vs. individual ly?

Analysis on Approach:

XWhile the technique proved very popular and
inspired some excellent visual representations, it
may have been reductive. Potentially, offering a
word choice for relationships to group work
skewed the responses in advance. However, this
consideration had to be weighed against the
need to give participants a “starting point”.

X ,Q HBrRi@n with data achieved from other
avenues of pedagogic al research, it is perhaps
useful to continue studying the rational e for
academic assignments that are heavily weighted
towards group work. The overall impact of this
approach on individual learning, satisfaction
with work accomplis hed, agency, and acade mic
excellence are outside the scope of the
guestions broug ht up by this technique .
However using Make Tools/Generative Research
concepts could be a useful aspect in
questioning the perpetually collabor ative
approach that currently rules academe.

Oth er Points of Note:

XThis was an enjoyable experience in part
because of the chance to offer an aspect of
“play” that was tangible and hands-on (i.e. arts
and crafts), allowing participants to get away
from screens and contemplate their own
attitudes and assumptions about group work
and the collabor ative process. ,is useful to
occasionally have a more meditative appr oach
to class work that requires just sitting and
thinking .

XWe believe that allowing participants to exercise
their tho ughts in an individual, autonomous, and
creative manner speaks to the spirit of “Make
Tools” conceptu alization in giving the

particip ants agency over the areas under
question.

Next steps after work shop:
X , P Bately following the game portion, we

moved on to utilizing the data within the
framework of our Conceptual Technique , “Make
Tools”.




4 —Generative Design (C oncept ualization)

4.1 Overview

As stated in the introdu ction, we have group ed
Analysis, Communication, and formal
Conceptualization into the Conceptualization space,
because each play a role in shaping the research
into coherent form, and be cause concepts can
emerge throughout the entire process (even in the
research phase).

TOOLKITE, SEEER0N PLANS
FREFARATION

r L
T
Cry

TRANTORSFTL, PROTOL, FILESROTIE

ANAL L

Important to note too, is that Conceptuali zation uses
the same say/do/mak e activities used in
Elicitation/Research, but the techniques are used to
sketch future scenarios through telling , making, and
enacting (Sanders & Stappers, p. 255). Further,
Generative Design seeks to bridge the gap between
how people are living now vs. how things can be
improved in peoples’ lives in the future (Sanders &
Stappers, p. 258).

4.2 Process

Generative Research and Design can tend to be
very iterative. Stages will intermingl e, and the path
throug h them will cycle back to previous stages
(Sanders & Stappers, p. 280). For clarity, we will
refer to th e stages in a traditio nal cascading
waterfall mode |, as shown in the mode | below
(please, ignore Research vs. Design boundar ies).

THERSES, FATTRNS, SILTCTID GRIGTES

RIFOET WORESHOF FFT MESONAS
COMBUNMCATION

STORINS, COMIIFT
COMCIFTUMLIEATION

Dasyg,




4.3 Analysis

Generative research produces a large quantity of
qualitative data, including stories, images, videos,
etc. Further, these data can come from multiple
participants, researchers, and stakeholders, and f rom
various different locations and sessions. As such, it
can be very dif “cult to ade quately categorize,
organize, and come to meaningful conclusions (S.
Stein, personal communicat ion, October 27, 2015).
Sanders and Stappers stressthe importance of
labeling each and every pie ce of data you colle ct
during research, including “the who, what, where”
labels, and that every member o f your team follow

EXPERTISE

# PARTICIPANTS

IMMERSIVE VISUAL
DISPLAY OF DATA

FORMAT

FOR INSPIRATION

ANALYTIC POWER ONLY

TIME & COST LEAST TIME

CONSUMING

MAY MISS

MAJOR DRAWBACK IMPORTANT INSIGHTS

“Three prototypical pat hs of analysis”, Convivial Toolbo x, pg. 207

LESS THAN 10

the same labeling and storage protocols. Doing so
will aid you enormou sly in whichever form of
analysis you choose (Sanders & Stappers, p. 200).
These forms fall under three catego ries: Inspiration,
On-the-Wall, and Database. Each form of analysis
has its own strength s and weaknesses. The choice
will be driven by your goals, the resources you have
available, and the skill level of your team (Sanders &
Stappers, p. 207).

Xinspiration Analysis (Sanders & Stappers, p. 210) is
used to “nd quick -win insights. It is the least time
and resource consuming , and can be performed by

SKILLED
RESEARCHERS

LESS THAN 10 10 OR MORE

IMMERSIVE DISPLAY
OF DATA/SUMMARIES

DATA IS HIDDEN IN
TABLES

LIMITED ANALYSIS
AND FOR INSPIRATION

HIGHLY EFFICIENT/
THOROUGH ANALYSIS

TIME CONSUMING/
MAY BE INEFFICIENT

TIME CONSUMING/
MOST EFFICIENT

MAY MISS IMPORTANT
INSIGHTS

MAY MISS
INSPIRATION




beginners. Often, immersion events are used to
drive the process.

These include:

1) Immersion in the topic: have the team do
homewo rk beforehand, often the same homewo rk
that was given to research particip ants.

2) Tell stories: use photos taken from the “ Hldto
re-enact or create stories.

3) Roleplay: ask the team to enact future scenarios
from the perspective of the particip ants.

4) Use gener ative toolkits: kits are used to tell
stories about the future — fom the research
participants’ p erspectives — used in conjunction with
the stories and roleplaying. The goal is not to
generate concepts, but to come to a place where
you understand the research participants and their
points of view.

XOn-the-Wall (Sanders & Stappers, p. 212-215)
analysis involves using the wall like a large
spreadsheet. In preparation, team members will
follow some type of sensitization activity, similar to
the Inspiration Analysis. You put pre-determine d
category labels on the wall, leaving room for some
non-pre-determ ined categories.

You then begin analysis. Post-its representing
ideas and q ualitative data are placed on the walls
in the categories. The whole team participates,
grouping and assembling emerging themes. The
approach can be very time consuming, but can

allow you to access deeper insights than the
Inspiration analysis.

XDatabase analysis (Sanders & Stappers, p.
217-218) is employed when you are dealing with
large sample sizesand massive amounts of data.
The process can be very time consuming, and
involve skill sets that may not be available to all
teams. However, once the data are made digital,
they become easier to categorize, cross-reference,
sort, disseminate, perform num erical and
statistical analysis on, and produce reports from.

The stepsinvolved in the process typically involve:

1) Prepare the data

2) Setup the database

3) Populate the database

4) Review, annotate, group, look for patterns, run
numerical analysis, etc.

5) Compar e to qualit ative data (like photos)

No matter which appr oach you take, it is impor tant
to understand that gener ating ideas from raw data
has merit. But, when the data is viewed within the
context of User experience and the knowledge they
have revealed during research workshops, new
views are formed. Further, when prior theory is
combine d with the new knowledge acquired, teams
are able to activate big picture, visionary solutions.

This layered path of analysis types to ide a levels is
shown here:




THEORY INFORMS ,' CREATE THEORY

KNOWLEDGE Big PICTURE BIG IDEAS
INFORMATION New VIEws CONCEPTS
| LITTLE
DATA > e
( BRIDGE '
HENOMENON PRESENT FUTURE

$GDSWHG YHUVLRQ RI O%ULGJLQJ UHVHDUFK WR GHVLJQP &RQYLYLDO 7RROER][ S1J

&RPPXQLFDWLRQ RI UHVHDUFK D@GESURIMF K 3UHVHQWDWLRQ LV OHVYV
Once analysis is complete, it is time to communicate SDUWLFLSDWLRQ ZLOO JHQHUDOO\ Ol
\RXU UHVHDUFK “QGLQJV ,1 \RX D teskawiK &toptRiQof K(B&htlerR4& Stappers, p.

WKH UHVHDUFK WKLV VWHS GRHV QRWDISSO\PERKW JUHDWHU GHSWK RI
SURIHVVLRQDO FRQWH[W RWKHU VI\RDNHK®R ¢ &/HWWH PR G GGHLUNH O YWV RD Q WK
need to learn from your research. ideation during formal conceptualization.

The form in which you present can either follow a $ FRPSDULVRQ RI WKH DSSURDFK
traditional presentation format, or a participation




COMMUNICATION
GOAL

DURATION OF
MEETING

LEVEL OF FORMALITY

FLOW OF CONTENT

CLOSURE

O'LIlTHUHQFHVY EHWZHHQ SUHVHQWDWLRQ DQG SDUWLFLSDWLRQP &RQYLYLDO 7RROER]

PRESENTATION

TO IMPRESS THE AUDIENCE WITH
THE RESEARCH FINDINGS AND
HOPE TO CONVIINCE THEM TO
FOLLOW THE
RECOMMENDATIONS

USUALLY ONE OR TWO
HOURS

MORE FORMAL AND
STRUCTURED

OME WAY FLOW: FROM
RESEARCH TEAM TO
AUDIENCE

THE PRESENTATION
MARKS END OF THE
RESEARCH PHASE

PARTIQPATION

TO IMMERSE THE AUDIENCE IN UNDERSTANDING
THE FINDINGS AND INSIGHTS 50 THAT THEY CAN
BECOME COLLABORATIVE PARTNERS IN DESIGN
IDEATION AND/OR CONCEPTUALIZATION

MAY TAKE SEVERAL HOURS TO ONE OR TWO
DAYS

AN INFORMAL SETTING THAT IS CONDUCIVE FOR
HANDS-ON PARTICIPATION

OMNCE THE CLIENT 1S IMMERSED IN THE RESEARCH
FINDINGS, THE SPACE FOR OPEN COLLABORATION
AND 2-WAY FLOW OF CONTENT EXISTS

THE PARTICIPATORY MEETING MARKS THE
BEGINNING OF THE NEXT PHASE OF DESIGN
CONCEPTUALIZATION

SJ



4.5 Formal Concep tualization

4.5.1 Overview

Conceptualization is where ideas transform into
tangible concepts and things. In recent years,
techniques have emerged th at allow us to
conceptualize how peoples’ lives mig ht be affected
by the new concepts (Sanders & Stappers, p. 255).
The goal is to end up with one or more tangible
concepts that “\Whe insights from the research
(Sanders & Stappers, p. 256).

4.5.1 Play

As stated above, similar techniques used in the
previous stages of GR&D are employed in
Conceptualization. Playis at the core. Init,
design teams make, tell, and enact, to activate
new conce pts within a newly understood context.

-

“The primary action catego ries in the design oppor tunity space”,
Convivial Toolbo x, pg. 259

Making involves using our hands to create artifacts.
This can be anything from name badges and
costumes, to 3D prototypes,to pictures, to physical
spaces, etc. The things we make will be used in the
Telling and Enacting steps, and will evolve as we
iterate through the process.

Telling involves telling stories about future scenarios.
It is accessible to people in the team that lack the
skills in making . It helps shape enactments and can
infor m iterations of making. Enacting refers to using
the body inside the environment to illustrate ideas
around future scenarios. This type of visual can be
very compe lling and enlig htening, and further builds
empathy with the people and proble ms at hand.
The playing process is very terative, using the
results of one phase to fuel the next. It also allows
every member o f your team to contribute
meaningfully by providing them with a form of
expression that suits them best. (Sanders &
Stappers, p. 259).

4.5.2 Big Picture 'H “ Qibh

A key step in the conceptualization phase isthe
creation of a Big Picture docum ent. This one page
summary is typically very simple and graphical. Its
purpose isto summarize what’s been learned while
providing a vision for the future. It's the entire
proble m, context, and vision d H “red in one page
for everyone to consume. lItis used as aframe in
which all future concepts will be driven (Sanders &
Stappers, p. 260-262).




SKETCHES
VISION FOR
FUTURE

SUMMARIZES
LEARNING

"
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BRIDGE:
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SIMPLE AND
CLEAR

Qualities of Big Picture Docume nt, concept derived from Convivial Toolbo x, pages 260 - 262

5 - Summary References

In this document, we have provided an overview of Barry Lynda. (2014). Syllabus. United Kingdom: F arrar,
the steps and components o f Generative Research Straus & Giroux.

and Design. Hopefully it has offered some

inspiration and insight into the power of the Sanders, Elizabeth B.-N. & Stappers, Pieter Jan. (2012).
methodolog y. As proble ms of increasing comple xity ~ Convivial Toolbox: Generative Research for the Front
emerge in our world, it is atechnique and mindset End of Design (p. 6). Amsterdam, The Netherlands.

that can bring the best of our collective ideasto life in
building a better future.



Johari Window

Overview
Most people have a p redeterm ined vision of not
only ourselves and a vision, or passive assumption,

about others with whom we interact on a daily basis.

Those people very likely ha ve a comp letely
different vision of their own strengths and
weaknesses than what you could ever imagine

or assume. ever imagine or assume. Unless there is
a safe dialogue as to how you can address the
strengths and weaknesses of not only yourself, but
others you interact with on a daily basis, the constant
assumption you or others may have of yourself
could prevent further growth as a result of not
understanding or tapping into the potentially

hidden strengths of yourself and everyone around.

In order for people to work together effectively as
teams, understandings of self and others must go
beyond pre-conceived notions. The Johari Window
technique is a heuristic communication exercise
aimed to improve team communication and
function by unwrapping for clear view one's own

Andrew Hicks
Manik Gunatilleke
Xiaqi Xu

traits, leading to personal development in group
dynamics in a constructive and positive fashion.

The Johari Window uncovers and builds upon the
hidden weaknesses and strengths of an individual
that are obvious only to the individuals, colleagues,
friends and family. These underlying

traits can d H “re multiple attributes of an individual's
character that, and determi ne their actions and how
they inter act with others. The Johari Window method’s
outcome is often considered to feel like a healing
process, and can be used within workplac es to
better the relationship between gr oup members,
coworkers or individu als who may have gone
through a challengi ng, stressful or sometimes
traumatic experien ce.

As an example, the use of the Johari Window
method can have cow orkers understand and r Ht Hc
on the reasoning behind their own actions,

and the reasoning of actions taken by others during
a challenging work peri od. Having an

understandin g of the attributes that d H “e each




individual’'s persona can help guid e colleagues to
work better together with others through future
challenging situations. The Johari Window method
is not exclusive to work environments; can

be used in any group situation where the
individuals are familiar enough with each other to
report accur ately about others' attributes to help
d H “e one’s persona within the exercise.

This document will provide the background,
purpose, use, variations and considerations on how
the Johari window techni que can be implemented to
improve working relatio nships by increasing the
self-awareness and awareness of those those

around you, in a safeand friendly manner.

BACKGROUND

The Johari Window model was ori ginally, created in
1955 by two by American physiologi sts Joseph Luft
and Harry Ingham, hence the name, combining both

of theirs: “Johari”.[5,10] The name was originally
noticed by having the “h” capitalized, to spell

“JoHari”, ahead of typographical fashion for its time,

the capitalization was dropped as the model was

widely distributed over time. The careers of Joseph
Luftand Harry InJKDP ZRUNHG LQ WKH “OHCGC
between forty and sixty years, with respective acade mic
af “liations with the University of California and

San Francisco State University for over twenty years.

The Johari Window , mode | was a spinoff of a
dynamics study at the University of Californi a,

and was later impr oved further by Joseph Luft.

As an emph asis grew on inter -group developmen t,
soft-skills, empathy beh aviour and interperson al
development studies through out the mid -20th
century, [1,10] the metho d became more common.
Followin g the creation of the Johari Windo w

meth od, Luft spent mor e than thirty years teaching
at San Francisco State University, later becom ing
an emeritus pr ofessor.




USE OF TECHNIQUE The four window panes reveal key words, or

The “window” aspect of the title is derived adjectives, that describe participants in relation to
from the four quadrant, or boxed, matrix that is themselves and other participants of the elicitation.
formed when disseminating results from The four panels of the window are divided between

the process.

Known to Self Not Known To Self

Known to Others Blind Spot

Not Known Facade Unknown
to Others

Authors’ adaptation of completed Johari Window from The Jo hari Window:
A grap hic model of awareness in interpersonal relationship s, & 0i& L. Porter, 1972.



what one knows and does not know of themselves,
as well as what others may or may not know of
another participating individual.

Inputs

The following is needed to conduct the Johari
Window elicitation:

X )LIWN SRVLWLYH DGMHFWLYHYV
Window use.

X /HIJDO VL]HG EODQN SLHFH RI
X OLQLPXP RI WZR SHRSOH

X 25 DOWHUQDWLYHO\
writing materials needed)

Pairs & Groups
The technique can only be used in pairs or groups

of individuals who have already some familiarity
with one another. The technique is not an effective
way of uncovering one’s self awareness, when
used with complete strangers.. Judging, or being
judged by a complete stranger enables too many
assumptions that may result in inaccuracies.

D 23UKRMH ERIQULXRKIDODMLRQYV ZKHQ SHUI
Window elicitation is to establish pairs at random,
S Daaitlldg Ba@@itiSH QFL O V

ZHE EDVHQGdpcEw@OLFDWLRQ QR

%HIRUH WKH “UVW ZLQGRZ FDQ EH “O
“I'W\ -RKDUL :LQGRZ DGMHFWLYHV PX\
distributed for reference throughout the duration

of the exercise.

logical dependable intelligent patient sensible
accepting GLIJQL“HG introverted powerful sentimental
adaptable energetic kind proud shy
bold extroverted knowledgeable quiet witty
brave friendly able UHtHFWLY H spontaneous
calm giving loving relaxed sympathetic
caring happy mature religious tense
cheerful helpful modest responsive trustworthy
clever idealistic nervous searching warm
complex independent observant self-assertive wise
FRQ“GHQW,| ingenious organised self-conscious silly

/ILVW RI -RKDUL :LQGRZ DGMHFWLYH GHVFULSWRUV DGDSWHG IURP 'DYLV .HYDQ




These adjectives all have a positive connotation to starting with “Arena”, “Blind Spot”, “ “Unknown” and

ensure a safe exercise: “Facade”.
Users will draw a simple four quadrant window, 2QH SDUWLFLSDQW ZLOO “UVW “00 R
labeling each quadrant, from the top left, clockwise, quadrants:

Known to Self Not Known To Self

Known to Others

Not Known Facade
to Others

Authors’ adaptation of completed Johari Window from The Jo hari Window:
A grap hic model of awareness in interpersonal relationship s, & 0i& L. Porter, 1972.



Facade (Known to Self)

,Q WKLV ZLQGRZ SDUWLFLSDQWYV Dhe HdjeciwedtRosehRTheseRur Wndwh YoHhe initial
WR VL[ RI WKH “IW\ DGMHFWLYHV WHriicifyarfe, but rEdy WotvbekhbWifr td thE ether
themselves. These adjectives are placed within the participants of the exercise.

“Facade” quadrant, allowing all participants to see

Known to Self Not Known To Self

Known to Others Blind Spot

Not Known Unknown
to Others

Authors’ adaptation of completed Johari Window from The Jo hari Window:
A grap hic model of awareness in interpersonal relationship s, & 0i& L. Porter, 1972.



Unknown & Arena participating colleague represent an accurate

The remaining adjectives are then placed within the description of the initial participant, potentially
“Unknown”, “Arena” windows. As a result, adjectives SURYLGLQJ DI"“UPDWLRQ WR WKH LQL
mutually chosen by the initial user and their well they know themselves and project themselves

Known to Self Not Known To Self

Known to Others Blind Spot

Not Known
to Others

Authors’ adaptation of completed Johari Window from The Jo hari Window:
A grap hic model of awareness in interpersonal relationship s, & 0i& L. Porter, 1972.



to others. The adjectives in this quadrant are exposing themselves to others, providing a look

considered to be the “Arena”, seen by all and LOQWR WKHLU SULYDWH VHOI 7KH 2SH
agreed upon between the initial participant and slightly from the Blind Spot quadrant, which
fellow participants of the exercise. [2,3] typically aids in strong negotiation skills, as the
open persona has not much to hide about
Blind Spot themselves. [2,7]
2QFH WKH LQLWLDO XVHU KDV SURYLGHG DGMHFWLYHYV WKDW
best represent their facade, a group partner then ,QGLYLGXDOV ZKR IDOO XQGHU WKH
FKRRVHV “YH WR VL[ DGMHFWLYH YV cAuKdDed n&tkb\pkbvide Hod mbny Betaild/ik H
initial user within the “Blind Spot” quadrant. This is UHJDUGYV WR WKHLU SULYDWH VHOI =
not known to self, but is known to other participants focus too much on knowing themselves, and not
of the exercise. [2,3] others, perhaps challenging their communication in
understanding the personas of others. [2,7]
Output
1RZ WKDW WKH -RKDUL :LQGRZ PDVXbaile[PersSorARRPSOHWH WKH
initial participant will gather an understanding of 7KH 1DLYH 3HUVRQD FDQ EH SHUVRQI
what adjectives best describe themselves, as DFWV ZLWKRXW FDXWLRQDU\ RU “OW
provided by their partner or group. When the RIWHQ KDUPOHVV 2IWHQ WKH\ H[SUI
adjectives are assessed by the initial participant, the communicate, aimed at gathering attention towards
desire to gain, or perhaps lose, adjectives in regards themselves within a social setting. As a result, they
to how one presents oneself can be more clear and VKDUH D VLJQL“FDQW DPRXQW RI DG

ZRUNHG RQ RYHU WLPH 2YHUDOO BN BpotRjtabrant withi@ tBeRldhari Window. [2,7]
provides a look into one’s self with the assistance of

others. Secret Persona

Secret Personas communicate very little and hide
Completing the Johari Window method also from other personas, even when knowing how to
distinguishes different personas for those who best to describe themselves to others. As a result,
complete the elicitation exercise. The Personas are: this often provides a weakness in effective

communication towards other personas. The Secret
Open Persona BHUVRQD ZRXOG QRW EH FODVVL"“HG

7KH 2SHQ 3HUVRQD DFFRUGLQJ W RpatQuhdrant RithiD the Johari Window, as an
:LQGRZ VHOI DQG FROOHDJXH GH Uhdwidl \8itH R Séz1dt pérSon@ would provide little
very open and happy individual, accepting of information in regards to themselves when




participating in the Johari Window elicitation. [2,7] As an example, some of the adjectives used when
performing the Johari method are all positive

Mysterious Persona adjectives, such as;

O\WVWHULRXV SHUVRQDY EH LQWURYHUWHG RU H[WURYHUWHG
individuals, however they do not experience a need X JLYLQJ

to understand themselves or other personas. X VHQVLEOH

O\WVWHULRXV 3HUVRQDV FRQVLGHU WIKHRRYEO®HY WR EH IUHH
spirited and do not see the need to assess others, X SURXG

yet they often possess moderate communication

skills. [2,7] Positive adjectives are used to ensure that

participants of the exercise are not potentially
2QFH D JURXS RI WZR KDV FRPSL O WfféhdeR iRy adj€tds that provide a
and have gathered some insight on their personas, negative output, enabling more constructive
RWKHU SDUWLFLSDQWY FDQ DGG WeRerbis& RitHoNdhRHe S)eRthies\are Rithdal At
'LQGRZ WR DGG GHWDLO DQG IXUWgtdvibing/dpogitive bu{ddk ¥rtond self or a

awareness exercise. This can be done by colleague, some adjectives do have ambiguous or
conducting the exercise on paper, or by using an potential misinterpretations that can a negative
online web app that that can disseminate and share response if chosen by a participant of the elicitation.
the results virtually to participants of the elicitation. An example of this would be the adjective “proud”,
7KLV SURFHVV RI UH"QHPHQW FDQ rhé¢hRQrtd drie Whtd isthohe& oF haldWirking, to
results for individuals who use the technique. It make one’s self “proud”, or, in another context,
should also be noted that determining a persona, is OSURXGP DV KDYLQJ D VHO“VK RU DU
not necessary for completing the Johari Window
method. VARIATIONS
A variation of the model uses adjectives that are
PURPOSE contradictory to the adjectives used in the original
The purpose of the Johari Window is to elicit method of the Johari Window. This variation is
self-awareness within group settings. The desired NQRZQ DV 1RKDUL WKH LQYHUVLRQ F
result of competing the model is to gather safe some, this variation may be considered to be a
feedback in understanding one’s self through the more of a comical exercise, aimed at inciting crude
opinions and assumptions made by oneself and humour between participants that is not to be

others who are partaking in the elicitation.[2,3,4] practised seriously in an academic or professional




environment. However, the inverted adjectives do Similar to the Johari Window personas, the

prove the need for positive adjectives to be used in O\HUV %ULJJV DSSURDFK WR VHOI DQ
order to successfully partake in the Johari Window development indicates personalities of individuals

method and understand it’s effectiveness as a self- within four quadrants. As a result of answering all 93
UHtHFWLRQ WRRO ,W LV XQFOHDU (uaétitMf} ahttnbfaWilleVs JePerated ¥t fRéx
originated, however it was most popularized by categorized within four dichotomies of subjective,

.HYDQ 'DYLV D ZHE GHYHORSHU E DWjéttveldedu®ite @il @ductive types. Although
(QJODQG > @ 7TKH DGMHFWLYHV XV kifilaZ t§ thQJoharilv@ntoW iethod, the
1RKDUL PHWKRG DUH DOO QHJDWL YoH HRUG/M3l B WILIXYHIY S YXRBEFIKYODFNV D TX

X YXOJDU ZKDW GH“QHV D SUR“OH RI DQ LQGLY
X ORXG adjective descriptors, like the Johari Window

X GXO0O method. [5]

X QHHG\

'23( WHVWLQJ FRPSDUHG WR WKH -R|
OTHER CONSIDERATIONS & CONCLUSION also similar in regards to choosing a set of
7KH SUR*OHV HVWDEOLVKHG E\ RWISHH YHWHOEDOHQ D\GWMHFWLYH GHVFU
WHVWYV DQG H[HUFLVHV VXFK DV OCHBMUWWRIGD®LWOWRSKU+RZHYHU WKH
DQG '23( DUH HDFK XQLTXH LQ WK Hde$)nd? B\®NeRaBjéckivid WesbtiBtors provided by
JHQHUDWLQJ GDWD WKDW PD\ GH"QRHWK® U PEHIPELHCXNDRME WHDP RU JURXS

personality. For example, when comparing the participating individual’s personality traits. It lacks
Johari Window method to Basadur problem solving, that external input that can be compared to a
the Basadur exercise does not involve input of LQGLYLGXDOMY UHtHFWLRQ RI WKHPV

RWKHUV WR GH*QH WKH SHUVRQD RI D SDUWLFLSDQW IRU VHOI
UHtHFWLRQ ,QVWHDG WKH %DV D GIX tbneliknKtReQohari WRibw method provides
JURXSV RU LQGLYLGXDOV WR GH"QIBH WRZHWWHRWY RI RQHMVY VHOI DQG D

predetermined strengths (a generator, user from others who may be close or familiar with
conceptualizer, optimizer or implementor) can solve the individual participating in the method. This

problems or problematic situations, as opposed to DSSURDFK FRPSDUHG WR '23( %DKD
being self aware of one’s personal strengths and O\HUV %ULJIJVY PHWKRGY SURYLGHV V
weaknesses for self development, that is not of adjective descriptors, creating a more well

applicable to problematic scenarios. GH“QHG DQG SHUKDSVY UHDO UHtHFW

individual's personal strengths and weaknesses. The




1“QH

'KH

positive adjective descriptors provided when using
the Johari Window method can also provide a
clearer and more quantitative look at how a persona
may be associated with a participant, enabling
participants of the Johari Window method to have
an understanding as to how and why their personas
DUH GH*QHG LQ D FHUWDLQ zZD\
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The
Marshmallow
Challenge

Introduction

The Marshmallow Challenge is a group design
challenge introduced by Peter Skillman with
numerous workshops run by Tom Wujec. The
purpose of the challenge is to encourage “teams to
experience simple but profound lessons in
collaboration, innovation and creativity” (Wujec,
n.d.). The Marshmallow Challenge takes only 18
minutes to complete with straightforward
instructions, and is quite easily executed.

The aim is to have “teams of four to build the tallest
freestanding structure out of 20 sticks of spaghetti,
one yard of tape, one yard of string, and one
marshmallow” (Wujec, n.d.). At the end of the 18

Egill Runar
Vidarsson & Jordan Shaw

minutes time limit, each group must have their
marshmallow at the top and supported by the
structure they just created.

We will go through the history of the

ODUVKPDOORZ &KDOOHQJH LWV EHQ
the challenge, the challenge’s rules and the

lessons to be learned by conducting and

participating in a Marshmallow Challenge.

™ Figures 1 -2
Teams
participating
in the
challenge.




%HQH*"WYV

The purpose of the Marshmallow Challenge is to
replicate the challenges faced by teams in a heavily
collaborative workplace. The goal is to replicate
these challenges and resolve them within your team
in under 18 minutes, instead of in a couple of weeks
or months.

One of the most interesting takeaways from the
Marshmallow Challenge is that typically, children
outperform adults. In “virtually every measure of
innovation, kindergarteners create taller and more
interesting structures” (Wujec, n.d.). Wujec offers an
explanation, The reason kids do better than [f. ex.]
business school students is kids spend more time

Figure 3: Another team participating in the challenge.

playing and prototyping. They naturally start with
the marshmallow and stick in the sticks.

The business school students spend a vast amount

of time planning, then executing on the plan, with
DOPRVW QR WLPH WR “[ WKH GHVLJQ
marshmallow on top. (Wujec, n.d.)

7KLV FRQ“UPV RQH RI WKH ODQLIHVW
Software Development rules. The rule states that

teams should focus on “responding to change over

following a plan”. This is exactly what the

Marshmallow Challenge illustrates (Beck et al.,

2001).




As stated on The Marshmallow Challenge website
“The Marshmallow is a Metaphor for the Hidden
Assumptions of a Project” (Wujec, n.d.). Time and

WLPH DJDLQ SHRSOH DUH “QGLQJ

situations where they’re hitting a wall realizing they
probably haven’t thought some key aspect of a
project all the way through. Or, more likely, thinking
that they might have done so during the earlier
phases of a project, only to realize that all they really
did was make assumptions and guesses. As one of
our teachers, Demosthenes Kandylis (Demi, for
short), eloquently stated numerous of times, in the
course Creation & Computation, “Assumptions are
the mother of all fuck-ups”. (Kandylis, n.d.)

The Marshmallow Challenge aims to address these
“hidden assumptions” in projects. By doing research
through each design step of the way, i.e. through
iterative prototyping, practitioners learn about
problems along the way and — more importantly —
the necessity of dealing with them right away.

Tying in the ever-tasty marshmallow with the ever-
elusive assumptions in projects, Wujec notes that ...

[W]e need to identify the assumptions in our project
— the real customer needs, the cost of the product,
the duration of the service — and test them early and
often. That’s the mechanism that leads to effective
innovation. [...] The assumption in the Marshmallow

you actually try to build the structure, the
marshmallows don’t seem so light. (Wujec, n.d.)

WKHWRHDYHV LQ

The Marshmallow Challenge was originally
introduced in 2006 during a Ted Talk by Peter
Skillman (Original Design Challenge, 2014). Since
then, Tom Wujec has been running the challenge as
a team building workshop with great success. The
workshop is targeted for people and teams ranging
from kindergarten students to Fortune 50 CEOs.

Preparation

Before successfully hosting a Marshmallow
Challenge workshop, the event organizers need to
prepare a number of things, one of which is making
sure that they have correct number Marshmallow
Challenge kits for each team participating. For our
workshop we needed four kits for the teams
involved.

To create the Marshmallow Challenge kits and to
successfully run the challenge, the organizers must
have the following items available:

» One measuring tape

» a countdown application or stopwatch

» video projector to introduce the challenge

» if possible, a copy of the original presentation

&KDOOHQJH LV WKDW PDUVKPDOORZY DUH OLJKW DQG tXII\

and easily supported by the spaghetti sticks. When




To create the Marshmallow Challenge kits, the
following items must be added into the paper bag,
which is included in the list.

» 20 sticks of spaghetti

» one yard of tape

» one yard of string

» one marshmallow

» one pair of scissors

» one paper bag containing the kit's components
(note: the bag is not part of the kit itself, i.e. you
cannot use the bag as building material)

When you are ready to start the challenge, get the
participants to form teams of four. Next, hand out a
Marshmallow Challenge kit. While handing the kits
out, clearly state that no one is allowed to go
through the kit until the rules of the challenge have
been explained, and all questions about the
challenge have been answered satisfactorily.

5X0OHV
The rules of the Marshmallow Challenge are indeed
straightforward. They are as follows:

» Build the tallest freestanding structure

» The entire marshmallow must be on top of the
structure

» Use as much or as little of the kit as you would like

» You can break up the spaghetti, string or tape as
needed

» The challenge lasts 18 minutes

Execution

After the rules have been clearly explained and
everyone is ready to start the challenge, start the
countdown clock!

The Marshmallow Challenge’s website offers a few
pointers for the facilitators to liven up the challenge
during the 18 minutes. These are some that we
employed.

Figure 4: The teams in the early stages of their building.

Walk around the Room

It was really interesting to see the development of
the structures as well as the patterns of how the
teams built their structures.

5HPLQG WKH 7HDPV RI WKH 7LPH
Countdown the time at certain intervals to put a
certain level of competitive stress on participants.

We called out the time when the time limit had
reached its half, around the 9 minute mark, then at
the 5 minute mark, 3 minutes, 2 minutes, 1 minute,
30 seconds and then we did a ten-second




countdown. As we were calling out the remaining
time left in the challenge, an uptick in the level of
felt urgency and even panic became obvious.

&DOO0O 2XW +RZ WKH 7HDPV DUH 'RLQ
We didn’t really go with this point but it's worth a

mention here: “Let the entire group know how

teams are progressing. Call out each time a team

builds a standing structure. Build a friendly rivalry.
Encourage people to look around. Don’t be afraid

to raise the energy and the stakes” (Wujec, n.d.).

5HPLQG WKH 7HDPV WKDW +ROGHUYV
Some team members were quite keen on holding

on to their structure at the end of the challenge.

Usually because the marshmallow, which they just

placed onto their structure moments before, is

causing the structure to buckle. The winning

structure needs to be stable on its own.

Figures 5 — 6: Class members building their towers.
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JLOQLVKLQJ WKH FKDOOHQJH
During the challenge we watched each team start
off brainstorming about potential solutions for how
to create the tallest structure with their kit. Some
groups delegated tasks to individuals to create
various structures or sections, including support
legs, structure sides or small prototypes. This
delegating took the place of full group teamwork

and prototyping. We notices that, for most groups,
URXJKO\ URXJKO\ WKH “UVW QLQH PL
in planning, politicking for the best ideas and
GLVFXVVLRQ DERXW SURSRVHG VROX
of the workshop, there was a lot of discussion rather

than simply proceeding with iterative prototyping

DQG UH“QLQJ WKH VROXWLRQ RQ WKt

Figure 8: One team demonstrating iterative but slow process

Figure 9: Measurement of Group 3's tower




Out of the four groups that participated in our to work as a team with minimum assumptions,
Marshmallow Challenge three groups managed to VHHLQJ DV WKH\ DOO PDQDJHG WR “Q
produce a freestanding structure that could support freestanding structures.
a marshmallow.
Of course, these are our assumptions or at best,

The heights of each group’s structure were as educated guesses, that reinforcing the

follows: aforementioned need for actual testing and

Group 1 Group 2 Group 3 Group 4 prototyping. A second running of the Marshmallow
Did Not Finish 117 20" 18 vu” Challenge with the same teams and conditions

might help in the matter, by either proving our
hypotheses or doing something else entirely.
JLOQDO WKRXJKWYV

After the completion and announcement of the 5HIHUHQFHV

winning team it was brought to our attention that Beck, Beedle, van Bennekum, Cockburn,

the winning group, Group 3, had a team member Cunningham, Fowler, Grenning, Highsmith, Hunt,
with an architecture background. It is hard to Jeffries, Kern, Marick, Martin, Mellor, Schwaber,
FRQFUHWHO\ FRQ“UP WKDW WKLV LSuthe#andt ThRiHeS (n.d)DiWanDdsto tdr Agile

to build the tallest structure, though it does Software Development. Retrieved September 15,
reinforce Wujec'’s research and statistics, that teams 2015, from http://www.agilemanifesto.org/

of engineers and architects generally build

structures an average height of 40" (Ted, 2010) — Kandylis, Demosthenes (n.d.). Creation &

which is around double the height of an average Computation. Proceedings of a course held at
structure for the challenge. Ontario College of Art and Design University, Toronto,

28th of September to 10th of December 2015.
Of the four groups that participated, only one did

not end up building a freestanding structure. In Original Design Challenge. (2014, January 27). Peter
retrospect, the authors believed that of all the 6NLOOPDQ ODUVKPDOORZ '"HVLJQ &KD
groups, this one, that failed the overt challenge, Retrieved September 15, 2015, from

might have actually learned the most in the area of https://www.youtube.com/watch?v=1p5sBzMtB3Q

the challenges underlying intent. The other groups —
especially Group 3 and Group 4 — might then have
JDLQHG UHDI*UPDWLRQ LQ WKHLU RZQ UHVSHFW RI KRZ




ted. (2010, April 22). Tom Wujec: Build a tower, build
D WHDP >9LGHR “OH@ B5HWULHYHG 6HSWHPEHU
from

https://lwww.youtube.com/watch?v=HO_yKBitO8M

Wujec, Tom. (n.d.). The Marshmallow Challenge.
Retrieved September 15, 2015, from
http://marshmallowchallenge.com




6WDU*VK %HKBYLRUDO
$OH[ 5LFH .KRXUL

1
HVLJQ -D]PLQH <HUEXU\
If you design for the outcome, you're designing at $retrospectve ORRN DW ZKDW \RX RU D JU
the wrong place. You need to design for the GRQH WKDW \RX ZDQW WR UH"“QH

behaviours that lead to the outcome. BJ Fogg

$predictive ORRN DW SRVVLEOH ZRUNtR2Z"
Introduction JRDO RU DSSURDFKHY WR D SUREOHP
6WDU“VK FRQFHSW PDSV DUH D ZD\ RI SUHGLFWLQJ DQG
UHtHFWLQJ RQ ZKDW VWHSV WR WDNMWKQPGSOHRLE WLR W WDVDLYHY K \RX FL
WKH SHUIHFW tRZ VWDWH 6WDU“VKERDUWWEKOQMNILDOO\ WR “IJXUH RXW
XQGHUVWDQGLQJ RI \RXU SURFHVVSHN@RE GHIR RRXWUMHHIRALQJ )RU H[DPSO
EHKDYLRXUV SDULQJ DZD\ DQ\WKLQRZWKIDW ¢ RHINRWOAKWLRQ \RX KDYH L
FRQWULEXWH WR \RXU JRDO FRPPLWWHG WR DFFRPSOLVKLQJ DQC(

EUDLQVWRUP ZD\V WR PDNH VXUH \RX
'"HVLJIJQLQJ ZLWK 6WDU“VK UHTXLUHRLERWW RPQHDG@RB\RMREFBD PHWKRGV DQC
DQG LPDJLQDWLYH YLHZ RI EHKDYLRX® D/IPNULRDFIKHY \RX DSSO\ WKH PR
SXUHO\ SV\FKRORJLFDO RU DHVWKIOWNH ®DSWURWFWREKVZQAERW DFFRPSOLVK
HQRXJK <RX QHHG D ZHOO GH*QHG JRDO
D JUDQXODU ORRN DW HYHU\ WLQ\ DFXWERQ DRX R/ N6 QWKWKMH SUHGLFWL®
SURSHOV \RX WR WKDW JRDO DQG KW\PDOWKRWERSIOFXVHU RU GHPRJUDSKI
YLHZ RI WKH SURFHVY DV D ZKROH WRWFRRMVGHRW B OOWDWSMKWY RI WKHL
DERXW EHKDYLRXU PRGL“FDWLRQ REVWDFOHV VNLOOV DQG PRWLYDWI

WKLV ZLWK D JURXS WR “0O0 RXW PX\
<RX FDQ EUHDN WKH WHFKQLTXH L@PWR WXROBHMWKRGENYLQW\ DURXQG WKH




ZLWK RQH DQRWKHU ,QFOXGH UHDOURGX KW HDV ULY MK KMVR \RXU HYHQW
HYDOXDWRU JURXS LI SRVVLEOH WR/ EBULRZIN KIBRWERENQABWO D IRUPDO
LGHDV ZLWK UHDO H[SHULHQFH 7KL8\QR1HGUYRI HOW® RIDQJXDJH 6LQFH
SUHWHVWLQJ WR SLORW \RXU “UVWREWMNBW RRIZHYWHG VRIWZDUH HQJLQ
UHJDUGOHVV Rl ZKHWKHU \RX SUD PMMFKRGW DRJI“ Y K VIXWROQHLRW GHVLJQ ED
LQ D JURXS WKLV SURFHVV ZLOO VG\IDJO OFROW WIKID\W RRPELQH KXPDQ EHEk
DVVXPSWLRQV RI KRZ \RXU WD UJH VF RF/SHXIWBDS\HIRIMVDIDVOIRJGF DUH FDOOHG
HQULFKHQ \RXU XQGHUVWDQGLQJ RI WKHLU SURFHVV

,Q ERWK SUHGLFWLYH DQG UHWURVSH
History H[HUFLVHV LW LV LPSRUWDQW WR VYV
$V DQ RI“FLDO EHKDYLRUDO GHVLJ®ODWHRK QWS OMIBUWKHRVWKRUR X JK
YHU\ \RXQJ 3DWULEN .XD SRSXODULPHD® OWKH \PVDH OV
Retrospectve PHWKRG LQ D SRVW KRF ORRN DW
WKH SURJUHVV SURFHGXUHV DQG,®WRBOBOVR KHOS WR PDS \RXU FKDU
WKDW ZRUNLQJ WHDPV IDFH WR PHBIMQ SBRMHFWUG IBNEALLRHWQG ,GHDER

5HWURVSHFWLYH 6WDU“VK FKDUW LSnG Bmagiée ptddxtydehodrieRtP
WKH PDWXUH VHW RI 6FUXP WH F K QriethddbMgE Sckuim@@IWabkraim the traditional
DJLOH PRYHPHQW LQ VRIWZDUH G HvatertaRriatRnd §f YWamwesly where one coworker
DQG UHSUHVHQWY MXVW RQH wits\ohHanhsthebt@complete a task to other
GHULYDWLYH H[HUFLVHYV members within the group. Scrum encourages
teammates to work in tandem, requiring them to stay
Predictve 6 WDU“VK GHVLJQ H[SORUDW inRdpstenv/dortiadt Bind givivig constant feedback on
6WDQIRUGMYV "HVLJQ VFKRRO 5D I WtReS Brog@essVGiven the complex nature of
&UHDWHG E\ %- )RJJ LQ DV D ERRWBOBSSLQJ DQG PXWXDOO\ GHSHQ
H[HUFLVH SUHGLFWLYH VWDU"VKL &dunktedms mQstbé |¢tdyHsBrHeQnd Who can
Rl PLQG PDSSLQJ ZLWK XVHU tRZ Gnhabahe ihéddingekity) Rnksdmakes scrum popular
GHYHORSHG WKH WHFKQLTXH WR JiH Qadjedtbiahblgeent WML dRdrts and can also
WULJJHUV DQG FKDLQV RI HYHQW VshvKidWdynanmidspstis thangethe behaviour
WKH VDPH WDUJHW XVHU EHKDY LR ddpending BrXuserlinpRt UrRaxconiination of
DFFRXQW IRU DV PDQ\ FRUH DQG RcompOtatidnal ahB BeQdvibureR sted3.Rectangles
HQWU\ SRLQWY DV \RX FDQW R E M HdpmseRtlattiarng Wikhtdndsirepresent decisions,
GLVFRYHU\ RI \RXU ZHEVLWH S XU RKdbdrsl (Heie)\rBpxedent parallel activities. This




*URXS 6WDU“VK HI[HUFLVHV QHHG D IL
ZRUNVKRS

6WHS '"H*QH \RXU 6FRSH
7KLV VWDJH UHTXLUHV \RX WR GH"“QH
WDUJHWLQJ

$UH \RX ORRNLQJ DW $QGURLG VPDU\
SUHH[LVWLQJ XVHU EDVH IRU \RXU D¢
2Q0LQH VKRSSHUV" 6WXGHQWV" &RZF

BHUKDSV \RXU WDUJHW VRPH FRPELQ
JURXSYV

6HFRQG GH*QH ZKDW “HOG \RX RU \RXU \
(J 6BWXGHQWY FRXOG IDOO XQGHU D
MRE PHQWRUVKLSYV RU LQWHUQDWLR
&& %< 0DUWLQY/ (022&V OLNH &RXUVHUD ODVVLYH 2SH

&RXUVHYV
particular example outlines the procedural steps
behind the computerless act of brainstorming. SHPHPEHU HDFK GHPRJUDSKLF RI SH
RZQ QHHGY PRWLYDWLRQV OLPLWDYV
BUHGLFWLYH 6WDU*“VK SHUVRQDOLWLHYV

+RZ WR 5XQ D 3UHGLFWLYH 6WDU“VK

$W LWV VLPSOHVW D SUHGLFWLYH BWYE VRKHEEES W KB WRMYHE Bl SURGX
JRDO DQG DV PDQ\ SDWKV DV WR JHWKPR LYW R OH KYgRJI WR FUHD
EHKDYLRUDOO\ ,W LV QRW HQRXJK WR LPDJLQH ZKDW

VIVWHPV DQG WRROV FDQ DOORZ VRPIRRQHMOW R DI FIRPSKY AMIRHULHQFH ZR
WKHLU JRDO \RX QHHG WR H[SORUWDRDKPHWVEFKHPRIYBSKLF WKHVH WKUH

PRWLYDWLRQV ZRXOG FRPSHO WKHYDNEGP2XXRK WLPH 1 \RX VWDUWHG IU
H[SHUWLVH D SDUWLFXODU SURGXFYV

DVN \RXUVHOI WKH TXHVWLRQ O:KDW
Define HDecideGoaIHBrainstormH Mapthe ZH |XO“OOLQ\]"P RU OKDW QHHG GR y

Scope Behaviour Triggers Paths




8VH WKLV VWDUWLQJ SRLQW WR L GHWAHY HORIS FXQE@ HFQW U LI\ WKH LGHD
WDUJHW EDVH DQG H[SDQG ZKR WRURWXIRRQGHU BEQBHNR ZKDW %XLOG \R)

In this way, a solid demographic can be built. IURP WKLV GDWD

e.g. A 3D printing guidebook. A fabrication Effective testing is iterative. Even if you feel you

guidebook is appropriate for Product Design know your audience, keep testing to see if you can

students, working mechanics, underemployed expand it.

immigrating engineers, DIY hobbyists aged 25-55,

high school teachers, and owners of entry-level I \RX ZDQW WR EH WKRURXJK RQFH
Makibox 3D printers who want to explore larger LV RXWOLQHG \RX FDQ FRQVWUXFW |
machines. KDYH HOLFLWHG UHODWHG SURGXFW'

VWDNHKROGHU LQWHUYLHZV RU \RX
ORVW SURGXFWYVY DQG V\VWHPV OLYHRPGDUDHORVISUWERFWY LQ \RXU QLF
ZLWK RWKHU VLPLODU RU UHODWH & BWHRNG PRWVS BRPFHROQRIHOMHO SHRSO
PRVW OLNHO\ KDV GRQH VRPH GHPRRXDSXKSRWKMWLEBPKW GHPRJUDSKLFV
\RX FDQ EXLOG IURP ,I QRW \RX KDKH MEHMHHWERLRMMOWR D SHUVSHF)
EXLOG D GHPRJUDSKLF ZLWK DQG WR ORRN DW \RXU SURGXF
FOHDU UHSUHVHQWDWLYH LGHD RI \I
State your product: +DYH D FOHDU GHVFWHWLR GHRFLGLQJ ZKDW PRWLYDWHYV
\RXU SURGXFW %HLQJ DEOH WR FRPPXQLFDWH \RXU
VI\IVWHP SURGXFW RU JRDO ZLOO BpPUGbal\RXU RZQ
XQGHUVWDQGLQJ DQG KHOS VWUXEKDW B RRVIRK SDRGWK EWRSOH WR GR" ||
ODWHU VR WKDW LW VSHDNV IRU LWERPON \RXU RZQ OLIH ZKDW GR \RX
Consult experts;: 7DON WR SHRSOH LQ \FERLOQHOG XWKR.V VWDU“VK LV DERXW D
NQRZ \RXU WDUJHW GHPRJUDSKLF ZKDW GR \RX ZDQW WKHP WR GR PRV
Talk to champions: ,I \RX KDYH H[LVWLQYXYHUWDWRURDO DQG ZULWH LW DW V
HIHPSODUV RI ZKR \RX WKLQN PLJKSWOEWMH LW HYHQ LI
WKDWMV \RX DVN O:KDW ZRXOG \RX OLNH WR GR WKDW \RX
FDQ W DW WKH PRPHQW"P Step 3 : Triggers
Testyouridea: :DON XQIDPLOLDU SHRS:EBD W WNHRXIMKHQWY DQG DFWLRQV ZLO
\RXU SURGXFW LGHD $VN WKHP KRYRWWH HKK\VAHRXOG RADH GW WKH WDUJHW
RU ZK\ WKH\ ZRXOGQMW XVH LW || WRXUJHRGXQOWBHAUM WR RWP DW WKHE
XQGHUVWDQG \RXU FRQFHSW GRQWWHHWCRIVEBRSHDJIHG $V




)LOO LQ WKH VHTXHQFH RI DFWLRQ¥RWHUBANXWUW UIHUHDYCGVDYHWSFHRSOH W

WKHP OHDGLQJ WRZDUGV \RXU JRDBABIIRUW FR RSW RXU URXWLQHV DQG
WR PRWLYDWH XV HDN WULJJHUV RI

SBRZHUIXO WULJJHUV VSXU D FKDLQRRIUHZHDQW VRW KDW®LOVRODOQ D@\

OHDG WR WKH GHVLUHG DFWLRQ :HDNHU WULJJHUV WHDVH

\RX ZLWK WKH SRVVLELOLW\ RI UHD/BKNH) W WH VWPBROCHOHEXPS OH RI ZDNLQ

OHDYH WKH VWHSV WR WKDW JRDO Y®MURBOXQ XEZWVWKHOVQRR]H EXWWRQ

3ODFH WKH DODUP RXW RI UBIRFKSOLFDWH WKH VQRR]H

6HW VOHHS DODUPIV | $XWRPDWLFDOO\ GLVDEOH \RXU |

'"ULQN YDOHULDQ WHD7DNH PHODWRQLQ KRXUV EHIRU

$GMXVW LQWLPDF\ DURXQG |DDVQHHBEOWHRDSWILXDHO LW\ YLD| VPLC

SBUDFWLFH PHGLWDWLRQ 3UDFWLFH SURJUHVVLYH Ut

7DNH D EDWK ZLWK DURRDWLF EDWXOWVD WWW®WD[LQJ PXVILF




,PDJLQH WKDW \RX MXVW UHDG W K<DVEH. WY LBRAWR'W 8 LIQK HDXQSG &R RSW R WK
GHFLGHG WR WU\ VHWWLQJ VOHHS \DUVWPVR Ul L & X ROHW X\WREKWMY OLIH WR
DODUP IRU WZR KRXUV EHIRUH EHGNKRR PRXAEQWIIPHOWRXWQ D SRVLWLYH
GRVH RI PHODWRQLQ ZLWK \RXU DOBWRAWMHDDEURS WKIHRI RXU UHVROXWL
ERWWOH RI PHODWRQLQ SLOOV EHE¥D®EHMRRHKEOR FSHKQDAODIH IDLOXUH W
HQFRXUDJH WKLV KDELW <RX FRXC® IHWHFRL]SORKHWMIO HV IRU IDLOLQJ
DODUP FORFN LQ D EDVNHW ZLWK WKH SLOOV DQG EDWK
UHODWHG SURGXFWV LQ \RXU ZDVISBRKRMapi®R OLQN DOO WKUHH

7DNH DOO RI WKH VWDUWLQJ SRLQWYV
W LVQMW QHFHVVDU\ WR FRPELQHPWDBHRXW WLKIH HXO.@WRDRQHRI HYHQW\
RYHUZKHOPLQJ VROXWLRQ ZLWK KIEIKL €JSWRW DVWILRQNU WR WKH HQG JR
NH\ KHUH LV WR EXLOG URXWLQHV DQG H[SORLW H[LVWLQJ
KDELWV DQG UHDFWLRQV WKDW FUHDIWHG I FKDAK ' LIDJ RS HUSWRUHYV V H®
UHDFK \RXU JRDO ,WMV EHWWHU WWRREDVIE W HEWPEDQV¥KHQJ D KHDOWKL
WKDQ D SURYHUELDO VLOYHU EXOQOKW\ UHSUHVHQW D PL[ Rl WULJJHUYV

DQG WLQ\ KDELWV ZKLOH SLJJ\EDFNI
$ERYH DOO ZKHQ \RXMUH WU\LQJ WRXAVKD@HWY EKKONLRRW DOO RI WKHVF
UHPHPEHU WKDW ZH DUH KXPDQ DQA®WRUBREWDROHEY DGGLWLYHO\ WKH\
KDELWY WDNH WLPH \RXU JRDO

,Q WKH VOHHS H[DPSOH UHJDUGO H\DW RDVZKRQNK BQ GRKLPLODU OHWKRGV
HPSDWKL]H PRUH ZLWK VRPHRQH FWI8IMa@idol| Wasicept Mapping
LQVRPQLD RU WKH GHYHORSHU R &RROEGISW R GG @8 PO®OQDISIBSLQI LV D PH
LQVRPQLD <RX QHHG WR HPSKDVLWKHPHVY RI UHODWHG VXEWRSLFV DQ
‘H KDYH OLPLWDWLRQV 'HOD\HGWIOWHRDSI K RRN G XFHOWDDKW WRSLF ,WM
VHPLJHQHWLF DQG GLI“FXOW WR FRKRORBIBHHWLQJ \RXU PDSV RQ 3RVW ,W
‘H DUH KDELWXDO +DELWV DUH ICRUGWDR FKR QBN FDQ VKLIW HOHPHQ!
HYHU\RQH VOLSY KHUH DQG WKHUHMH[SORUH GLIIHUHQW ZD\V FRQFHSWYV
PDSV LQFUHDVH LQ FRPSOH[LW\ DQG
$V D EHKDYLRUDO GHVLJQHU \RX QGHKBXW®R RESKBXN]MHODWLRQVKLSYV
WKH UHZDUGV DQG VHQVH RI DFFRFRQVVKGPHQRXWO\LQJ FRQFHSWV DQG
EHKLQG HVWDEOLVKLQJ JRRG KDELWULQBEGRUHSODFLQJ EDG
RQHV %H DEOH WR HQFRXUDJH XVHUV ZKR IDOO RIlI WKH
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OLQG 0ODSSLQJ YV 3UHGLFWLYH 6WDU*“VK 0DSV YV

Scenario Planning Mind Mapping 8tarfish: Predictive
7KH JUHHQ VWDUWLQJ SRLQW QRGHV. DQG_UHG HQG @
SRLQWY LOOXVWUDWH WKH FRJQLW@% WLF DQG Q
GLDJUDPPDWLF GLIIHUHQFHV EHWZH WKUHH

SRSXODU EUDLQVWRUPLQJ H[HUFLV OO 0O
+RZ LV 6WDU“VK 'LIITHUHQW" ®
OLQG PDSV DUH RSHQ ,Q WKH FRQWH[W RI cHvVLIQ (O ()

EHKDYLRU DQG VRIWZDUH PLQG PDSSLQJ ZRUNV EHVW
OZKHQ WKH REMHFWLYHV IRU \RXU SUR M H F \WSeenarie Rianning>
1RUGLQ <RX NQRZ EURDGO\ ZKHUH WKH S

LV VWDUWLQJ IURP DQG ZK\ \RX VWDUWHG
RXWFRPHV RI \RXU SURMHFW DQG UHODW}

SURMHFW XQDQWLFLSDWHG JRDOV DQG WK QVKLSV
EHWZHHQ WKHP (VVHQWLDOO\ PLQG PDSV HQ“JH
@,




“association based thinking in a nonlinear way” IDFWRUV LQtXHQFH ZKHUH \RX VWDU\
(Evgenia, 2012). 3BUHGLFWLYH 6WDU“VK PDBX ERHRNNLQHNKHZY RQOLQH" OD\VEH \
RSSRVLWH ZD\ :KHQ \RX PDS \RXU YMWDKIITVKHREWKWRHVHH ZKRMVY VHOOL
D FOHDUO\ GH*QHG JRDO LQ PLQG GRRXHDYWHKDSS/HDYRBQVDNH WHVW GULY
JURXS RU ZHOO GH“QHG GHPRJUDSKQBQRLRUQGD\HEHHHH\RX YLVLW XVHG FD
P\ WVWHU\ LV KRZ WR EHJLQ WKH MRXUWE&HAN WR GHKDWKHRBEKBRGE) OD\EH \RX (
RUGHU WR GR WKLV RQH PXVW EUIBXOWMMWMRIDPGWR BU VRRD/IIHY IOV DQG W
RI WKH SRVVLEOH SDWKV WKDW OH®OBUBRRWK MW K DYrHW HVQIGH FD UV
SRLQW

%RWK WHFKQLTXHV UHTXLUH FUHDWL
7KLQN RI LW DV WKH GLIITHUHQFH E6SWIZHHE PHORBSSDQB IRURBHGXUDO DQC
JLIW YV VKRSSLQJ IRU VRPHWKLQJ \RX QHHG

UX Mind Mapping

‘KHQ \RX EX\ VRPHRQH D JLIW \RX YEEWRMSRXJIK D

GHOXJH RI IDFWRUV D OLWHUDO PB¥BURZ V. W\l Xd® vk WR GLDJUDP
OLNH" 6KRXOG , DVN WKHP RU GR WKMHELWER NN MUUAKAK D JLYHQ DS
:KDW DP , ZLOOLQJ WR VSHQG" +RzZRHHBYW¥HRP NoRZ

WKHP" :KHUH VKRXOG , VKRS" 6KRXOG , ZUDS LW RU JHW

D JLIW EDJ" 6KRXOG , JHW D FDUG"SXDPWIBAY, ZRRFH-IJHQHUDWLYH DQG

+RZ GR , JLYH WKHP WKH JLIW" 6 KRR, Z@WX WK PWNH- QG PDSV DQG 6WD!
WKHP VRPHWKLQJ" ([SORUDWLYH XVHU tRZV KHOS VKDSH

ZRUNtRZ RI DQ DSSOLFDWLRQ ZKHQ W

<RX FRXOG HQG XS VKRSSLQJ DQ\zKRO{HD §¥HIRIRAY RI f’RUH PDWXUH D
DOQ\WKLQJ <RXU VKRSSLQJ H[SHULFOEWHRVFRWVROYWGIHB\'[HG YLVXDO UF

RSHQ HQGHG <RX PLJKW QRW EXx\ WRHNR% yWRELEI YIKe! LQRWHUVHFEW |
LQVWHDG PDNH RQH ORJLF ZLWK WKH XVHUMV LQWHQWLR

WKURXJK LW 7KH\ UHTXLUH WKH GLD

‘KHQ \RX VKRS IRU VRPHWKLQJ \RXTWHRUWR AHAHYLRQV LQSXWV RXW:
\RXU WDVN LV IXQFWLRQDO %X\LQTYBVFEJHMRPRED¥BAR

DOVR UHTXLUHV \RX WR FRQVLGHU D PXOWLWXGH RI IDFWRUV

FRVW UHOLDELOLW\ VDIHW\ DQG (XH8WY«RFTgFU LMV UWRKHU GRZQ W
QDPH D IHZ $W WKH HQG RI WKH GORRRERYNUVRRR BYRUWLQJ SRLQW H
VWLOO ORRNLQJ IRU D FDU DQG PDNREIYH Y xYKKYVIHLWRHPWLYH UHODW




WKH XVHU KDV FRPSOHWHG D JR D OPdBQGiveDEsigaY WR VWD UW
RYHU QRW EHFDXVH WKH QRGHV DREG DésKh PeisuaSdn BivotDiTust
FRQFHSWXDOO\ UHODWHG DV LQ PD@XPDBSVOLW\ HQJLQHHU FDQ PDNH L
LQVXUDQFH RQOLQH %XW HDVH RI X\
/JLNH 6WDU“VK PDSV XVHU tRZV DUIE BIURHFH KX ZKO SHIRGOH EX\ D SROLF\
XWLOLWDULDQ ZHEVLWHY DQG DSSSRPDW\LRBNDKIVHHD VLWH KDV SHUVXE
ZHOO GH“QHG HQG SRLQWV H J H&RWPRHIFRP SOHVKHG E\ DSSHDOLQJ WF
VKDULQJ YLGHR VWUHDPLQJ HWF RITKHE¥HULW\ VDIHW\ DQG UHVSRQVL
VLQJOH SXUSRVH ZHEVLWHY DUH KXMOELOXMWNVDREOHNWBO D IXQGDPHQWD
SUDFWLFH 6WDU“VK GLDJUDPPLQJ HUWK WHRZHYHBVLWH GHVLJQ LW LV C
6WDU“VK PDSV WHQG WR IRFXV H[FQMKVW YZDOWHRIQQXFHENLWH GHVLJQ LV S
EHKDYLRXU ZKLOH XVHU tRZV RQOGHRQYQG®U IRUHIHUVXDVLRQ HPRWLI
EHKDYLRXU DV GLVFUHWH LQSXW H6KDQWHW 2 RW R IGR W \V)W H P
XVH 8VHU EHKDYLRXU VLPSO\ SURJUHVVHV DQ
DSSOLFDWLRQ WKURXJK LWV SUH GIVLIQMXBURMAHGNUSHULHQFH FRQVX
ZKLOH EHKDYLRXU VKDSHV WKH HQWKXPB GYDSWRH\WR|I@OWHUQDWLRQDO ¢
6WDU“VK GLDJUDP ,Q 6WDU“VK WKGBHXYLH@RDVRIWEHNYHFH DQG DFFUHGL)
FRPSULVHV MXVW RQH PHWKRG RU WWHIDSVIRQY D(VHMV6FKDIIHU D 8; JXUX U
RI XVHU EHKDYLRXUV WKLV OHD G V- BWRHE SILLRWD IV HRQ [DVGAP MINRW HG W KDW St
WKHLU JRDO D PHDQV WR DQ HQG QRW D QHZ FRQFHSW ODUNHWHUV KC

User Flow Starfish: Pradictive
User performs User uses app to
behaviour in app trigger behaviour

S
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RXU HPRWLRQV VLQFH /LVWHULQH PIBP®LMNVOSRYVY ICEQDBI EXW WHDVHV \RX
GHPRQL]J]HG EDG EUHDWK DV D SRSXGVYHOWVNIZROQRRLOWKPHYNUP LQYLW
KDOLWRVLY DQG UHEUDQGHG LW ¥ LDAQKW D VSHBUWIRFQ TRRL HF®D PDYWUR| SUR (
DQG JRQRUUKHD WUHDWPHQW DV PRX8MRZIRWK\RXODWB®N )DFHERRN V VRFLDC

LQVLIJKW WKDW “IWHHQ RI \RXU IULH
6RPH FULWLFV SDQ SHUVXDVLYH GHW\M ® RYJIHPSORRXWRBWYMHD ERWXVHG JRD
SURSRQHQWYV Rl WKH WHFKQLTXH FRXRMMUEWKDMRWLYDWLRQV IRU \RXU D
OSHUVXDVLYH GHVLJQ LV QRW DERXWHDIQNBEXOBEWERX XNVHW\BHRSOH WR XV
LQWR GRLQJ VRPHWKLQJ WKH\ GRQMW SWAIWQWRXSRRQNVL ODUNRSRXORYV
&KDN 5DWKHU \RX WU\ WR XQGRDVWDQIBFEK XREBMMW WY QRW WR RYHL
GHFLVLRQ SURFHVV UHOXFWDQFH DRRPSRWLLEDE HFRYVYEXVWURUQJ WKHP
GLVLQWHUHVW WRZDUGVY DGYHUWLYV KPHEWR QQRVRK [ VG D RHF HDRIGWKH RULJL
VXSSO\ FRPSHOOLQJ FXHV DQG ZHO ORRIW HGDIVORR WP BWERSURFEDWLRQ 6FDL
WKH PRPHQWYV WKH\ QHHG WKHP 7KLVRRDALY RM QF\TXELRIGIVHQV XV DQG $1“Q
RXWUHDFK DW DOO &XVWRPHU UHYLSHEVVXRYEYH BRINWEKQDRQG VHOHFWLC
ZHOO PDQDJHG DFWLYH VRFLDO FRP\PWQDWHIVL. RDWBQ BWQ EHWHUPLQH W
DV PDQ\ QHZ XVHUV DV WUDGLWLRQIEHEDRDBKDVSWHGLFWLRQ LQ VWDU*“V}
FDPSDLJQV %UDQGLQJ VWLOO GULYRPWWWROW HRI\ DHHEGVEBFLRERQGDWD FRO
PDNLQJ EXW ZRUNV WKURXJK PRUH SWKUH/ RVGIF& QW DX BIHMWMGH O LV HWKLFDC
PHWKRGV WKDW VQRZEDOO SURG XFWVKMWSHUNHRMWLWLRQHU WR XVH UHVSRQ

$V 6FKDIIHU KLPVHOI SRLQWYV RXW X\ W\ QBQBRIQUWADNVH BN\FKRORJL
GHVLJQ FDQ RIWHQ ZRUN DW RGGV ZDWEKXRIQW KDIR WRKKWUFDBOBNVOLWLHYV IRU
DQG FRPPHUFH VLWHYV ZDQW WR HQWILHBFRFRXWILRK DOGCNVYRODPRWLYDWLRQ
SDVW WKH ODUJHVW VSHFWUXP Rl SUBGORPAYHR® X BRXBIGVEX\ RXUVHOYHV D
ZKLOH D VLPSOH IXQFWLRQDO VKRS SAKH\HBRAULHOWHRZRXWEGWLVWLFV RQ |
RQO\ SUHVHQW \RX ZLWK ZKDW \RX QIOH® NLIQDNIRY IRVEXWWY WKDW FRQ“U
LOOXVWUDWHY WKDW WKH RYHUVDWWWHRQMWRLGR QD @ EULMDNWWURLQIRUFLQJ \
FDPSDLJQV FDQ PDNH XV ZDU\ RI DGMBHWW Y QP HMQWH\P DQG JDPEOHUMV
HYHQ IRU SURGXFWYV ZH ZDQW RYHUHVWLPDWLQJ KRZ ORQJ WHUP R

RQ VORW PDFKLQHYV KLJKOLJKWLQJ
BHUVXDVLYH GHVLJQ “WV LQWR WKB @GH YDHFQH UDHLQUWKWRYWUDWHJILE
EHWZHHQ WKDW PDNHV \RXU LQWHWKRGHSXIUFIKWY H DV




$ FRPSDVVLRQDWH GHYHORSHU SUDBNWUNLWR &WMDURYR DFWLRQV \RX ZDC
FRXOG DQWLFLSDWH \RXU QHHGV DSXED QRHEVWDQBIKHYS)RIJ WKH FUHD
VKDSH \RXU EHKDYLRXU WRZDUGV ERMDYRBRYV PRSSLQJ ZRUNVKRS WHFF
HITHFWLYHO\ WKDQ \RX FRXOG DORWHKDBURXXFWQ YLMOLDEO\ WULJJHU D
WRROV DXWR VDYLQJ “OHV FD O H QRDIUHM X OVOQ HEDD IVQUIDH NWHKUHV G L 1“F X O W \
DODUPV GLHWYV DQG VOHHS TXDOLMRVDISYSDWD QK DODFON R U V
GHVLJQHG ZLWK \RXU OLPLWDWLRQV DQG EHVW LQWHUHVWV LQ
PLQG 7KHLU VXFFHVV GHSHQGV RQXRRPKBKVLIQ IRU H[DPSOH DQ H[
WKH WRROV KHOS \RX +RZHYHU PUDPH.GEGQ PRBNIYWMNH D SOD\HU WR FI
DQG DSSOLFDWLRQV FDQ DOVR H[SRREW WKWVIHQUWRIOMW OLWWOH VHQV
WR VHUYH WKHLU QHHGYV RYHU \RXBRREIQY¥DWRU DQG KROGV JHUR UHSOL
FKDOOHQJLQJ JDPH WKDW EURDGFDV
%0$7 % - JRJIMV ORGHO RI %HKDYNRBELDO PHGLD PLJKW PRWLYDWH \R
/JLNH 3(7 WKHRU\ DQG SHUVXDVLYH JDHWHLIE\ )RDSBYQJ LQWR \RXU VHQVH
ORGHO RI %HKDYLRXU DVVXPHV \RXFRBHRRMWULLYAQWVH RZHYHU LI WKH JDP

WHAT CAUSES BEHAVIOR CHANGE?
THE FOGG BEHAVIOR MODEL (FBM) SHOWS THAT THREE ELEMENTS MUST CONVERGE AT THE SAME MOMENT FOR A BEAVIOR 10 OCCUR:

MOTIVATION, ABILITY, AND TRIGGER (MAT). WHEN A BEHAVIOR DOES NOT OCCUR, AT LEAST ONE OF THE THREE ELEMENTS IS MISSING.

THE FOGG BEHAVIOR MODEL BEHAVIOR CHANGE ELEMENTS
o BT @ e @

MOTIVATION  ABILITY TRIGGER

THIGGERS ()
SUCCEED HERE @ o o 0

TIME  MONEY EFFORT CYCLES DEVIANCE ROUTINE

MOTIVATION (M)

_—— AGTIVATION THRESHOLD

TRIGGERS (T)
3 FAIL HERE

Low SIMPLICITY FACTORS
MOTIVATION 7KH O%DNHU ODWP

RO TO DO EASYTO 00
O 6 ® PRGHO %HKDYLRU
ABILITY ()
AOLTIOR  SPRK SN ORWLYDWLRQ SELOLW\ 7




GLI"FXOW WR EHDW \RX FRXOG ORVNLQXUQ3VIHRLEDOVWH :KHQ JDXJLQJ D >
HOWLUHO\ *DPHV VLPXODWH RWKHUKDRIN WMRUBHOWBDQWQLWUIYH ERWK WR K
DQG OLIH FKDOOHQJHV VR ZHOO WKWWHWY H PROWWD WIQ@I WKHLU DFWXD
SULQFLSOHV RI JDPH GHVLJQ FDQ EHKB SISBOHMH®G PROARVWVHUY DQG HDUO
XQLYHUVDOO\ WKURXKK JBPL“FRGHEPRVW WHFKQRORJ\ DQG VI\VWHPV DL
RI EHKDYLRXU KDV WKUHH FRPSRQHQWWHQW FDSDELOLW\ WR QXUWXUH

Triggers: 7KH ULJKW WULJJHUV QHHG WBRBtVator® P SR XWEHHG WR LGHQWLI\ ZK
XVHU DW WKH ULJKW WLPH SV\FKRORJLFDO VRFLDO DQG SK\VLF
Spark Triggers :KHQ \RXU WDUJHW XVHWKRXOG IXO“O0 DQG ZKLFK EHVW VX
XQPRWLYDWHG EXW KLJKO\ VNLO PR/ WKBERKWVBRMWOPWWLYDWRUV LQFOXG
\RX QHHG DQ LOQFHQWLYH WR WULJTiHd) XMW IGIHYL WHK®W RIITHUV WR VDY
DFWLRQ WKDW SXWV WLPH SUHVVXUH RQ \R>
Facilitator Triggers :KHQ \RXU WDUJHW XVHUIRYWW $ ODUJH FXPXODWLYH DPRX
PRWLYDWHG EXW XQVNLOOHG ORZLMBEAR DM\ DRRXYLMAG-DQ FRPPLW \R:
DVVLVWLYH WULJJHU WR HPSRZHU VWRRXUQAWHU WR PDNH WKH HIIRUW ZR!
DFFRPSOLVK WKH GHVLUHG EHKDYLNRXRZLQJ D WDVN ZLOO UHTXLUH LQ
Signal Triggers :KHQ \RXU WDUJHW XVHU D®VR GHWHU \RX IURP VWDUWLQJ L
PRWLYDWHG DQG FDSDEOH DOO \RRoulne Y HKWRQ BRHOW\ RI EUHDNLQJ RX
VLIQDO WKHP WR VWDUW HJ D YDFDWLRQ RU FKDQJLQJ ZRI
SRZHUIXO DV WKH HIITHFWLYHQHVYV F
Ability $ELOLW\ LV D WULFN\ HOHPHQRX WL GHKIDYLRXW OLIH 5RXWLQH E
7KH "XQQLQJ .UXJHU HIITHFW GHPRQ&WUDXONW VDLDVNV LQWR PDQDJHDEO!
FRPSOH[ QXDQFH LQ SHUFHLYHG DGOREMARPWHYWYHPRIQEGWMOWXUH DQG I
RlI VNLOO 383HRSOH ZLWK HQRUPRXWOMN:OHRQYWHW D J\XIMXPHOPVLYHY FRVW
WKH OHDVW FRQ“GHQW DQG PRVW NWDIOMUAMHY BRIUWKHVLERZHUIXO PRWLY
DELOLW\ ZKLOH WKRVH ZLWK WKH PRIQWWOWDRLENHYW ODFN WKH
IXQGDPHQWDO XQGHUVWDQGLQJ RI ZKDW VNLOOHG
KDQGLZRUN ORRNV OLNH DQG DVCbH®VMAi&Ksl LU REMHFWLYH
VNLOO OHYHO WRR KLJK ([SHUWV7DNH FRQHWDIUW LEIFHQWLYH DV DQ H
EHFDXVH WKH\ FDQ DSSUHFLDWH HHWHDWIFKHVKRZY GLUHFW FRUUHODW
VRPHRQH ZKR LV VOLIJIKWO\ WRQHFRFPBHRYQYWRWXHBEHRG HIIRUW VHYHUD
WKDW WKH\ DUH RIl NH\ DQG PD\ R'KRZQU WKBWKRPSHQVDWLRQ FDQ DF




HIIRUW %RQQHU DQG 6SULQNOH DXGI[BQRKHOQWRW WXRMHVXUYH\ H[SHU"
H[DPSOH RI KRZ IURP JLYLQJ IHHGEDFN <RX ZDQW VL
WKRXJKW RXW GHFLVLRQV DQG PRUF
O:KHQ LQGLYLGXDOV DUH DVVLIJQHBR QVRYMYH®E HZK TKK WKIHR QV <RX DO\
GR QRW KDYH WKH QHFHVVDU\ VNLBONWWKIHO PEIVOR@®VHY WR RSLQLRQD
LQFUHDVH WKHLU HIIRUW XQGHU P RQIRWRLWLYGIFHIQWSRGWH ELDV ZKHUH
EHFDXVH WKH\ EHOLHYH WKDW HIlRHMWH WQFKIHDVBV ZRQG HILR WO
OHDG WR SHUIRUPDQFH LQFUHDVHY DQG FRQVHTXHQW
UHZDUGV $OWHUQDWLYHO\ ZKHQ L Q GKHU ®¥IVGI\D DR VO WRKAHBQLYHU VL'
WR VHOHFW WKHLU RZQ FRQWUDF W\ HPW RUSBIULQMHAX OD U WRIVQWYV RXW W
LQGLYLGXDOV ZLWK KLJK VNLOO DWRESWRPBOOONMEBOWRIFKRRYHQVDWLRQ
SHUIRUPDQFH EDVHG >FRQWLQJHQWE@P BRVPRQARQRIHWHHGEDFN TXDOLW)\ |
6SULQNOH EHVW SDUWLFLSDQWY YROXQWHHU Ji
RWKHU UHDVRQV 7KH\ DOWUXLVWLFE
+5 DQG DFFRXQWLQJ UHVHDUFKHUWR MWADQ AH(SOR D &RZRFLHW\ WKURXJI
PXFK FRPSHQVDWLRQ PRWLYDWHYV BEDBBXFBRXWH WKH FRQGXFWLQJ WKH |
HPSOR\HHV DQG “QG WKDW “QDQF L\DHHUMKRUQ IRBLRQRBUW DOXHG
KDUG ZRUN FDUULHV PRUH ZHLJKW WKDQ VWUDLJKW
SD\ LQFUHDVHV 7KH +HGRQLF 7UHDEPOADQFWEHROO Rl WKHVH IDFWRUV
VXSSRUWV WKLV LGHD DUJXLQJ W KEMHNW IXKLLROXUPRERAXIGRHWDQ LQWHOOLJ
KDYH DQ HIIHFW RQ KDSSLQHVV WK GRUWHOFQ CRGHWDYKDW PDNHV SHF
\RX DGMXVW WR WKH OVSHHGP RI \RXU QHZ OLIH

FLUFXPVWDQFHV %ULFNPDQ , QR WHRVISWRWLYH 6WDU*“VK
KDSSLQHVYVY EHFRPH PXFK OHVV VLI®GDWDLOYWHWWRVSHFWLYH 6WDU*VK H
VDODU\ LQFUHDVHV EH\RQG 860 LR WDWLRQ WRRO GHVLIJQHG WR

DVVXPLQJ LWMV QRW D UHFRJQLWLEBRDKIRW KB VIHF B RSKKXKWMWHU"P DQG PD
UHDOLW\ ,W LV D WHFKQLTXH WKDW
UHIHUHQFH WR JDXJH WKH KHDOWK R

6XUYH\ GHVLJQ LV DQRWKHU H[FHOOMHBWQHEBPER®H LQGLYLGXDOO\ EXW

4XDOLWDWLYH UHVHDUFKHUV RIWHQPB QM PHKHPIYVMHOYHBOKRD QJH ZKHQ C

PXFK PRQH\ LV WRR PXFK RU WRR OLWWOH WR JHW TXDOLW\

IHHGEDFN" <RX ZDQW JRRG VDPSOHXBKNVW WIRRWLRY¥LBSOH DQG SRZHUI>»

UHSUHVHQWDWLYH DSSUR[LPDWLRQ RIWMBXUJWWLRWIADUG LDVN DQG DQV?




X,PSURYHV RYHUDOO JURXS IXQFWEZRRB OMWKRRUNtRZ
IDFLOLWDWLQJ DGYDQFHPHQW 7KHUH DUH TXHVWLRQV WKH WHDP \
X5HGXFHY ULVN RI UHSHDWLQJ PLVWIDHRWHGYUHW BHRMWY SODQQLQJ D 5HW

IXWXUH PLVWDNHYV 6WDU“VK ZRUNVKRS 7KH SDUWLFLSD!
X, QFUHDVHY GHOLYHUDEOHYVY PDNLODQWILKHWRQRRBRRWH W QRWHV IRU WK
SURGXFWLYH UHDVVHPEOH ODWHU $IWHU UXQQLQ.
X7KH SURFHVVY OHDYHV WKH WHDP VWMHOS. QV WRUPADWHWR \S'GIGQ WR WDNH |
ZLWK WKHLU ZRUN GLVFRYHULHV DQG “QDOO\ WR LPSOl

UHFRPPHQGHG FKDQJHYV
7KH 5SHWURVSHFWLYH
7KH 5SHWURVSHFWLYH 6WDU“VK DO O/KAV*“PHVHDHPYWRRIQW ADQ EH DQVZHUL
FRPSOHWHG SURMHFWYV ZLWK KLQGNVQGBKMD FKIMXHVWLRQ ZLOO KDYH PXO
SURFHVV WKDW RFFXUV QDWXUDOOAKMW RPRWW MDHOX DBWKW DVSHFW RI WKL
GLVFXVVHG RU WKRXJKW RI EXW QRWHDRIDWLYB WRH GHQKWLI\ DQG FRO
IUDPH RI PLQG 7KH UHWURVSHFWLEHWOHHRZ O QRZHUFRUB RUGHU WR DG
VWUHDPOLQHG DSSURDFK WR WKH BRYPEHY GUPAHY\VZERWK DQ
HPSKDVLV RQ VSHFL“F SUREOHP VROYLQJ DQG
JRDO RULHQWHG RXWFRPHV 7HDPV5HEWH DESDHFWRYH 6WDU“VK ORGHO 4
JHQHUDWH WDQJLEOH LPSURYHPHQWYV DIWBW FRRXOBWAH) NWHS GRLQJ"
UHWURVSHFWLYH ZRUNVKRS $GGLWLRQDRDW VWRKIOUXYHDGW RAIRROUH R
IRU VSDUNLQJ GLVFXVVLRQV DQG IRU UH:tKIFW VKR RQGNVXKH GR OHVV RI"
FRQFHUQV DQG LVVXHV WKDW WHDP PHPEHDUWW \ZIORXW @ RH VWDUW GRLQJ
DGGUHVV LQ D PRGHUDWHG VWUXFWXUHKGDWRVXRXORE WKDWRS GRLQJ"
WKHLU WKRXJKWV JHW H[SORUHG UDWKHU WKDQ GLVPLVVHG

Keep Doing
X$FWLRQ 2ULHQWHG 5HVXOWYV X)RFXV RQ WKLQJV WKH WHDP GLG Zl
X )RFXV RQ RXWSXW DERXW D SDUWLFXODU SURMHFW
X BHGXFH ZDVWHG WLPH X$GGUHVV WKH LVVXHV LQ WHUPV RI
X5HGXFH WHQVLRQ ZRXOG PLVV LI WKHUH ZDV VRPH SD
X, QFUHDVH PRWLYDWLRQ WKDW WKH\ GLG QRW KDYH QRZ

X5HDOL]H SRWHQWLDO EHQH*"WYV
X5HDOL]H SRVVLEOH LPSURYHPHQWR ORUH 2]
X5H*QH SURMHFWY DQG ZRUNtRZV




X+LJKOLJKW ZKLFK SUDFWLFHV WRSWOPBAWWPHQW RU WKRVH
WR WDNH EHWWHU DGYDQWDJH RX $Q\ SUDFWLFH ZKLFK LV QRW KHOS
GHYHORSPHQW RI SURMHFWY DQG Q

'R /HVV 21
X3URFHVVHVY WKDW QHHG WR EH EHOWWW@®U WKKDAMRFRQMHHG PRUH
UH*"QLQJ 7KH HQWLUH ZRUNVKRS VKRXOG WDN

X7KLQJYV WKDW ZHUH QRW SURGXFWRXHURU EHQH“FLDO
SUDFWLFHV WKDW PD\ LQFUHDVH R%HUDWOH WVWDDXWLEXW VQRIWWHDP VKI
DV PXFK DV VRPHWKLQJ HOVH FRXOGLWK SHQV DQG 3RVW ,W QRWHV I
FRPIRUWDEO\ LQ D FDOP FRPIRUW

Start Doing

X 7U\ QHZ WKLQJV QHZ LGHDYV 7THDP EUDLQVWRUPLQJ 7KH IDFLOL

X BHWU\ WKLQJV WKDW KDYH EHHQ XQMXIFWHNO OACSHHY VKRBV WKH 6wWDU"V
QRW EHHQ IXOO\ UHDOL]HG RYHUYLHZ RI WKH PRGHO 7KH “UV

X BHSHDW WKLYV ZRUNVKRS UHJXODUOLWERLYHEBS WKQWR/ “YH PLQXWH V
IUHVK DQG HQHUJHWLF VHIPHQW IRFXVHV RQ RQH TXHVWL

X 3URYLGH PLQXWHV RI VLOHQW E
SDUWLFLSDQWY WR ZULWH RQH SRL
WR WKH QH[W IRFDO SRLQW

X 'XULQJ WKLV WLPH WKH IDELOLWI
3RVW ,W QRWHV DQG SRVW WKHP Wi
JURXSLQJ VLPLODU 3RVW ,W QRWHYV
DQG UHFXUUHQW VXEMHEWYV

X $IWHU DOO URXQGV 7KH ERDUG
LQ DQ DUUD\ RI 3RVW ,W QRWHYV

BULRULWL]H FKDQJHY PDNH VHQVH
FROOHFWHG DQG ZKDW KDV EHHQ GL°
3RVW W QRWHYV LQWR WKUHH VHSDU|
X :KDW FDQ EH GRQH WRGD\"

X :KDW FDQ EH GRQH WKLV ZHHN"

X :KDW FDQ EH DFFRPSOLVKHG LQ R

.ULVWLDQ 6RUHQVRQMY 5HWUR 6WDU“VK ORGHO




'LVFXVV RXWSXW DIWHU WKH EERKBVMRRURUQWKH UHODWLRQDO DVS
VHVVLRQV %HJLQ XWLOL]JLQJ WK H @ WIDUR @ R HVQR\R DQINOXRBWMH Q W L D O
WR FUHDWH FKDQJH X 7THDP 9DOXHYV
X 7KH WHDP VKRXOG GLVFXVV D QG5 H YSKHIFQI H
LGHDV DERXW ZKDWMV RQ WKHK ERBPGBEDFN
X 3RLQW RXW DQ\ WUHQGV RU FRQE&RFAKLRFD \EHRMZ HH Q
QRWHV KDYH SDUWLFLSDQW VXD {INFIRAU ROBDMHDPDWLRQ LI
DQ\ DUH XQFOHDU X 4XDOLW\ RI GHVLJQLQJ FRGLQJ VNI
X ODLQWDLQ DQRQ\PLW\ DQG GR QRW SRLQW RXW ZKR
ZURWH ZKDW
X .HHS WKH IRFXV RQ ZKDWMV L
JURXS JLYH SULRULW\ WR PDMR

([HFEXWH SURYLGLQJ FRQFUHW
PHPEHUV HQVXUHVY D FOHDU SDW
HIHFXWLRQ RI FRPPRQ JRDOV &R
PDNLQJ SRVLWLYH FKDQJHV PDN
YDOLGDWHG DQG PRWLYDWHYV WK

ODNH QRWH RI DQ\ SURJUHVYV
X $FNQRZOHGJH FKDQJH DQG FRQ
X +ROG DQRWKHU 6WDU“VK 5HWU
PRQWKYV

7HDP 5DGDU $QRWKHU 5HWURVS
7HDP 5DGDU LV DQ DJLOH UHWUR
GHULYHG IURP D YDULDWLRQ RI

6BWDU“VK PHWKRG 6LPLODUO\ W Hilad
HQJDJHV SDUWLFLSDQWYV LQ RSH
HVVHQWLDO IRU PDLQWDLQLQJ D
IDFLOLWDWRU DQG WKH WHDP VK
IRXU WR “YH VXEMHFWV WR EH D
ZRUNVKRS &RPPRQ VXEMHFWYV S H.UMWDALIPIQQGRWIRQWRI@NWY 5HWUR 6WDU“VK




7KH 7THDP 5DGDU :RUNVKRS LOWHQWLRQDOO\ OHIW WKH TXHVWLF
$IWHU GHFLGLQJ RQ WKH VXEMHFWXHWZD @ W HG& WF KN \GHHA VIRRIB O UHWURV ¢
IDFLOLWDWRU H[SODLQV HDFK RQHDISF BEHMHIFWHYN X\WHIPRMHFWHG SUHG
SURYLGLQJ D FRQVLVWHQW XQGHUDWOQIGHAIMQIWM VWORKORd WKH:KLOH DW\!
WHUPYV 7KH WHDP LV JLYHQ WLPH WREGLSGFXIVWKHD WKZRWVNHHKQLTXHV ZL'
JROORZLQJ HDFK GLVFXVVLRQ WKHEBDRUONDRULIBQGWNQ SCOHRHHVBQWHG LQ H
GRW RQ WKH 5DGDU ERDUG $ EXOOVH\H W\SH WDUJHW ZLWK

D ODUJH ; LQ WKH FHQWHU WR UD
ZKHUH WKH\ YDOXH WKH WHDP LQ U
UHVSHFWLYH VXEMHFWYV

7KH REMHFWLYH LV WR DUULYH DW
XQGHUVWDQGLQJ RI HDFK RI WKH

ZRUNVKRS SURYLGHV D VDIH HQYLU
WKHVH LVVXHVY WR EH GLVFXVVHG
SDUWLFLSDQWY VKRXOG FRPH WR

ZKHUH WKH\ VWDQG RQ HDFK VXEM
SODFHG IDU IURP HDFK RWKHU DV
FRXOG HYHQWXDOO\ OHDG WR WKH
RWKHUZLVH KHDOWK\ SURMHFW

6WDU“VK LQ 3UDFWLFH $ *UDGXDW
‘H UDQ D GHPRQVWUDWLRQ RI WKH
WHFKQLTXHV IRU WKH 2&%$" 'LJL
JUDGXDWH FRKRUW DVNLQJ IRU LQ
SHUVSHFWLYHV RQ WKH EHVW PHW
JHWWLQJ LQWR WKH "), JUDGXDWH

&5($7,9( 7(&+1,48(6 +$1"'%22.



)XWXUHV DQG WKH QHHG WR DUUDC
NH\ VWHS WR WKH DSSOLFDWLRQ S

X7KH RUDQJH JURXS SRLQWHG RXW D
QHHG IRU QHWZRUNLQJ DQG LFH EL
DSSOLFDQWYV IDFXOW\ SHHUV DQ¢
SDUDOOHO DFWLYLW\ WR WKH DFW

X7KH RUDQJH JURXS DOVR HPSKDVL]E
FRDFKLQJ LQ WKH IRUP RI HGLWRU
SURSRVDO GRFXPHQW DQG UHKHD!
LQWHUYLHZ

X7KH SXUSOH SLQN DQG \HOORZ JUR
HPSKDVL]HG WKH QHHG WR DVVHVYV
SURJUDP FRXUVH VXLWDELOLW\ EX
HPSKDVL]HG OHDUQLQJ JRDOV DQG
IRU WKHVLVY VXSHUYLVLRQ

7KH UHVXOWLQJ FKDUW RIIHUV FRP/®SHOWOLNQ D QQWUKWMEKQWBRLQWHG R
WKH DVVXPSWLRQV RI JUDGXDWH DBOWBEND QWC/LWKUWIRRKQGHY ZULWLC
UHYHDO WKH EDVLF WULJJHUV DQGDWRMHIPREBNYRODW\SBUWIROPR DQG DSS(
FRRUGLQDWRUY FRXOG ZDWFK IRU 6HKH @RVWKHOW HHRAXMWLH)GE VWHSV UH S
LQVLIKWY WKH H[HUFLVH JHQHUDWZHRGUNQROKXEMQMW VXUSULVLQJ *LYHC
PDQGDWRU\ WKH WUXH LQVLJKW FRP

X7KH \HOORZ DQG EOXH JURXSV DV¥KIPQRWBBOLFBWMWALWLHV “W LQ EHW
DSSURDFK WKH SURJUDP ZLWK D WKHWLQ/F HGKILD) K@UIHKKDVGA DQ LPSRUWD(

PLQG UHWURVSHFWLYH DQG SUHGLFWLYH V
X7KH SLQN DQG SXUSOH JURXSYVY DVVXPHG \RX VKRXOG
HQWHU '), ZLWK WHFKQLFDO VNLGRFRHDDEWDRQ O BDUBQRHIBQGDWRU\ VRP

ZKLOH WKH RUDQJH DQG F\DQ JURMNWSVJIHIPH 6RPH DFWLRQV KDSSHQ R
H[SHFWLQJ 'LJLWDO )XWXUHV WRWWHDFKUVKRVHDVSIXOKDVH ZKLOH V
6SHFL“FDOO\ SURJUDPPLQJ ' IDERREDDMARQHLMWERUFH WKHPVHOYHYV
JUDSKLF GHVLJQ WULJJHUV HYHQ FKDLQ LQWR WKH VD
X7KH SLQN JURXS KLJKOLJKWHG WKBWWHHR@LQ WKH VOHHS H[DPSOH Z}
FRPSRVLWLRQ RI LQWHUQDWLRQ DG VSWKRBUIHQ WY A& Q Q VW.IVDDL QJ VFUHHC




\RXU ODSWRS KDUGHU WR XVH DW QHIKWHEKHWDLO FRPSXWHU

XVH EHIRUH EHG DQG OHDG WR DQ$HDODDREBUSVOHMHON $ HW DO - |

VFKHGXOH ,GHDERDUG] >&RPSXWHU 6RIWZDUH @
3XEOLVKHU 5HWULHYHG 2FW IUF
KWW S ZZZ LGHDERDUG] FRP

$KXYLD $ ‘HDOWK FRQVXPSWLF
KDSSLQHVV ,Q'YHZLV7KH &DPEULGJH
+DQGERRN RI 3V\FKRORJ\ DQG (FRQR
SsS &DPEULGJH ODVVDEKXVH\
&DPEULGJH 8QLYHUVLW\ 3UHVYV

&LDOGLQL 5 JHEUXD U\ 7TKH 6
BHUVXDVLRQ 6FLHQWL“F $PHULFDQ

$ 6WDU“VK E\ )RJJ XQGHUVWXG\ DQG 6WBbREOCR/HFWXUHWHFHPEHU BWXFN LC
HOO\ 6FKPXWWH H[SORULQJ KHDOWK\ Bb@Go0DS 8VHU 7DVNV S5HWULHYHG 2/
IURP KWWS Z7ZZZ X[ERRWK FRP DUWLFC
6FKPXWWHMV GLHW GULYHQ 6WDU*“3K VWHMHPRQPV\Q GDRDHEY XD/ HU WDV NV
FODVVLF SUHGLFWLYH 6WDU“VK (DFK VSRNH KDV D VLQJOH
WULJIJHU DQG SDWK DQG OHDGYV WRDSWHHWQUD FKROHQNY D 6 ODUNRSR
XQLTXH ZD\ <RX FRXOG H[WHQG WKH BIfHDRS/OWDNVRI® $GDSWLYH 3HUVXDYV
UHWURVSHFWLYH PDS E\ WHVWLQJ JHRMHUDOLYIRMRHWRKRHHLQDQQXDO FR
ZKLFK ZRUN PRVW HIIHFWLYHO\ DOXPGCGLRBWRGY LQ FRPSXWLQJ V\VWI
VXEWUDFWLQJ EHKDYLRXU DFFRUGE®,JO\

S8OWLPDWHO\ ERWK YHUVLRQV RI 6\ XDU3SVK RITHDWFKXLFRKH SHWURVSHF
FUHDWLYH ZD\ RI GHVLIJQLQJ FRPSGHWV\MWIAHREY 2WW REH U IURP
SURPRWH EHKDYLRXU 7KH\ FDQ LPBWRWSHV HYAZZ\WKHNXD FRP UDQW
IURP SXUHO\ SK\VLFDO DFWLYLWLHVHAWMWRHVBEWWQYH§®DU"“VK
VOHHSLQJ WR WKH FRPSXWHU LQWHUIDFHV RI ZHEVLWHYV

DQG DSSOLFDWLRQV WR RUJDQL]DWLRQDO V\WVWHPV VXFK DV

ZRUN WHDPV DQG KRVSLWDOV




IRUGLQ 'UXSDO IMRHGGHYEJ@AHWHWQVHQ . 2FWREHU 7TKH 5F
6HEDVWRSRO &% 2 5HLOO\ OM®/DWU“VK J VLPSOH DQG SRZHUIXO SU
UHWURVSHFWLYHV S5HWULHYHG 2FW

3RUUR 6 $XIXVW 7TKH PXWBRBWWSWMWVDUZY KOLQNHGLQ FRP SXOVH
5HWURVSHFWLYH $JLOH .DUPD 5HWULWKHGHEWMWMRVSHFWLYH VWDU“VK V
IURP KWWS DJLOHNDUPD FRP SOH DQG SRZHUIXO SURMHFW UHWUR

WKH PXWDQW VWDU“VK UHWURYV SHFNWHXRKL + IRQDND , 7KH
BURGXFW '"HYHORSPHQW *DPH S
5DIWRSRXORYV ODULJR $SU %HKDYLRXU "HVLJQ

*DPH 7TKLQNLQJ &UHDWLYH BHUIRUPDQFH
([FKDQJH OHOERXUQH $XVWUDOLD 5HWULHYHG 2FW
IURPKWWS 22Z VOLGHVKDUH QHW ODULJR
JDPH WKLQNLQJ EHKDYLRXU GHVLJQ

5RHVVOHU 3 $XIXVW $JLOH 7THDP

5HWURVSHFWLYH $FWLYLWLHYVY 6WDU“VK DQG 7HDP 5DGDU
S5HWULHYHG 2FW IURP

KWWSYV SURHVVOHU ZRUGSUHVV EFRP DJLOH

WHDP UHWURVSHFWLYH DFWLYLWLHV VWDU“VK WHDP UDGDU

6FKPXWWH . 7TKH 6WDU“VK 7THFKQLTXH $Q

([DPSOH >3RZHUSRLQW VOLGHV@ G6WDQIRUG

8QLYHUVLW\ 6WDQIRUG &$ S5HWULHYHG 2FW IURP
Kwws 7ZZZ VOLGHVKDUH QHW NVFKPXWWH VWDU“VK GLDJUDP

6FKPXWWH . SHUVRQDO FRPPXQLFDWLRQ 2FW
$UFKLYHG DW KWWSV ZZZ tLFNU FRP JS
#1 =6 Y7Z




The Ultimate
Challenge

Overview

The “Ultimate Challenge” gives participants the
opportunity to solve ultimate and open-ended
problems that appear to have no solutions. When
confronted with the question “How could you raise
one billion dollars by tomorrow morning?” The
obvious response is to laugh at this seemingly
impossible task. If a person were to seriously
attempt to solve this problem however, one might
uncover possibilities or ideas not previously
considered. At the very least, one could try to
exercise their creative muscles and attempt to
broaden their ability to generate new solutions. This
"billion dollar" question is an example of a problem
one might be confronted with if they participated in
the “Ultimate Challenge”. The Ultimate Challenge is
a creativity game that can be used by groups to
stimulate creativity within a general area, challenge
existing dogma about what is possible, and give the
ability to generate solutions when confronted with
seemingly impossible problems.

Davidson Zheng
Marcelo Luft
Michael Carnevale

The Ultimate Challenge is an example of one of Dr.
Robert Epstein’s many creativity games presented in
his book The Big Book of Creativity Games (Epstein,
2000a). This book is inspired by his focused
academic work on creativity research. The following
sections will present the main principles of Dr.
Epstein’s central theory on creativity, “Generativity
theory”, by relating it to his academic origins at
Harvard.This will be followed by a discussion of its
theoretical and practical implications. Links will be
presented to further this research and this will
“QDOO\ OHDG LQWR WKH QH[W section, wt
rationale and purpose of the Ultimate Challenge

and other creativity games presented in Dr.

Epstein’s Big Book of Creativity Games. Dr. Epstein’s
Generativity theory, as described in detail in the

next section, is a useful theory for organizations as it
FDQ EH XVHG WR WR JDLQ SHUVSHFW
when innovation and new ways of thinking are
necessary to progress. The Ultimate Challenge is
also useful within organizations in order to stimulate
a group’s creative abilities, create a fun environment




for participants to get to know each other, and

explained entirely through behaviorist models but

“QDOO\ WR RSHQ PLQGHGO\ FR QI U RegWed-KpboCeSsHH@ytermetlViddigit” (Xatler,
“UVW DSSHDU XOWLPDWHO\ LPSRV\WaBPOHEpstein and Skinner suggested that the

Background

Dr. Robert Epstein is an American psychologist who
was born in 1953. He was awarded his PhD in
psychology from Harvard University in 1981 where
he collaborated with renowned psychologist B.F.
Skinner PhD. The origins of Epstein’s work on
creativity appear to have developed directly in
response to his post-graduate research at Harvard
under the tutelage of B.F. Skinner and his canonical
paradigm of behaviorism. Epstein worked with
Skinner during the 1970s and 80s where they
observed the behavior of pigeons in response to
highly controlled environments. Behaviorism
espoused the idea that all behavior is predictable as
it is simply the result of stimulus-response relations
(Epstein, 1991). Radical behaviorism took the
position that free will is an illusion, all organisms
start out as tabula rasa (i.e., no inherent
predispositions for particular behaviors), and all
behavior no matter how complex can be reduced to
a series of simple stimulusresponse associations. In
this view the central mechanisms through which
learning new behaviors occurs are classical and
operant conditioning. During their joint research,
Epstein and Skinner presented a satirical article in
the journal Science (Epstein et al., 1980) to criticize
the consensus in primate ethnographic research.
This research, initially conducted by Wolfgang
Kohler, stated that certain behaviors could not be

primate researchers were erroneously
“anthropomorphizing” their chimpanzees and that
the primates were simply performing complex
behaviors similarly to their highly trained pigeons
(https://www.youtube.com/
watch?v=mDntbGRPeEU). In a study published only
a few years later however, Epstein replicated the
“insightful” and spontaneous behavior of Kohler’s
chimpanzees in his laboratory with pigeons. This
appears to be the catalyst that inspired Epstein’s
future work on creativity.

In 1984 Epstein and colleagues published their

work in the journal Nature which described how,

similarly to Kohler’s chimpanzees, Epstein’s pigeons

were able to spontaneously solve the

“box-and-banana problem," thus demonstrating

creative behavior. During the box-and-banana

problem, a pigeon was put inside an enclosure

where a banana was positioned near the ceiling just

RXW RI UHDFK DQG D ER[ ODLG RQ Wt
adjacent side of the enclosure. The experiment was

set up so the only way the pigeon (who was unable

WR t\ FRXOG UHDFK WKH EDQDQD ZD
underneath the banana and climb onto the box to

bring it into pecking range. Epstein observed that

the pigeons did indeed generate this new behavior

to solve the problem, but only if they had previous
experience with the component behaviors. The

pigeons could only solve the box-and-banana




problem if they were previously trained with the
individual behaviors of pecking bananas, climbing
boxes, and pushing boxes. This led Epstein to
conclude that some organisms of different
behavioral complexity can generate spontaneous
behaviors to solve problems through a process of
combining previously learned behaviors in novel
ways. This is the central principle of what Epstein
soon formalized as Generativity Theory.

Generativity theory formally states that novel
behavior is the result of an orderly and dynamic
competition between established behaviors,
through which old behaviors can be combined in
new ways (Epstein, 1999). Epstein suggests that
given an organism’s history of learned behaviors,
one can model the likelihood over time that an
organism will perform old and new behaviors. The
likelihoods can be predicted using mathematical
equations representing empirically validated
behaviorist laws (e.qg., reinforcement, extinction,
resurgence, etc.). With this view, Epstein believes
that creativity no longer needs to be regarded as a
mystical or mysterious phenomenon but can be

ability to preserve novel ideas and behaviors. Many
creative people can attribute their success in
projects to the simple fact that they have the means
to capture and be able to hold on to their creative
insights; be that through rehearsal, writing, drawing,
or other means. Challenging refers to being
confronted with situations that require novel
behaviors. After one has realized that old behaviors
simply will not work, the individual will rapidly
employ the ability to generate new behaviors based
on the dynamic competition and intermingling of
previously learned behaviors. Broadening refers to
the learning and acquisition of new behaviors to
expand one’s behavioral repertoire. As the number
of learned behaviors increases, so does the number
of combinations that are possible. Finally, similar to
challenging, Epstein suggests that novel
surroundings stimulate creative behavior. If an
individual changes his or her physical and social
environments, they must employ previously learned
behaviours in novel ways. Changing the
surroundings increases the likelihood that one will
maintain their generative abilities and output.
Epstein emphasizes that the surest way to stall or

VFLHQWL“FDOO\ XQGHUVWRRG DQ @exthguldhidcrea®iBtirit) ta/le Qtielon stale and

cultivated in an individual through practice.

Epstein believes that the generative mechanisms
that underlie creativity are universal across humans
and are comprised of four fundamental
competencies. These competencies include
capturing, challenging, broadening, and
surrounding (Epstein, 1999). Capturing refers to the

LQtH[LEOH HQYLURQPHQWYV 7KURXJK

"Generative Theory," one will be able to enhance
their ability of using creativity in the work
environment.

Epstein and colleagues developed a questionnaire
that can be used to assess an individual’s strength in
each creative competency titled the Epstein




Creativity Competencies Inventory for Individuals
(ECCI-I; Epstein et al., 2008). This questionnaire can
potentially be used to help individuals or
organizations learn more about their creative
strengths and weaknesses. In their study Epstein,
Schmidt, and Warfel (2008) demonstrated that a
training regime in the creative competencies lead to

“Creativity Games for Trainers” (Epstein, 2006), “The
Big Book of Motivation Games” (Epstein & Rogers,
2001), and many others. For a wider coverage of
topics and publications please visit Dr. Epstein’s
website at www.drrobertepstein.com. Also worth
watching is footage from the 1980s where one of

Dr. Epstein’s pigeons successfully performs the

D KLIJKHU WHVW VFRUH DV ZHOO D VY%obandthauqahd tesi, ukiichLc@nFod fdind 6h L Q

creative output.

Epstein holds a strong viewpoint that creative
expression and genius is only considered a
wonderful rarity due to the socialization processes
of modern society (Epstein, 1999). He states that
from pre-school all the way through post-secondary
education, students receive negative feedback for
daydreaming and expressing new and unique ideas.

YouTube. In the next section, with this theoretical
background established, we describe the purpose
of the creativity game “The Ultimate Challenge”.

Purpose and Goals

The purpose of the Ultimate Challenge is to give
individuals the opportunity to exercise their creative
abilities and develop the creative competencies
described in Generativity Theory. Undertaking the

7TKH HGXFDWLRQ V\VWHP GRHV QR WItmate Ehallergef@desnhdiiidudls to exercise

the four core creative competencies but instead
prevents students from developing these skills.
Ironically, it is only the most anti-social of students
that develop these skills on their own, perhaps
through inspiration from observing creative
individuals in their lives such as musicians or

the inventors.

The development of Dr. Epstein’s work is rather
intriguing when one considers that from his origins
in behaviorism he cultivated a career with a clear
focus on humanitarian goals. Some other resources
of interest from Epstein include books such as “The
Big Book of Stress-Relief Games” (Epstein, 2000b),

the competencies of capturing, challenging, and
surroundings. When group members generate
potential solutions to the Ultimate Challenge they
must somehow record these insights for
presentation; this can also help to bring about new
insights. This creativity games inherently forces
challenge upon the individuals by putting them in a
situation where they must produce something to
avoid punishment (i.e., the humiliation of presenting
with a lack of insight), thus spurring competition
between old behaviors and ideas, and promoting
the synthesis of new ideas to solve the problem.
Similarly, if the groups are chosen randomly,
participants are forced to solve the problem in novel
surroundings with people they may not be entirely




familiar with. Changing surroundings is similar to
challenging in that it provides the individual the
opportunity to test old behaviors and generate new
ones. Finally, broadening is present in this challenge
but not as pronounced as the other competencies. If
for example a participant does not engage often
with others or does not practice creative problem
solving this elicitation forces them to broaden

their skillset in these areas. Unfortunately, in many
cases this is not broadening in the sense of
acquiring a brand new skillset with brand new
underlying principles.

Epstein emphasized that the creative competencies
have the potential to be continuously enhanced and
this creativity game, like many others in the book
from which it came, are meant to provide a fun
means with which to develop them. Also, just
because the problems are described as
“impossible”, and are thus open-ended, does not
mean that they absolutely do not have a solution. By
engaging with seemingly impossible problems with
a creative and open mind they may actually stumble
upon a novel solution. For example, for the majority
of history, it was considered impossible to leave the
Earth’s orbit, but within the last century, we
completed a moon landing and have people living
on space stations, but we are now discussing
strategies to send human beings to Mars. To
conclude, in Dr. Epstein’s own words, the purpose of
the Ultimate Challenge is “to get a project off the
ground, to move a project in a new direction, to

perk up a meeting, to start the working day, and to

train managers.”

Preparation

Before the Ultimate Challenge begins, pens and
paper should be distributed to the students. The
facilitators also need a timer to keep track of the
time for problemsolving session and
solution-sharing session for each group. A list of
problems will be either written on a blackboard or
projected to the screen by the facilitators after the
introduction and setup of the game.

Details of the Exercise
- Duration: 20 - 30 minutes
&RQ“JXUDWLRQ RI SOD\HUV S
be divided into 4 or 5 groups.)
- Assign each group one challenge from the
following list.

Example problems as used in our creative elicitation.

1) You need to raise a billion dollars by tomorrow at
noon. How are you going to do it?

2) Propose a way to make OCAD University the most
prestigious university in the world within the next
year.

3) Propose a way for a person to live forever.

4) Propose a way to eliminate air pollution in this
country within the next 30 days.

These are just suggested problems they can be
DOWHUHG WR “W D VSHFL“F VLWXDWL
they follow the rule of being with no solution.




Roles Needed

Facilitators: 2 - 3 people. This role will monitor the
process, observe and record the behaviors of
participants and provide support.

Group Leader/Presenter: One per table. This role
serves as the group representative and presents the
solutions to the audience.

Inputs

- Writing and drawing material for each group,
paper, pens.

- One problem/challenge to be solved by each

group.

Other Support

- Projector screen or blackboard for showing
challenges.

- Timer or alarm.

- Recording tools. Cameras, recorder and notepad.

Running the Game

Time breakdown (30 min in total)

- Introduction - 3 min

- Assign Group and Reveal Challenges - 2 min
- Brainstorm and Document Solutions - 5 min
- Presentations (4 groups) + Q&A - 16 min

- Facilitator Presentation - 4 min

Steps

1) Divide the participants into groups of 4to 5
people. The results may be more interesting if the
groups have been chosen randomly. By doing so,
it is likely that participants will be in different

surroundings than they are used to.
2) Present the list of problems to be solved. The
groups can either choose the challenge they want

I[URP D OLVW RI SUHGH"QHG SUREC

facilitator can designate one problem for each
group. The facilitators can also assign one
problem to all groups for comparison of solutions
during the presentations.

3) Give the groups 5 minutes to solve their
problems. It can be helpful to set a timer
projected on a big screen so everyone can see
how much time they have. When time runs out the
facilitator should ask everyone to stop their work.
Each group should have at least one solution at
the end of the problem-solving session.

4) The group will choose one or two participants as
representative(s) to stand and present their
group’s solutions. Each group will have 4 minutes
to present, including Q&A.

End of Game

Outputs

- Written solutions

- Paper Prototypes

- Drawings, diagrams, etc., of the possible solutions

Outputs can vary depending on each group and the
problem they are trying to solve. The only rule is
that a solution should be created and presented.
The solution may be presented however the group
decides is best.




Next Steps - Blackmail/kidnap/take hostage

The facilitators will record the reactions and - Win lotto/gamble at casinos
behaviors of the participants while the game is - Go back in time and buy Apple Inc. stock
running, through note, photo or video. The - Receive endorsement
observations are aimed to give insights into further - Rob bank or hack into bank accounts
improvement of the elicitation, which answers - Bid vacation tickets to the moon
following questions: - Date celebrities

- Drug manufacturing
- When faced with challenges, how many people - Military weapon theft

VKXW GRZQ L H KDYH GLI“FXOWSeH b tournthyiovaha@her Eddikip) W LY H
insights) in each group?

- Which questions garnered the most enthusiasm? Propose a way to make OCAD University the most

- What solutions did participants provide and which prestigious university in the world within the next year.
have most potential to solve the seemingly - Create honorary degrees and lvy league like
impossible problems? programs

- What are the Ultimate Challenges in a particular - Give famous people these honorary degrees for
industry? international recognition

- Get patents/copyrights of some research in OCAD
ORUH VSHFL*FDOO\ WKH LQVLJKWYV UDiWrEKity ($kticadDiMmedicll 8ligtratidr) and

identify challenges that may help participants relate promote it in well-known journals

to their old behaviors or past experience more

effectively. So the participants will be able to better Propose a way for a person to live forever.

focus on capturing new ideas and synthesizing them - Live in a hibernation chamber

so as to produce novel solutions. By understanding - Put spiritual part of your body into a cyborg or clone
the participants’ generative abilities under time - Kill everyone to hide the proof of death

FRQVWUDLQWY DQG tH[LEOH VXUURRMGHe@lI¥ soysuRiend di® J W KH
composition, size or complexity within the

parameters of the challenge may give more room Propose a way to eliminate air pollution in this
for spurring creativity. country within the next 30 days.

- Impose heavy taxes on emissions
Game Results by Participants - Enforce use of electric cars, bikes, and provide
You need to raise a hillion dollars by tomorrow at subsidies

noon. How are you going to do it? - Import trees




- Banning cigarettes (but vapes are okay)

- Eliminating air pollution sources (heating,
manufacturing, etc.)

- Mould air pollution (natural cleaning solutions)

Final Notes

During the game, all four groups came up with
some solutions in a short amount of time. Most
people seemed to be intrigued by the challenges at

problem to be solved, the elicitation game itself was
a challenge. For instance, the randomness of group
formation posed a challenge for rapid collaboration,
such as assigning roles such as notetaker and
presenter. Speaking of improvement, the time for
problem solving can be maximized by assigning
roles for the participants prior to the

game. An alternative approach for creating novel
surroundings is to diversify the backgrounds in each

“UVW DQG EHFDPH DFWLYHO\ LQYR@MPG LQ WKH GLVFXVVLRQ

They proposed possible solutions and attempted to
evaluate the feasibility of those solutions.

Some groups gave logical solutions and others
came up with unconventional or even extreme
solutions. The logical participants approach from
the root cause of the challenge, but don't give too
many details due to the lack of time or

Variations

While the Ultimate Challenge is a useful tool for
stimulating creativity in a group setting and
demonstrating Generativity theory, there are times
where it is not feasible to implement. If for example
one wished to train an individual rather than entire
groups, one would need a variation on the theme.

FRQVLGHUDWLRQV 7KH H[WUHPH FThe W gife ddRribed bEIM laR @xaraples of

elements (e.g. time travel or human clone
technologies) or sometimes try to circumvent major
restrictions, such as via violating the laws.

(e.g. robbery or theft). Regardless of the viability of
solutions, participants were able to continue to
move on with alternative solutions in the challenge.

The participants come from a spectrum of
backgrounds, including psychology, business,

creativity games that can be implemented for
individuals or in smaller groups to gain
introspective insight into the creative process of
VROYLQJ GLI“FXOW SUREOHPV

The Keys to Creativity

The “Keys to Creativity” is a game that, similar to the
Ultimate Challenge, aims to improve creativity by
engaging the participant in a challenging situation

LQIRUPDWLRQ WHFKQRORJ\ ZHE G KEpdtei 200Qa} Imiis/game D@ @articipant

so forth. We selected and designed challenges in a
way that every participant is assumed to be able to
produce at least one solution without necessarily
referring to domain knowledge. In spite of the

should retrieve a key from a distant location using
only a broom or a mop. The volunteer will
experience frustration and failure many times.
However, the failure will help to accelerate creativity.




Even though frustration is hard, it is part of the
creative process. After facing these situations, the
right solution will emerge, and the participant will
realize that failure can be valuable.

Two Strings Problem

The participants are invited to solve a very simple
problem, tie the end of two strings together. The
strings are hanging from the ceiling with a well

learning about Generativity theory proved useful as
it opened up discussions about the idea of creativity
in general, and provided an inspirational and
grounded path for discussing how creativity and
creative solutions are always a viable

option even when the challenges we face appear
impossible.
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where they have to use creative thinking to solve a

VSHFL“F SUREOHP 7KH VROXWLRQ
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moving to grab the other string and wait until the
one that is moving is within reach. Problem solved.
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Wild Card

Marcus A. Gordon

Fusun Uzun
“... Sleepwalking into the new century” - James -LP 'DWRU IURP WKH 8QLYHUVLW\ RI
Howard Kunstler card as ‘The Tsunamis of Change’. In this instance,

the event is so large, sudden and widespread that
there is little that can be done to change or stop it.
In Dator’s own words - “...| see the future
approaching us in the form of huge tsunamis for
which we are wholly unprepared as a society, and
largely unprepared individually”

When we are sleepwalking the experts say the brain
is active enough for us to move, but not so active
that we wake up. When organizations or countries
follow this paradoxical mindset a wild card could be
a necessary wake-up call.

In 1992, the CIFS (Copenhagen Institute for Futures An asteroid colliding with earth, any Alien contact,

Studies), BIPE Conseil (France) and the Institute for major earthquakes or cyclones (depending on

WKH )XWXUH OHQOR 3DUN &D OLIR W@t they®ett) thezollapse ofzthedBerlin wall,

card in a joint publication: “A wild card is a future and September 11 " are considered as the typical

development or event with a relatively low examples of wild cards.

probability of occurrence but a likely high impact on

the conduct of business.” The effect of a wild card is massive since it does not
“W LQWR RXU XVXDO IUDPH RI UHIHUFE

John Petersen of the Arlington Institute (USA) systems, shift paradigms, and force people to

HIWHQGHG LW WR VRFLDO V\VWH P \cthagge teiL @Uueg paaptoosuasd/ifgstyles. It

“a low probability, high impact event that is so large may trigger a chain of events that is much worse

and/or arrives so fast that social systems are not than the initial event itself. For example, a major

able to effectively respond to it.” natural disaster could produce a global epidemic,

which could lead countries to close their borders,
causing the collapse of the airline industry, and so




on. Once a wild card occurs, the whole system He rates each wild card according to seven factors:
moves too fast to adapt to the shock. Most futurists
VD\ HYHQ WKRXJK ZLOG FDUGYV DU Ho@ei FarteGTHz Veve! dtihBithLihetshange will

we can identify developments and conditions that affect individuals

predict the surprise happening. We can reduce the

severe consequences of wild cards by watching for Vulnerability: How easy it would be for the affected
weak signals that anticipate them. For example, on system to prepare for the wild card

September 10, 2001, most people would not be

able to believe that the World Trade Center's famed Opposition: The degree to which the change will be
"Twin Towers" could be destroyed by Islamic IRXJKW E\ HYWDEOLVKHG LQWHUHV W)
terrorists. However, futurists mentioned about that opposition, the chaos that usually accompanies a
event as a possibility to consider: A 1987 article, by wild card may last longer.

terrorism expert Brian Jenkins, mentioned the

possibility of aerial suicide attacks, and a 1994 Timing: How soon the wild card is expected to

DUWLFOH E\ IRUHFDVWHU 0ODUYLQ HhapehnWURQ VSHFL“FDOO\

LGHQWL*“HG WKH :RUOG 7UDGH &HQWHU DV D FKRLFH WDUJHW

from the terrorists' perspective. (Cornish, 2004) Reach: Whether the effect of the wild card is local,
national, or global.

Background

In 1940, future general Matthew Ridgway wrote a Outcome: The degree to which the end of the

war game scenario about a surprise attack on the change is agreed upon.

8 6 tHHW DW 3HDUO +DUERU 5LGJZD\ RI“FHUV UHIXVHG WR

play out the war game because they regarded it as a Rate of change: The faster the change, the more the
“possibility so improbable that it did not constitute a impact

proper basis for maneuver”. In 1975, Igor Ansoff,

known as the father of strategic management talked Nassim Nicholas Taleb’s book The Black Swan,
about the concept of "strategic surprise”, which he written in 2007, comes close to the concept of wild
describes as "sudden, urgent, unfamiliar changes in cards. According to Taleb — Black Swan have three

WKH “UP V SHUVSHFWLYH ZKLFK W Khatatiahistad: Hheywedde Blutside oP@uM R U
SUR“W UHYHUVDO RU ORVV RI D P D&pedlatRrs Rthing @ hay happened in the past
John L. Peterson, popularized this technique with points to such a possibility; they have a huge
his book Out of the Blue: How to Anticipate Wild impact; despite being unforeseeable — once a ‘black
Cards and Big Future Surprises. swan event’ has happened we are able to construct




convincing explanations of why it has happened. He He raises a strong objection to the word "knew"

believes that “black swans” could absolutely not be which he feels should be removed from our
predicted. Taleb has been criticized with ignoring vocabulary when we are talking about major events.
the impact of slowly accumulating changes. Like Taleb, he doesn't think wild cards can be
predicted. He says, “Some people thought well in
Taleb considers uncertainty as a possibility, but also advance that there would be a crisis, but they did
our imperfect condition of human beings, the not know it. They now say they knew it because the
complexity of the social world, as well as our crisis did, in fact, happen.” This, says Kahneman, is
LQVXI“FLHQW NQRZOHGJH DQG XQ G&ruisuye bf@GimipdankddWeptk MIf something is
suggests we must work on to improve ourselves to known, then it is true, and it can be shown to be
foresee the future by allowing oneself to go beyond true. ...In reality, it was not possible to know, that the
groupthink, norms (institutional, social, cultural), crisis would happen and to claim. It helps

belief-systems, even if ideas may feel dangerous. He perpetuate a pernicious illusion.”

emphasizes on the risks of induction, which are

OLQNHG WR RXU WHQGHQF\ WR VH My AVRdCaP ShauldmBeUEED W K H U

WKDQ IDOVL“FDWLRQ One of the main purposes of wild cards is reduce
the rigidities how people perceive the future. "The

7DOHE LV DFFXVWRPHG WR FRQtL F Wodu&eFsRiQpwdudsvthidughoutdidtory could

ex-Wall Street derivatives trader turned author and only have been anticipated through wild-card
academic, he is a professor of risk engineering at thinking," says Rockfellow and continues. "The leap
1HZ <RUN 8QLYHUVLW\MV 3R O\W H F KrQni_orsety darl flonx perto DyQe@rier, and from
scholar at Oxford. typewriter to computer were wild-card events."

In a strategic planning process one can ask three
Daniel Kahneman was quoted saying "The Black questions with respect to wild cards (Petersen 1999):
Swan changed my view of how the world works," which are the most important wild cards for an
DQG KDV VWDWHG WKDW LW KDG D oghrizatign2>CdrQnwerntiQati th¥ir arrival? Is
writing in "Thinking, Fast and Slow." In his book there anything we can do about them? Peterson
Thinking Fast and Slow, he discusses the narrative says if managers can answer these three questions,
IDOODF\ DQG GHVFULEHV KRZ tD ZHtBe possRilitydfl SonmérRalfor Witkrel negative events
past shape our view of the world and our might be averted.
expectations for the future.” These fallacies arise HDN VLIJQDOV KDYH EHHQ GH*“QHG DV
from a fundamental human need, and that is to indicators of wild cards. Weak signals are the signs

make some sense of our lives. of emerging issues, an early warning of change;




sometimes called seeds of the future in the present.
Crisis managers believe that most of the time crisis
sends off a repeated and persistent trail of early
warning signals.

Wild cards have three main functions in the
brainstorming process:

1. To ‘Stretch’ the thinking paradigm: thinking
beyond the current paradigm in an attempt to
enable the consideration of alternative points of
views.

2. To ‘Expand’ the thinking paradigm: lead to a
much wider acceptance of alternative views,
broader number of factors added to the melting pot
of ideas and possible changes in time frames for
events unfolding.

3. To ‘Crack’ the thinking paradigm: the breakdown
of the thinking paradigm being used by the client
and the initiation of a search for a new one.

Wild cards are a powerful yet playful way to provoke
a group to envision unexpected success or
extremely dark possibilities, cultivate a mindset that
anticipates or at least prepares for “wild card”
scenarios, and accepts the need to build and
manage an effective risk anticipation and
management system.

How To Guess Wild Cards

Surprise element is subjective but essential in
determining wild cards. The question “What might

surprise you?” is a good starting point for a wild
card brainstorming session. The most popular use of
wild cards is within the development of ‘scenarios’.

The 9/11 Commission reported that the failure to

anticipate and prevent the events of September

11th was as much a “failure of the imagination” as

anything else. Imagination is not a gift usually

associated with bureaucracies. “It is therefore

FUXFLDO P FRQFOXGHG WKH &RPPLVYV
of routinizing, even bureaucratizing, the exercise of
imagination.” To resolve complex security puzzles,

since September 11th, some top military members

KDYH PHW ZLWK “OPPDNHUV WR EUDL
outside of the box. Unite States intelligence

agencies have also received advice from Steven de

Souza, who wrote Die Hard, and Joseph Zito,

director of Delta Force One and Missing in Action2.

In a wild card context, scenarios are not predictions

of what will happen, but instead, they are developed

to enable people or organizations to

FRQVLGHU D SRWHQWLDO IXWXUH DQ
prepared for events designated within the ‘story of

the future’. The practice of scenario planning also

constitutes a key ingredient for the notion of

improvisation. It helps the organization to deal with
unexpected events.

While improvising, we can also practice

role-playing; allowing each participant to focus on

RQH VSHFL“F DVSHFW RI WKH VFHQDL
about the others. This means that they are more




likely to come up with thoughts that might not occur LWV SRVLWLRQLQJ EDVHG RQ WKHLU

to them if they were trying to think of everything. As 7KH “UVW JURXS ZDV SUHVHQWLQJ IR
well, different actors can interact with each other in a of Toronto, Rob Ford. This group is formed by his
kind of “Well, if you do that, then | will react by supporters and family. The second group, press, was
doing this” interplay that helps you explore how represented as Globe & Mail. The third group
different aspects of the scenario might unfold. played the role of real estate development agency
Concorde Real Estate Development. During the
The Risks Of Wild Cards game, the press came up with a wild card and the
The experts suggest waking up people while leader's supporters found creative solutions to
sleepwalking might disorientate them to the extent protect their leader from the probable effect of the
that they become distressed in that regard. wild card. We used also role-playing as an execution

tool to facilitate the improvisation.
The degree to which the wild card is accepted as
ZRUWK\ RI FRQVLGHUDWLRQ ZLOO REvé&dhidy kb Gorstruby & ddenario considering

perception of the degree of relevancy that the wild how the decision makers process the information,
card has to the client. A wild card introduced may be what they perceive to be the risks and where they
considered too far-fetched to engage the client. As DUH FRQ“GHQW DERXW ZKHUH WKH IX
a result, the client may disengage from the foresight KHDGLQJ ‘H LGHQWL*HG NH\ DFWRUYV
SURFHVV GXH WR LQVXI“FLHQW UHIHRGItQ FMW DERX WHWEHGZ WEKE VWRU\ E\
card. The other trouble is the more we know about a small group.
potential risk, the less threatening it becomes and
the more obvious the solutions seem. However, the Details of Exercise
familiarity can create indifference against the wild Duration: 30 minutes
card. 12-36 players. They must be grouped by multiples
of 3 or 6.
Wild Cards In Class Number of Facilitators: 2

‘H GHYHORSHG D “FWLRQDO DQG S ROupWRépeimed Ovie\bBrthblé (Ml t® G\gréums)
D FRQtLFW EHWZHHQ D SROLWLFD Onqutd:DA@airlé senaoII8liRdoed/by th¥ facilitators.
and the press. The structure was like a Cassandra vs.

Pollyanna game where one side of the class thinks Running The Game
the positive possibilities and the other side of the First, we explained what wild cards are to the class.
class foresees negative possibilities. We also added We introduced the scenario with a brief background

a third party, who doesn't take a side, but changes Rl IRUPHU 7TRURQWR OD\RU 5RE )RUG




various characters/groups involved in the scenario journalists) accepted a payout to ensure the news

and gave the script to each group. Each team ZHQW RXW FOHDUO\ DV D “QDO GHFL\

DVVLIQHG D WHDP OHDGHU ZKR V Kant ¢ty codmn€iH ThQimpgortant thing to note was

decision of the group. that the payout came from the real estate agency,
and provided a separate force of convincing

The press came up with a challenging wild card: The decisions to not side with the press in their interest

wild card was a scenario where Rob Ford spoke of to release this news, prior to City Council’s actual

creating a potential limit to heights of new condo approval.

development buildings, and spoke of this behind

(supposed) closed-doors. During the game, we Final Notes from Facilitator

represented, secretly, the other "mini wild card" to a Predicting unpredictability is challenging. If the wild

small group of the press, who weren’t journalist but card is a "human-caused" event where the "good"

instead executives of the press company. The "mini and “bad” will of actors are involved, the surprise is

wild card” was that money was exchanged between more or less subjective. We had minimum control by

two groups for attempting to sway interests. letting the press decide the wild card, which makes
the exercise more interesting but challenging at the

End of Game same time.

The end of the game happens when the press

makes a group decision on what their next course of Variations On The Game

action will be, and presents it to all groups and :H FDQ IRFXV RQO\ RQ “QGLQJ WKH ZlI

facilitators. Throughout the game, the individuals brainstorm with the class about possible wild cards

amongst the groups (including the facilitators) get for an organization. In that case, we would look at

to observe the power and chaotic outcomes of their the problem from the two perspectives: looking

decisions and the decisions of their peers, which outside-in and inside out. An outside-in perspective

demonstrates the complexity involved in preparing means systematically exploring the major forces of

for wild cards. change: demographic, social, and economical. An
inside-out perspective explores the risks or the key

Outcomes vulnerable points of the organization and pushing

In our activity, the outcome had a “surprisingly” those elements to the extreme.

unanimous agreement from the city council in

allowing Rob Ford’s last minute request for urban

FKDQJH 7KH DGGLWLRQDO RXWFRPH ZDV “QGLQJ RXW
that the executives from the press (not the




Montreal born, Harvard Professor Steven Pinker
suggests we must ask taboo questions, the ones that
raise our blood pressure and threaten moral panic
and we should not be afraid to answer them. By
"dangerous ideas" he says not the weapons of mass
destruction, fascist, or other fanatical ideologies, but
the ones defended with evidence and argument by
serious scientists and thinkers, which are felt to
challenge the collective decency of an age. As a
result, as Dr. Karlheinz Steinmuller states we can
re-write the future, but also re-write the past.

By starting with radical doubt, and then using a
systematic approach to generate new ideas and
brainstorming we can explore new opportunities. If
we play our wild cards right, the future ought not to

Conclusion be as surprising as it has been.

Marshall McLuhan states that too often people steer
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Action

Method Marcus A. Gordon
Fusun Uzun
“Process needs to be organically derived...” the way it works and how it can be incorporated into
- Scott Belsky \RXU ZRUNtRZV DQG XVHG WR ODXQF!
Action method What Is This?
A technique for implementing ideas. The Action Method is a productivity methodology
targeting creative professionals, and is often
Ever had an incredible idea, that you just couldn’t FRQVLGHUHG WR EH D WDVN PDQDJHF
“QG WKH PRMR WR UHDOL]JH LW" ,Grivelted BRIzeit Befzky o@dler and CEO of
forms, but what they have in common is the Behance.
excitement they create. Transforming vision into a
reality becomes the priority after these small bursts Most ideas will never happen. This is something
of excitement, but onto the the laser focus when the \RX “UVW KDYH WR FRPH WR WHUPV Z
HIFLWHPHQW IDGHV" +RZ GR \RX Kn@yGarte up/with Qréatx & lQtions to problems
you enter the period of execution where nothing everyday, only a few of those make the mark. Ever
UHPDLQV EXW WKH WDVN RI| DFW X Dnotioa hag\RmaqQyJof tiaseisauionsiale pitdhed and
tendency is often to go back into idea generation WKURZQ DzZD\" <RX FRXOG ZULWH D E
rather than seeing the original idea through to the 1R QHHG IRU WKDW DV 6FRWW %HOV|
“QLVK 'RHV WKLV VRXQG IDPLOLDULY WKH DXWKRU RI WKH ERRN WLWOH
+DSSHQP

,/ \RXMUH VHULRXVY DERXW \RXU LGHDV FRPLQJ WR

UHDOL]DWLRQ FRQVLGHU LPSOHPH®@WLLQJ BRKRIN %WRN S\FWWRQYHYV WKDW
OHWKRG ,Q WKLV SDSHU ZH ZL O OcaughtiQteisamething trellleesitQ call the “project

overlooked system, give a background on its origin, SODWHDXP +H JRHV RQ WR VD\ WKD\




is a period of intense execution where your natural
creative tendencies turn against you.

The plateau principle is considered as a

PDWKHPDWLFDO RU VFLHQWL“F PRGHO RULJLQDOO\
developed to explain the time course of drug

action. The principle has wide applicability in

pharmacology, physiology, nutrition, biochemistry

and system dynamics. The plateau effect is a force

of nature that lessens the effectiveness of once

HITHFWLYH PHDVXUHYV RYHU WLPH ,W RFFXUV ZKHQ WKH

body no longer responds to a certain stimulus gaLpgzngdH $ 7KH SURMHFW SODWHDX LV “OOHG RI GHDG
because it becomes accustomed to it. For instance,
the noise of a subway behind the apartment dulls Framework For Idea Implementation
over time, because our bodies are trained to notice
new things more than old. Making Ideas Happen =
Ideas + Organization + Communal Forces +
Big ideas are glamorous, but we tend to judge Leadership capabilities

execution process more like boring, routine work.
+RZHYHU ZLWKRXW WKH UHDOLW\ RKHYHRXWXKROQ® EQHILWHDWWDWHY WKD

go nowhere. When it comes to the process of the vision behind your ideas involves a combination

executing an idea, surviving the project plateau is a RI WKH IRUFHV RI RUJDQL]DWLRQ FR
FRPPRQ FKDOOHQJH ZH DOO PXVW OBBBHUXKKLSUVS$NVDNIHUDWPHZRUN RUJC
of implementation are generally easy, thanks to the manage your energy while navigating a world of

excitement of fresh ideas, however, our natural information overload, all while avoiding a state of
tendency is often to go back into idea generation UHDFWLRQDU\ ZRUNtRZ 6LQFH LGHD
rather than following the original idea to make it silo, Belsky reminds us that we must embrace the

happen. Perfectionism, distraction, distorted data, energies of the people around you; to allow your

tRZ LVVXHV DQG IDLOLQJ VORZO\ iéhs togRiR trackon. WhK st ingredient of this

reasons that sticks us in the plateau. framework is leadership. The ability to build and

manage creative teams is essential in delivering the
“QDO EORZ WR SURMHFW SODWHDXYV




Purpose or complete. We live in a time where reactionary

The purpose of the Action Method may seem response is easy, with our smartphones, email

obvious — it’s a simple solution to getting things FOLHQWY VRFLDO PHGLD QRWL“FDWL
GRQH +RZHYHU WKHUH LV PRUH WrBatésvd |aveKdd chabtid ladping thaKddn easily

eye. draw you in, with no way out.

Creativity x Organization = Impact Bias towards action

,Q KLV ERRN %HOVN\ DVNV WKLV TXHDWDRMQRZ WKLQJV ZH ZDQW WR RL
Why would Apple, a company known for new ideas done, but rarely do we always engage in that action

DQG LWV DELOLW\ WR OWKLQN GLIIRUHDQDWWLQDYW BHRKYYH KN WYKHVKDW"
PRVW RUJDQL]JHG FRPSDQLHV RQ WKddraStDdion HW btheKthhes, it can be fear. The
DQVZHU LVKOLNH LW RU QRWKRUJ[haldgriysd tR @epaxe \puéefMbRverddrneg Bdth.
for making ideas happen.

Reconcile urgent versus important

We believe this is the basis behind the true purpose When working on creative projects, we feel the
RI WKH PHWKRGRORJ\ WR FKDQJH reéd tb BdbvE &v¥rithilkdRgziicKI like the e-mail
RUJDQL]H TXHVWLRQ WKDW SRSSHG XS LQ \RXU
ago, or the upcoming problem you learned about
Action Method goals: because of a news headline you read this morning.
/[LPLW \RXU OUHDFWLRQDU\ ZRU N tRdtMBeB3ky Cally tIMDitdriediats Miiulg@ Creator’s
ideas forward. ,PPHGLDF\ K DQ LQVWLQFW WR WDNH
- Learn how to work with a bias towards action. problem and operational task, no matter how large
- Reconcile urgent versus important to focus on or small, as soon as it comes up.
what matters.
- Overcome the stigma of self-marketing to Overcome stigma of self-marketing

PD[LPL]H WKH LPSDFW RI \RXU L @heBtigma of self-marketing can sometimes be a
OD[LPL]H WKH FUHDWLYH FKHPLVWdd\biRdkarRoX idea¥, iedpétially when there’s a vast
- Break free of consensus and bureaucracy. sea of opportunities in your strengths and perhaps
even your weaknesses that you're just not tapping into.

/LPLWLQJ \RXU UHDFWLRQDU\ ZRUNtRZ
The big picture here is that once you'’re in the Maximize creative chemistry
middle of addressing something, you need less Acknowledge the diversity of your working teams,
distraction until that something is at least underway and use them to your advantage, as they have the




power to remove infected ideas that sometimes Actions
PLVV D EHDW WKDW VRPHRQH OG L AckoddH{ &/ howad astiRrLfes) BaX e

This diversity encourages ideas to be great, as there RUJDQL]HG DQG DVVRFLDWHG ZLWK H
is always someone with a different mindset to ask backburners. As events, actions become time
the tough questions, strengthen, or even clarify based, or at the very least, prepared to receive a
your ideas. chronological order to them. Backburners are
actions that may not have chronological order to it
Break free of consensus and bureaucracy right away, and also may not even be relevant to the
Traditionally in a corporation, process equals task or project at hand. They are, nonetheless,
bureaucracy, but that doesn’t have to be the case. micro-ideas or actions that lead to other ideas. The
The best countermeasure to idle stand-offs and wait important thing here is to acknowledge their
queues are incremental actions. existence, and place it safely away for the purpose

of revisiting it.
All of these goals, if met, will change the way you
RUJDQL]H JDWKHU DQG H[HFXWH \RofebtsLGHDV 7KLV LV WKH

true purpose behind the Action Method. BURMHFWY JURXS DQG RUJDQL]JH HYH

6R QRZ KRZ GRHV LW ZRUN" 7KH\ DOVR HQYHORSH DVVRFLDWLYH
references related to the project. The whole

Modus Operandi purpose of this section, is to group action steps in a

7KH $FWLRQ OHWKRG LV D WHFKQLTOINHIW WIVFEDVRHIQR®U KHQFH FUHD\
WKUHH HOHPHQWY DFWLRQV SURMHFWYV DQG PHWKRGYV
These elements work together to bring your ideas Methods
into reality. $FWLRQ OHWKRG LV WHFKQRORJLFDO
voice recorder, write on paper, diagram, or use
whatever method you prefer. The sole purpose of
the method is to style your approach for achieving
the goal of completing your action steps, and then
in turn, completing your projects.

Background
The necessity of innovation for the growth of
business has been promoted for decades.

+RZHYHU IHZ FRPSDQLHY KDYH VXFF
Figure B. The basic structure of the action method.




FRQVLVWHQWO\ ,Q WKH H\HV RI 9 LthaDafter Rompletidditiue diigiDadtop-Qricrity task, it

Chris Trimble, authors of The Other Side of is necessary to reset our priorities rather than

Innovation, this is not due to a lack of good ideas moving on to number two from the original list.

EXW LV D VIVWHP SUREOHP O0ORVW Rhe k@Ketenreus @ Qd §eavtior @pproach has

are not able to bridge the gap between creativity PDQ\ VLPLODULWLHY ZLWK %HOVN\MV
and the ability to turn ideas into marketable

products and processes. The consequence is slow - Ask what needs to be done: Create the to-do list,
SURJUHVV XQVDWLV*“HG H[HFXWLY $WVpri@ifpgs IUXVWUDWHG

employees. - Ask what's right for the enterprise: What is right

IRU WKH RUJDQL]DWLRQ DV D ZKROH
+RZHYHU WKHUH DUH HQWUHSUH Q iddtvigival Btgkeholgtid.F XWLY HV

like Scott Belsky who strongly believe that creativity - Develop action plans and reviseit RIWHQ WR UHtH

LV RQO\ KDOI WKH SLFWXUH K V\VVHrew ppgdumtiea.D\ WR UHDOL]H

creative projects is the other half to bring our ideas - Take responsibility for actions: Ensure each

to life. GHFLVLRQ VSHFL“HV WKH DFFRXQWDE
deadline.

SHWHU "UXFNHU D OHD G H U- TaRe msKasibility for communicating: Make sure

development of management education underlines to clearly explain your action plan and information

WKH QHHG IRU FUHDWLYH WKLQNL @¢€eds\ HPSKDVL]LQJ WKH

importance of actions for tangible results. - Embrace change: 'RQMW WUHDW FKDQJH D)

O,Q LQQRYDWLRQ DV LQ DQ\ RWKHWQWOYERDBY RXYO RUKH RIS SRRUWXQLWLHYV
WDOHQW WKHUH LV LQJHQXLW\ DQ® VALIGHHUB Q& RXQWY OG RH WKH RUJDQ

'"UXFNHU ZURWH LQ 0% XW ZKHQRDp@ductve/meetihgP Ql&arly articulate the
done, what innovation requires is hard, focused and purpose of the meeting. Follow up with a meeting
SXUSRVHIXO ZRUN P summary and include new assignments and

deadlines.
+H VD\V ZLWKRXW DQ DFWLRQ SODE&SaywweHNMH IHFRWIrFHW SXW \RXU RUJDQL
becomes a prisoner of events. And without needs ahead of your own.

re-examining the plan throughout the process, we

FDQMW “JXUH RXW ZKLFK HYHQWYV Andtbed dpperenuiwaidexeogten mrdels Ked

RQHV DUH VLPSO\ QRLVH +H EHOLHMMVWWMWFBPHSWRXHODVVRU RI +DUYDUG %
executives should concentrate on or two tasks at a GRHVQMW OLNH WR URPDQWLFL]H FU|I
WLPH VHW SULRULWLHY DQG VWLFN&WIRDWKHERWAH WXUIRWVM@RXIKM ZULW




+DUYDUG %XVLQHVY 5HYLHZ +H EHOLHYHV OFUHDWLYLW\ LV
QRW WKH PLUDFXORXV URDG WR EXVLQHVYVY JURZWKP +H

thinks there is a confusion with creativity in abstract

and practical innovation and people underestimate

WKH FRPSOH[LW\ RI EXVLQHVY RUJDQL]JDWLRQV WKDW
HPSKDVL]H RQ FUHDWLYLW\ LWVHOI $FFRUGLQJ WR /HYLWW
innovation without the potential of usefulness could

be destructive in actual operation.

+LV RWKHU PDLQ FRQFHUQ LV WKDW PDQ\ SHRSOH ZLWK WKH
LGHDVY KDYH WKH QRWLRQ WKDW WKHLU MREV DUH “QLVKHG
once their ideas have been proposed. These people

tend to take less responsibility to make their ideas

happen because they believe somebody else The second book of Behance, “Manage Your
should take care of the boring details. Day-to-DayP VXSSRUWV WKH DFWLRQ PHW
WKH FKDOOHQJHV RI D DQG IRFXV

-RKQ 2M.HIIHH ZULWHU RI Business Beydr¥ th¥/pbg JHWWLQJ LQWR DFWLRQ 7KH
VXJIHVWV “QGLQJ WKH EDODQFHHEHWEEARPHYV VHYHUDO IDFHWV RI
WKLQNLQJ DQG DFWLQJ WKH RS W LoF8{$satifionsFqy heydemons of perfectionism,

spending too much time creating alternatives and managing procrastination and breaking through our

not taking enough time to think of enough FUHDWLYH EORFNV +H LQFOXGHV LQ]

alternatives. These two windows create the action SUHVLGHQW RI WKH 5KRGH ,VODQG 61

JRQH ZKLFK LV WKH RSWLPXP SO0 D #n)aedg.gohe legendary graphic designer,

breakthrough results. 6WHIDQ 6DJPHLVWHU +H SRLQWYV RX\
self-sabotaging, until the point when our own

Routine Management projects are left somewhere in the dark, because we

Building a better routine is an essential part of Scott already managed to convince ourselves that is not

%HOVN\MV DFWLRQ PHWKRG +H Vv DI3dEnoxdh or. &agf e hagexppes urgent stuff to

practices ultimately would determine what we do do. One of the most powerful insights for one of the

DQG KRZ ZHOO ZH GR LW 6SHFL"F D% ONMAMEXCURER EPMER KOR Blgfan

our capacity to work proactively rather than 6DJPHLVWHU +H VD\V O:H GRQMW KL

reactively, ... determines our ability to making our is convenient we don't have time because maybe

LGHDV KDSSHQ P ZH GRQMW ZDQW WR FKDOOHQJH RXU




Is Action Method A Unique Tool? suggests breaking big tasks down and focusing on

There are many books and tools related to idea VPDOOHU OQH[W DFWLRQV P ZKLFK FI
implementation methods and productivity, but manageable.

Belsky differentiates his tool by saying, “The Action

Method is project centric rather than context '‘DYLG $OOHQ VXPPDUL]H KLV PHWKRC

FHQWULF P +H EHOLHYHV WKDW ZH JHKAR XVXE @IV B ROQHH IRFXVLQJ
OHVV RQ OUHIHUHQFH PDWHULD O P - R4ptGreVdSIkRet WHat hay ybulattentiohQ

to make us more productive. - Clarify: process what it means
- Organize
GettingThings Done: The Art of Stress-Free - Review frequently

Productivity E\ 'DYLG $0O OH Q, and The AccidentalEngage: simply do
Creative E\ 7TRGG +HQU\ KDYH VLPLODU DSSURDFKV DQG

tips when it comes to following an effective Author of the Accidental Creative 7R GG +HQU\
execution. focuses on being constantly creative, having the

ability to create better ideas without the stress and
Getting Things Done: The Art of Stress-Free EXUQRXW +H DLPV WR KHOS FUHDWL
Productivity gives a real world system for getting writers and designers, establish a structure to get
WKLQJV GRQH HI*"FLHQWO\ 'DYLG $ORHPRVOINM RKKRDRK WKHLU SURFHVV L
total work-life management system; he doesn’t put FUHDWLYHYV VXFK DV PDQDJHUV FR(
UXOHV DURXQG KRZ ZH DFWXDOO\ &Rsfesplé, RSk thé) Viiddehz@ative talents.
he focuses on how we capture the work we need to +H WHOOV ERWK JURXSV 'RQ W JR W

GR RUJDQL]JH LW DQG FKRRVH ZKDWXQUHHKBWWRXRUN VWLOO LQVLGH RI \F
DWWHQWLRQ +H GHVFULEHV KLV VA\VWHP DV D ERWWRP XS
DSSURDFK E\ ZKLFK KH PHDQV WKDW @U\I K WFROXHY WKDW LPDJLQDWLY

emerge from its tiniest component actions, rather LQWR IXOO\ UHDOL]JHG LGHDV LI WKH!'
than a top-down approach that starts with deep VWUXFWXUH DQG D ORW RI VSDFH +F
thought. comes from unrealistic expectations combined with

unproductive meetings and nonstop e-mails.
'DYLG $00HQ VD\V KH XQFRYHUHG OWKH VWUDWHJLF YDOXH
RI FOHDU VSDFHP +H EHOLHYHV RXW®&HDRGUNORNV\ KOG @HQU\ H[SODLQ
ideas, not holding them. Just dumping everything D zD\ WKDW WKH FUHDWLYH ZRUN IRL
RXW RI RXU KHDG DQG H[WHUQD O L ptaQidallabd@cteBsibld with very little technical
VLIQL“FDQW HIIHFW 6LPLODU WR Yatddch\éand\dibileB MfdfisaRdn. THelde books are




motivating, concentrated and easy to read. ,Q UHVHDUFKLQJ The Other Side of Innovation, the
DQDO\]HG GHWDLOHG FDVH VWXGLHYV

I \RX ZRXOG OLNH WR GLYH LQ GHid®Vhtion gvdt H periddDoGien iRdarg LTked tetected
*RYLQGDUDMDQ DQG &KULV 7UL P E CGHarpat@treb&id@moihat goes wrong and in how

Innovation: Solving the Execution Challenge is it can be made right. Their key message is each

considered one of the most successful book about innovation initiative needs to be designed for the

the on-going issue of too much emphasis on ideas UHTXLUHPHQWY RI WKDW LQLWLDWLY
and not nearly enough on execution. all--even within the same company.

*RYLQGDUDMDQ DQG 7ULPEOH GHYV HFhelPErple \®attd EGpentémt P D

with the idea of an ascent of a mountain. They say ,Q '"HFHPEHU RI %YHKDQFH SHUIRU
most climbers focus their energy and enthusiasm on experiment that would prove the Action Method to

attaining the summit, but descending is as be a force of idea implementation. The group

challenging as climbing. Similarly, companies wanted to spread holiday cheer, especially during

devote their energies only to reaching the that time of economic downturn. Belsky refers to

innovation summit. After the summit comes the WKLV H[SHULPHQW LQ KLV ERRN DV
other side of innovation - the challenges beyond the

idea - execution. Like mountain climbing, the other “An exploration in rapid idea generation turned

VLGH RI DGYHQWXUH LV TXLWH GLIHHNEXWLRQ P

They suggest the basic success factor for innovation Lunch meetings for this new startup at the time was
LQLWLDWLYHV LV “QGLQJ WKH ULJKWED®  ZOWHKH EBWZWHDROWRMHY GLVFXVV
roles of the performance engine (the collection of new company. Spreading holiday cheer was one of
RUJDQL]DWLRQDO VWUXFWXUHV R ghéeh) Bl thByGan0 d&/iddrl la idlanidddd just that.

human resource policies...) and those of the 7KH TXHVWLRQ ZDV OO:KDW LI 6DQW
dedicated team. They focus on assembling visit to a string of agencies and creative work spaces

GHGLFDWHG WHDPV E\ FOHDUO\ GHDQRXD ® KHIZU<BR 8 HM B Q'@
UHVSRQVLELOLWLHYV ,W LV LPSRUWDQW WR HVWDEOLVK FOHDU

expectations for each team member. They believe Their idea was to have 3 santas with purple beards,

seeking the truth is crucial because pressures in bags of candy, lottery scratch tickets and small notes
RUJDQL]DWLRQV FDQ SXVK SHRSOHRWRRDUGD\ FKHHU % XW RQFH VRPHI
interpretations of results that are comfortable and time was over, they all began to rise up and go back

convenient rather than analytical and objective. WR ZRUN XQWLO RQH HPSOR\HH VDL




ZKHUH ZH FDQ JHW UHDOO\ FKHDS @&DQdnole an)af/thevyv BZihg/iesponsible for our
ZKLWH EHDUGYV WKDW FRXOG HDYVL Oéagahd@ oyhGFolBX-th® @R are not only crucial

for business but for our personal goals as well.
7KLV ZDV WKH “UVW $FWLRQ 6WHS +RZHHDVWKKHUHZHYHD FKDQJH LQ WK

beginning to table the idea and head back to their DGGLWLRQ RI WKH ,QWHUQHW 7RGD\
work, what ended up happening was a continued great value even if we are not willing to implement

list of action steps instead of a project plan that, in WKHP WKH SODWIRUPY OLNH 4XLUN\
the end, lead to purplesanta.com and social media creative engagement of people who just have ideas.
messages about the strange purple bearded santas 4XLUN\ “OHG D YROXQWHHU EDQNUXS

JRLQJ WKUX RI“FHV DQG VSUHDGLQJ FEMMUSK®%KDVYN\VWLOO JURZLQJ $F
HQGHG WKLV VWRU\ LQ KLV ERRN QVOVW®LW R[EHHPRROWD QG GH“QHV W

random idea thrived only through a willingness to OWKH VRFLDO LGHDWLRQ PDUNHWP K
act quickly and without conviction. This fond We will see more and more of these disruptive
memory serves to illustrate the mechanics of quick platforms, occasions, and co-shared working

DFWLRQ DQG KRZ ZLWKRXW LW tH$rddue®, vhe® th®doer drd dréathers meet and
OHVV OLNHO\ WR HYHU KDSSHQ P disruptthe traditional tools of how to make ideas
happen. This means more people will be integrated

Conclusion in designing the economy and the participatory
O&UHDWLYLW\ LV OLNH FKDVLQJ F kutedive @iVbéehapfuly hage®k @Knore shared

Niemann once said. But sometimes it can feel like values.

being chased by chickens — giant, angry, menacing

chickens. We know that the creative process can be Adobe Acquisition Of Behance

FKDOOHQJLQJ DQG ZH FDQ IHHO SDUD'®WHFHBEAKL ®H WU\BQGREH DFTXLUHG
to keep them alive. The discussion about the PLOOLRQ GROODUV WR LQWHJ

SULRULWL]DWLRQ RI LGHDWLRQ Y Vadditiorat féatuteRI@ir EaftRaxeJskihgcriptiah Rivdel.
of productivity tools deconstructing the innovation

process. These tools guide us to convert our “Behance will play a key role in Adobe’s efforts to
glamorous ideas into something new that actually serve the creative world in the years to come and
solves a problem. will accelerate our efforts to enable a more open

DQG FROODERUDWLYH FUHDWLYH FRF
,Q WKH HQG IURP PDQDJLQJ D VXFWatlhwanhX@nianyice mpasivevit andrgeneral
GHVLJIJQLQJ RXU OLYHV ZH QHHG F w&hagarbffAdoe. DQ HI“FLHQW
process and dedication for implementation. We




References
Allen, David, (2002). Getting things done

Belsky, Scott, (2012). Making ideas happen

Belsky Scott. How to avoid the idea generation trap.
99U. https://vimeo.com/13399691

Cohen, Gary B. (May 7, 2010) Making ideas happen —
Interview with author Scott Belsky founder of Behance.
Retrieved from: http://www.co2partners.com/
making-ideas-happen-interview-with-author-scott-bels
ky-founder-of-behance/

Drucker, Peter F., (August 2002). The discipline of
innovation. Harvard Business Review. https://hbr.org/
2002/08/the-discipline-of-innovation

Govindarajan, Vijay & Trimble, Chris, (2010).The other
side of innovation: Solving the execution challenge.
Harvard Business Review.

Jocelyn K. Glei, (2013). Manage your day-to-day: Build
your routine, fnd your focus, and sharpen your
creative mind.

Levitt, Theodore, (August 2002 Issue). Creativity is not
enough. Harvard Business Review.

Retrieved from https://hbr.org/2002/08/
creativity-is-not-enough

O'Keeffe, John, (1999). Business beyond the box:
Applying your mind for breakthrough results.

Smith, Peter, (2013). Cupid for creatives: Behance's
Scott Belsky pairs talent with employers.
http://www.wired.co.uk/magazine/archive/2013/03/st
art/cupid-for-creatives

Popova, Maria, Scott Belsky on How to Avoid Idea
Plateaus,Retrieved from https://www.brainpickings.
0rg/2011/03/18/scott-belsky-idea-plateaus/

Popova, Maria, How to Hone Your Creative Routine
and Master the Pace of Productivity,
Retrieved from https://www.brainpickings.org/2013/
05/22/manage-your-day-to-day-99u/

TEDxPugetSound, Scott Belsky. Making Ideas
Happen. https://www.youtube.com/
watch?v=IsQtptwMCFI

Todd, Henry, (2011). The accidental creative: How to
be brilliant at a moment's notice.




Bibliometrics Jazmine Yerbury
Michael Carnevale

Introduction

Bibliometrics, webometrics, and Google Scholar
are citation index tools used to analyze the quality
of research papers, scholarly articles and journals.
The use of these tools will be compared by drawing
primarily from a paper written in 2008 by Mike
Thelwall. The use of bibliometrics, which began in
the early 60s, has shifted from a primarily
print-based hierarchical system of analysis to a
mostly automated, web-based indexing system. The
categorical hierarchy remains the same; the status

. L LIXUH 9H GLDJUDP VKRZLQJ KRZ C
of a paper, journal, or even author is given a ) $ QQ Q

LQGH[ “HOGYVY DQG KRZ WKH\ RYHUODS $V

numerical ranking based on the number of times it ELEOLRPHWULFV LV RQO\ D VPDOO SDUW
has been cited by other scholars. There are complex WKH UHODWLRQVKLSY EHWZHHQ LQWHUOI
calculations and statistical reviews performed by a

huge number of people working for the major Creative Technique

bibliometric analysis organizations. Recently, more Bibliometrics, webometrics, and Google Scholar are

of these analyses are implemented by automated part of an extensive web of citation analysis tools.

DOJRULWKPYV WKDW DOORZ IRU PR BHliomstHds is‘the Fuaritdtivélanaidis of

UDQN ZLWKLQ HDFK “HOG RI VW XG \acdd€ni fhlicafibb$ Regearchers and
RYHUODSSLQJ “HOGV )LJXUH RQH BKBRFW DWLRRQHNWUVHEFEWHL RVKHVH PHWULF
of some of these citation indices representing track and sift through areas of academic work
GLIIHUHQW EURDG “HOGV (Thelwall, 2008). The use of citation analysis is useful




for conceptual development when constructing
literature reviews, exploring relationships between

analysis measure described below in the section
discussing standardized measures). This leads to

DFDGHPLF “HOGV DQG XQGHUVW D Qgaitu@iny &arded © atthbrs with higher ratings

picture of academic research. These methods can
also be used by government organizations or other
granting agencies when performing reviews for
funding and employing researchers.

Citation indexing is the process whereby

researchers explicitly give reference to previous
academic work. Citation indexing is used for a

number of reasons such as referencing the work of
other authors and to give credit to partial results
WKDW KDYH WKH VDPH HQG JRDO
up unfamiliar terminology, for providing

background information to construct an argument

or concept, and in some cases to criticize other

without accounting for journals that do not fall
within the indexing bounds despite potentially
having equally compelling research.

Stages of Project Development

When collecting research materials, scholars usually
try to include as many high-ranking references as
possible to add to the overall validity and
thoroughness of their work. Whether or not the
scholar has been commissioned by a journal or
qQrganizatiob © WiRe A Wapes oweRiew,DHe N
likelihood of the paper being a success can depend
on how well it adheres to the parameters of the

ELEOLRPHWULF KLHUDUFK\ )ROORZLC(

ZRUNV %HQFH 2SSHQKHLP * expétiadads and adequately referencing the

*DU“HOG 6PDOO 7KHUH LW RMXKHY BRWHARVWIND/ORI D UHVHDUFK “H(
for cases of nepotism or corruption using such an a paper, demonstrates to the reader that the current
impersonal metric system; for example, when work is well researched and can be backed up by

colleagues cite each other unnecessarily to boost SUHYLRXVO\ HVYWDEOLVKHG “QGLQJV

citation index scores where the reference would

in order to stay on track throughout the writing

RWKHUZLVH EH LUUHOHYDQW 0H U WrBReess, the use of referring to works of bibliometric

standards is extremely helpful and provides a

AXDQWLWDWLYH DQDO\VLV FDQ EH demvad Habe@ignQfor @spacherd © GonwhRnicate

ELDV
unimpressive concepts or methods, and should
realistically be considered only an estimate of
academic merit (Thelwall, 2008). The opposite is
thus also possible, where the high value of an
academic work may be overlooked due to an
undeservingly low journal impact factor (a citation

+LJKO\ FLWHG SDSHUV FRXO GekKnorkHBe&aw Suwe Oubeat paisthat illustrate

how bibliometric methods and literature reviews are
commonly useful in the process of developing a
research project.




Early Phase: bibliometric and scientometric tools he developed.
X 8VHIXO IRU JDWKHULQJ LQIRUPDWDRQMH®EB8MWHPHWKRG RI 6FLHQWL“F &L
conceptualizing the project 6&, SURYLGHG D PHWKRG WR TXDQW
X $LGV LQ ZULWLQJ SURSRVDOV papers and evaluate them based on their impact
factor, which represents how often a work has been
Mid Phase: referenced in other journal articles. This can
X )LQH WXQLQJ SURMHFW LWHUDW leRh@née reputations and further expand citations.
X 1DUURZLQJ UHVXOWV WR DUULYH FORVHU WR GHVLUHG UHVXOW
The company operated as a bibliographic database

Late Phase: service, offering citation indexing and analysis, for
X (VWLPDWLRQ RI SURMHFW UHFHSWURQWESXWODFNWQRQWV7KH ,6, ZDV E
citation index) BHXWHUV LQ DQG KDV VLQFH HYR

7TKRPVRQ ,6, ZKRVH GDWDEDVH LV SL
maintained online on the website Web of Science
(Thelwall, 2008).

Relational and Evaluative Bibliometrics

Relational Bibliometrics

Relational Bibliometrics illuminates relationships

within, and potentially between, areas of research.

$Q H[DPSOH RI GHODWLRQDO %LEOLR
JDLQ DQ RYHUYLHZ RI D *HOG WR HV
relationships, or to provide links between journals

publishing research in comparable areas (Cawkell,

&KHQ 7KH PRUH D SDSHU RL
cited by another will determine how closely linked
YLIXUH ,PDJH RI (XJHQH *DU“HOG the two journals are. This provides context for the
YDULRXV “HOGV RI VWXG\ DQG KHOSV
History and Background for how strongly related particular journals are

 QVWLWXWH IRU 6FLHQWL"F ,QIRUPPWERQ) oG DFURVV VSHFL*HG “HOG
7KH ,QVWLWXWH IRU 6FLHQWL"F ’Qé%igg}?a%%lo\ﬁiﬁ& hoﬁstro%dR/Velated different
FRIIRXQGHG LQ E\ VFLHQWLVW RQ&GcFafebd P bYs¥d’dh e degree of

(XJHQH *DU"HOG 3K ' 7KDFNUD\ %’rérfsg-r%@rencingbetweenthem.
JLIXUH +H FUHDWHG WKH ,6, FRPSDQ\ EDVHG RQ WKH




DQG MRXUQDOV ,Q WKH EHJLQQLQJ V
FRPSDQ\ DQG DOWKRXJK WKH ,6, KD
standards, it is inevitable that there would be at

least some bias. Today, there are three primary

databases that do not work together, but use similar

methods.

ISI Thomson Reuters, Web of Science

X 6FLHQFH &LWDWLRQ ,QGH[ )RXQGH
X 6RFLDO 6FLHQFH &LWDWLRQ ,QGH]
X $UWV DQG +XPDQLWLHYV &LWDWLRQ

BFRSXV (OVHYLHU
X )RXQGHG

JLIXUH  'LDJUDP VKRZLQJ VWUHQJIWK R I&RNHY DIH HDFHRRVYIWKH KDUG VFLH
between research areas. The thicker the line stroke between

QRGHV WKH JUHDWHU DPRXQW Rl UHIHUHQFLQJ EHWZHHQ WKH “HOGV

Evaluative Bibliometrics
Evaluative bibliometrics is focused on measuring
and assessing the impact of scholarly publications.
This method is based on the assumption that the
number of citations correlates directly to the
PHDVXUHPHQW RI VFKRODUO\ LPSDFW 6PDOO
JLIXUH EHORZ LOOXVWUDWHY WKH OHYHO RI FRQQHFWLYLW\
EHWZHHQ YDULRXV VFLHQWL“F MRXUQDOV LQ UHODWLRQ WR
IDWXUH WKH VFLHQWL*“F MRXUQDO FXUUHQWO\ ZLWK WKH
KLIKHVW MRXUQDO LPSDFW IDFWRU 2QH FDQ VHH WKH
VWURQJHVW FRQQHFWLRQVY EHWZHHQ WKH MRXUQDOV 1DWXUH
and Science, another very popular journal.

JLIXUH 'LDJUDP VKRZLQJ WKH UHODWLF

EHWZHHQ WKH MRXUQDO 1DWXUH DQG LW

Main Databases and Coverage MRXUQDOV 1DWXUH FXUUHQWO\ KDV WKF
There are only a handful of organizations that track WKH VFLHQWL“F “HOG DQG WKH LPSDFW |

and report bibliometric data on academic authors LQ WKDW “HOG DUH RIWHQ FRQVLGHUHG I

&5($7,9( 7(&+1,48(6 +$1'%22.



Google Scholar X 6SHFLDO &RQVLGHUDWLRQV &LWDYV

X )RXQGHG UHODWLYH DQG GHSHQG RQ WKH UHYV
X OXOWLGLVFLSOLQDU\ areas have the same volume of publications or

average rates of citation. Some research areas are
Standard Bibliometric Measures and Methods simply not focused on publishing in journals but

X $UWLFOH &LWDWLRQ &RXQW 7K HsharX r&eHrth irimany tArdgh Dddferences.

article is cited.
X ODWWKHZMV /DZ 20GHU DUWLFOHYV
existed for longer and are therefore more likely to
have been cited more over time.

X %UDGIRUGMV /DZ RI 6FDWWHULQJ (
UHFRJQL]JHG E\ 6 & %UDGIRUG LQ WK
PRVW VLIQL“FDQW DUWLFOHYV LQ DQ\
investigation are found within a relatively small

cluster of journal publications.” (Bradford, Segen's
OHGLFDO 'LFWLRQDU\ ORVW UHV

use the core publications, and do not %\cl) b%yond
YLIXUH $ UHSUHVHQWDWLRQ RI KRZ WKH K_LQGH FDOFXODWH

Vv
8VHV D ZHLJKWHG FRPELQDWLRQ RI WKH QXC?’IEHULH_I'QW MRXUQDOV )RU H[DP:

publications and citation counts 6FLHQFH DUH WKH FRUH MRXUQDOV I
science.

X K LQGH[] $XWKRU OHYHO LQGH[ WKDW UHtHFWV WKH
number of papers cited and average citation counts Webometrics

+LUVFK Overview
X -RXUQDO ,PSDFW )DFWRU -,) 7 KWebDnYekiitsDsXie dubmitatiVe lafralysis of web
count per paper over the last two years. SKHQRPHQD ,Q FRPSDULVRQ WR ELE(
X $JJUHIJDWHG 6WDWLVWLFV 7KLV DHPFRORMWULNVVXVHG® DDHWODWLYHO\ QHZ
reference when choosing to award government use many similar tools, such as web citation analysis,
funding, hiring new recruits or choosing candidates ZKLFK LV DQDORJRXV WR MRXUQDO D
for promotions. Citation statistics can be calculated ,QJZHUVHQ 7TKHOZDOO 7Kl
at different levels of complexity, such as at the difference is the way in which these connections are
department level, the university level, or even as far made. Webometrics evaluates a publication based

as the national level. RQ WKH QXPEHU RI OLQNV WR VSHFL*"




JLIXUH 'LDJUDP GHVFULEL

Similarly to bibliometrics, there is an indirect concept of the journal impact factor.

relationship between the quantity of work produced
and the visibility of a website. The same assumption
is made however that the number of references is a
valid measure of the productivity or value of a
journal or author.

X Link Analysis: The quantitative study of hyperlinks
between web pages. The web impact factor is

similar to journal impact factor, and the idea that the
more publications you have, the more productive
\RX DUH 8QLYHUVLWLHV PXVW QRZ SURPRWH WKHLU
UHVHDUFK RQOLQH WR DWWDLQ JOREDO LPSDFW /LQN
analyses are thus performed to determine the

. . . . . Bowtie Model
relative ranking of various universities.

$ VXEVHFWLRQ RI ZHERPHWULFV GHD

X Web citation Analysis: $FDGHP L E MRXUQDcreateaclear picture of what the overall web looks
YSIS: %LNH IURP D ELUGMV H\H YLHZ +RZ F

publications that are now also published online are _ . .
web pages be conceptualized and organized in

being measured to see if the web can provide a . .
wider use of research. This tvpe of indexing is stil such a way that we can represent its structure in one
) yp g model? The Bowtie model of the web is the most

considered unstable due to the short shelf life of .
web pages. a lower ability to have quality control widely accepted model of the overall structure of
pages, y quality ' the entirety of the internet (Broder, 2000). The

and expansion of the web. Web citation analysis is . .
. L . organizational components of the Bowtie model are
essentially the same as counting journal article )
described below.

citations, except the references have been

established over the web. There is a high correlation % SCC 6 UR%JO\ &R HEWHG &RPSROQF
EHWZHHQ ,6, FLWDWLRQ SDWWHUQV 'I1D VW EOLV
of the Web where web pages are all strongly

MRXUQDO FLWDWLRQ L LFHV H
uQDO Q LQG ’QJEHH&HQWHG WR HDFK RWKHU WKURX:

SCC links always bring you back to one of these
core web pages.

X OUT: This section refers to web pages that are
found within the SCC, but do not always lead you
back to articles that are within the SCC.

W
H
W

X Describing the Web: There exists a wide variety of
quantitative data used to describe the web. Such
measures include webpage size, type and number

of meta-tags used, and the use of the technology.




X IN: Refers to links that begin outside, but can lead
directly to the SCC.

X Disconnected components: Web pages existing
outside of the SCC. These web pages are not as
easily discovered or accessed, and do not lead back
to the other sections.

YLIXUH
the overall structure of the internet.

Bowtie Model Diagram:

Google Scholar

Google Scholar is an online bibliometric database
containing thousands of scholarly articles. Google
Scholar includes lists including who cited which
particular article, while providing names, dates and
links to each. Google Scholar allows you to create
your own personal library catalogue and stores your
citation lists, keeping your reference material

organized and making it easy to reference these

sources from anywhere at anytime. Google Scholar

uses primarily evaluative metrics when awarding
QXPHULFDO UDQNV $UWLFOHYV KDYH
are readily visible and allow you to access each

article or reference by a web link. Google Scholar

provides author and journal h-index, the standard
SUDFWLFH IRU ELEOLRPHWULFV ,Q D
SURYLGH WKHLU RZQ V\VWHP ZKLFK
K LQGH[] DQG ZRUNV LQ PXFK WKH V!
like the original Google search engine, it allows

selection of advanced search options, author bios,

and more.

*RRJOH GHVFULEHV WKHLU V\VWHP D
EURDGO\ VHDUFK IRU VFKRODUO\ OLYV
place, you can search across many disciplines and
VRXUFHV DUWLFOHV WKHVHV ERRN
opinions, from academic publishers, professional

societies, online repositories, universities and other

7KH %RZWLH PRGHO D GLDJUSHE Y& WHM DVRIRJOH 6FKRODU KHOSV

work across the world of scholarly research.”

(scholar.google.ca). Google Scholar is quickly

becoming a strong citation index competitor to the

PRUH WUDGLWLRQDO ,6, DQG VLPLOD
OHKR <DQJ *RRIJOH 6FKROL

however not exhaustive, and if one is looking for

UHVHDUFK ZLWKLQ D SDUWLFXODU “H

one of the other indices that focus on a particular

area of interest.




Comparing Google Scholar to Traditional Citation

Indices JLIXUH 7TKRPVRQ S5 HXWHUV -R)
X &LWDWLRQ LQGH[ LQGHSHQ G H Q WFaetbrs fDigital image]

X &LWDWLRQV FDQ LQFOXGH MR XU @ip:@ibguitesl dute dufeithionad@yaiH Q W V

and legal documents

X OXOWLGLVFLSOLQDU\ FRYHUDJH RLINOUBEMHRPWWDYRY 3 7 7KH VKD
6FLHQFHV WR +XPDQLWLHYV Graph [Data Visualization]
X %URDGHU UDQJH RI FRYHUDJH WKMNNWNGFREXWVIROOKBYOBXWGX aSPHWD]C
less exhaustive HBRIBWKHB:HEBDB%RZWLH SGI
X 1RZ FRQVLGHUHG D FRPSHWLWRU WR ,6, DQG WUDGLWLRQDO
bibliometrics References

$OPLQG 7 & ,QJZHUVHQ 3 , Q
Images DQDO\WHV RQ WKH :RUOG :LGH :HE P
Figure 1: Malinsky, R. (2012) The interrelation of DSSURDFKHVY WR L:HERPHWULFVM -R’
webometrics and bibliometrics, cybermetrics, 'RFXPHQWDWLRQ
informetrics and scientometrics. [Digital image]
http://malinsky.eu/blog/what-is-webometrics/ %DUDEDVL $ / $OEHUW 5 (PF

VFDOLQJ LQ UDQGRP QHWZRUNYVY 6FLI
JLIXUH *DU“HOG ( >3KRWRJUDSK@
http://www.the-scientist.com

%HQFH 9 2SSHQKHLP & 7TKH
Figure 3: Mapequation.org. Science and social SHHU UHYLHZ RQ WKH 5HVHDUFK $VVI
science citation map [Data visualization] -RXUQDO RI ,QIRUPDWLRQ 6FLHQFH
http://users.dimi.uniud.it

%UDGIRUG 6 & 6RXUFHV RI LQI

JLIXUH B6WHIDQHU 0 DQG (LJHQIDBWRIW BWRKENMFHWWY (QJLQHHULQJ $¢C
9LVXDOL]DWLRQ RI WKH FLWDWLRQ-RXU QDWWKH MRXUQDO 1DWXUH
>'DWD YLVXDOL]DWLRQ@ 8&/$ 6FLHQFH DQG (QJLQHHULQJ

Blog. http://blogs.library.ucla.edu Bradford's law of scattering. (n.d.) Segen's Medical
'LFWLRQDU\ 5HWULHYHG 2FWRE

JLIXUH ODUQHWW $ 9 D U L D WittpR/iQedichl-didtidthaky.theQe@didtionary.com/Bradf

between two researchers with the same number of ord%27s+law+of+scattering

SXEOLFDWLRQV >*UDSK@ KWWS ZZZ EHQFKt\ FRP




Broder, A. (2000). Graph structure in the web. Journal 6PDOO + &R FLWDWLRQ LQ WKF
RI &§RPSXWHU 1HWZRUNYV A new measure of the relationship between two
&DZNHOO $ 9LVXDOL]LQJ FL \WobumenRsQobrRaQADtHEFAMErRaED Bociedy for

% &URQLQ DQG + % $WNLQV (GV ,QJIRHPODEVRRQ 6FLHQFH

.QRZOHGJH D )HVWVFKULIW LQ +RQRU Rl (XJHQH *DU“HOG

OHGIRUG 1HZ -HUVH\ 7KDEFNUD\ %  %URFN + % (XJF
KLVWRU\ VFLHQWL“F LQIRUPDWLRQ D
&KHQ & ,QIRUPDWLRQ 9LV XD Ol %0 WELIRRQ LYQH PRYEG +WK HSWNLQV (G V

+RUL]JRQ QG (GLWLRQ 6SULQJHU .DHRZORIEBNH D JHVWVFKULIW LQ +RQR
OHGIRUG 1HZ -HUVH\

*DU“HOG ( &LWDWLRQ DQDO\WLYVY DV D WRRO LQ MRXUQDO
HYDOXDWLRQ 6FLHQFH Thelwall, M. (2008). Bibliometrics to webometrics.

-RXUQDO RI ,QIRUPDWLRQ 6FLHQFH
*DU“HOG ( &LWDWLRQ ,QGH[LQJ ,WV WKHRU\ DQG

applications in science, technology, and the
KXPDQLWLHYV :LOH\ QWHUVFLHQFH 1HZ <RUN

+LUVFK - ( $Q LQGH[ WR TXDQWLI\ DQ LQGLYLGXDOMYV
VFLHQWL“F UHVHDUFK RXWSXW 3URFHHGLQJV Rl WKH 1DWLRQDO
$FDGHP\ Rl WKH 6FLHQFHYV

,QJZHUVHQ 3 7KH FDOFXODWLRQ RI :HE ,PSDFW
J)DFWRUV -RXUQDO RI 'RFEXPHQWDWLRQ
OHKR [/, <DQJ . ,PSDFW RI GDWD VRXUFHYV

RQ FLWDWLRQ FRXQWYV DQG UDQNLQJV RI /,6 IDFXOW\ :HE RI
Science vs. Scopus and Google Scholar, Journal of

WKH $PHULFDQ 6RFLHW\ IRU ,QIRUPDWLRQ 6FLHQFH DQG
7HFKQRORJ\

OHUWRQ 65 . 7KH 6RFLRORJ\ RI 6FLHQFH

TKHRUHWLFDO DQG (PSLULFDO ,QYHVWLJDWLRQV 8QLYHUVLW\ RI
&KLFDJR 3UHVV &KLFDJR




Design Adam Owen
.. Theresa Slater
Fiction

Overview Build a possible world around the product, then
Design Fiction uses creative storytelling methods explore that world.
to expand a designer's scope throughout the Build a possible product within a world, then explore
conceptualization process. It focuses on diegesis that product.
and disbelief suspension in exploring the
near-future possibilities of product development. Design Fiction encourages the building of a story
Diegesis is a method of narration that unfolds the and the world around a product, where by
world as it is operating within the story. Design practitioners develop insights regarding their
“FWLRQ DV D PHWKRGRORJ\ LV VW lpQucts@saardfdrry &t WdllR® @ relation to the
development, and is considered to be a world around it.
type of an approach or mindset, rather than a
single technique. Background

7KH WHUP 'HVLJQ )LFWLRQ ZDV “UVW
Design Fiction involves exploring hypothetical Sterling in 2005’s Shaping Things. Sterling used the
futures, either possible, probable, or plausible. It term to explain his process as a Science Fiction
then works to conceptually or physically build them writer, explaining that Design Fiction is about
RXW DGGLQJ ORJLF WR D “FWLR Q Dczafing de@igh bAsRd Becbridtibs| and that its
work with greater texture and granularity. Design purpose is to use ‘designerly practices’ to create
Fiction is borne of Science Fiction. Science Fiction more realistic, detailed imaginary worlds.
writers frequently utilize this method to foster
believability in their worlds. Designers can use the O'HVLJQ KDV IHZ XQLYHUVDO VFLHQW
same type of thinking to make their products more You can ponder many a design text without ever

useful to future users. “QGLQJ D TXDGUDWLF HTXDWLRQ D V




RU DQ H[SHULPHQWDO SURRI % X W vigibhy apb€ar\askpto@tyde®fdr future

DIIHFWHG P\ VFLHQFH “FWLRQ SURIRNRKQRORQGFMROVADOALVRQPHQWYV P

,MYH EHHQ ZULWLQJ OGHVLJQ “FWLRQP IRU \HDUV QRZ

'HVLJQ “FWLRQ UHDGV D JUHDW GHD® OLNHRWEDHGHLQHHU -XOLDQ %OH

“FWLRQ LQ IDFW LW ZRXOG QHYH UWo Rif payes bWskposiQoRhaftieCelationship of

reader to separate the two. IDFW IROORZLQJ “FWLRQ DV GHVFULE
%HOO FRXOG EH FRQWUROOHG LQ VR

7KH FRUH GLVWLQFWLRQ LV WKDW HhetteMundepstoddvdd eRn@aRsDd\gditle real world

PRUH VHQVH RQ WKH SDJH WKDQ VEBHMLE® “FWHRHF BHRH¥RQFOXGHG WKD

6FLHQFH “FWLRQ ZDQWYVY WR LQYRNWRVKBFK RYGHXUFD®EDOO\ VFLHQFH

credibility of science for its own hand-waving two facets of the same goal; to realize ideas and

KRFXV SRFXV EXW GHVLJQ “FWLRQRADIQHEHSPRGXFWY RI WKH LPDJLQDWI

SUDFWLFDO PRUH KDQGV RQ ,W VIxRdnhdumtbslievaR thel pMpoSe\oHDdRIgn Fiction

the miraculous, but it moves much closer to the is to use the freedom that hypothesis allows to solve
JORZLQJ KHDW RI WHFKQRVRFLDO BEXsthgldedignproblénis hile exploring social

Sterling, Shaping Things(2005) effects of proposed design solutions.

Meanwhile, a paper by Paul Dourish and Genevieve O$V LQ WKH IDPRXV FDVH RI %ULWLV|

%HOO KDG EHHQ FLUFXODWLQJ IRUDXWHKR LE HURMIKHX B HL QUODUNHMY VSHFX
SXEOLVKHG LQ WKH MRXUQDO 3HUWRIKID T FDRPXQ@EEDWLWRXWDWHOOLWH V
&RPSXWLQJ LQ $SULO RI , Q 5 H YherdlWabtiQipate huYagtél Isitapes technological

Reading Science Fiction Alongside Ubiquitous futures through its effect on the collective

&RPSXWLQJ 'RXULVK DQG %HOO IRUPDIDUQB® MRKHPLBBIXOO 'RXULVK DQG *|
WKDW 6FLHQFH )LFWLRQ GLUHFWV BRQWHPBRHUHD UV yRMWHOWML“FHDGLQJ 6F

research as a component of design thinking. $ORQJIJVLGH 8B8ELTXLWRXV &RPSXWLQJ
IRWDEO\ ZKLOH WKLV SDSHU zZDV “UVW SXEOLVKHG

DFDGHPLFDOO\ LQ LW KDG EHHRarfeseUF XODWLQJ LQ GUDIW

form for nearly a decade among designers, futurists 1. Design Fiction can expand one's scope

and computer scientists. The two most important, Design Fiction as a mindset allows designers to

interlinked ideas from this paper were that “science EUHDN IUHH RI WKH FRQVWUDLQWYV R
“FWLRQ GRHV QRW PHUHO\ DQWLF L&pprobidt ek waddide \Whifettétad by (often

shapes technological futures through its effect on self-imposed) limitations. Design Fiction has the

WKH FROOHFWLYH LPDJLQDWLRQP po@és toddhizinge Ae¥ifiletd @i Hsers thak chénge




is both possible and likely. It encourages the X $SQWLFLSDWRU\ (WKQRJUDSK\ VWXG

participant to accept a variety of possible ‘quality’ DXGLHQFH LQWHUDFWLRQ DQG FRQ\
futures. It challenges the designer to acknowledge RXWFRPHV $XWKRUV -RVHSK /LQGO
the likelihood that context and use of a product will 5REHUW 3RWWYV

vary from an assumed case. This technique is X )IXWXULVP $UW +LVWRU\ ,Q YHC
performed in order to “.. enhance our capacity to published The Futurist Manifesto and started the

seek out and work with possibility, enrich European Futurist movement. It was both artistic
communication in the exchange of speculative and political, advocating the importance of the

ideas, disrupt conventional mindsets with machine over the demands of Communist

SURYRFDWLYH YLVLRQV RI DOWHUQ xhdlrérslanKotthet bhstivitiobsQ/@rirztt U P
LQGLYLGXDO DIJHQF\ P -RQDWKDQ 56éppaddFIiNs an earlyxample of how futures can
articulate the value of an idea in the present.

2. Design Fiction can communicate an idea’s value X )RUHVLIJKW )XWXULVP LV DOVR WKI
'DYLG .LUE\ XVHVY WKH WHUP LGLH J Hvsdti€al BteHohm\WhiSHWrMniitéhds are

describe the product and outcome of design examined as a means to present their possible
“FWLRQV D “FWLRQDO DUWLIDFW L Qenbs.Fs\alsRafeGicprattce/ibusndss\o K D W
nevertheless articulates its own use and need in the anticipate market needs and conditions, and

UHDO ZRUOG )RU H[DPSOH LQ WKH préperevmarggtReporthefore the competitor.

gestural computer interfacing was shown as a X $IURIXWXULVP $ FRPPRQ FULWLFLYV
plausible future technology. The technology had futurist perspectives is the continuance of the

HILVWHG IRU VRPH WLPH SULRU WR dbdnkehhpbary MatussqudR kb iXskhalte R Qeople,

but did not have any share of place in common this can be disengaging. Afrofuturism is a
LPDJLQDWLRQ )ROORZLQJ WKH “OPMY IHFLHBPNMBOXKBHNYHQHOBG UHVSRQVH
technologist working on gestural interfacing could imagines Afro-centric futures. It has counterparts

count on some public reception to their work, and in other subaltern identities.

FRXOG UHO\ RQ WKH “OP DV DQ H[DP $OGHHWRH RULFOQMW_.RMR 6FLHQFH )LFWLF
that supposes hypothetical realities (usually

Variations events, social structures or technologies) and

This technique is also called: explores the result those possibilities could have.

X ([SHULHQWLDO )XWXUHV IRFXVHV RsQ litePaPy/Hy&hre | thede edplotadighs usually take
Fiction. (Noah Raford) a narrative form to place the reader in the created

X 'LHIHWLF 3URWRW\SLQJ RIIHULQJ wald,lbqithiR 3WoL &dways the case. An example
UHSUHVHQWDWLRQV RI WHFKQRORRIFD@QBRVYDLEUOMWLYHVSRHFH RI VFL
'DYLG .LUE\




Star Trek Technical Manual, and while the Star Trek and envision a technology built around

world began as a narrative, it has grown to include that solution.
many interlinked properties, some of which, like
the Technical Manual, are not based in narrative. :KDW HIIHFW ZRXOG WKDW WHFKQR
X 6SHFXODWLYH '"HVLIJQ 6SHFXODWLYBHUHVHQQVLIWHLPDWDRIQ RI \RXU SUF
to Design Fiction, however it does not make use of would your present product, augmented by that
diegesis and other narrative elements to create. technology, have on today’s world? Does that
Instead, it supposes a likely future and designs to technology suspend your disbelief?
that end. As such, it is constrained by the same
limited scope that Design Fiction tries to escape. Inputs:
3 Die
Using the Technique
The following is a proposed example of how to use 6 Governments
Design Fiction as a technique. The inputs listed '"LVFLSOLQDULDAQ
provided an opportunity to develop many variant 2. Authoritarian
worlds quick. Each roll of the die builds a world with 'H FHQWUDOL]HG
a unique government, economy and society type. 8WRSLDQ
This process is used to “defamiliarize and disrupt 5. Anarchy / Failed State
[...] to anticipate (or create) alternative possible 6. Democracy

IXWXUHV LV ZKDW VFLHQFH “FWLRQ GRHV P %OHHNHU
2QFH WKH SUDFWLWLRQHU LV VLWXBWHeGeZLWKLQ WKH ZRUOG

the following questions are used to carry one’s idea /IDWH &DSLWDOLVW
or product through various phases of future 2. Merchantile
forecasting. &RPPXQLVW

'H FHQWUDOL]HG HJ %LWFRLQ
,PDIJLQH D IXWXUH LWHUDWLRQ FISRixist SURGXFW “IWHHQ
YHUVLRQV IRUZDUG %XLOG D ZRRb&-ScakityRXQG LW :KDW
issues will the product face, given your conception
RI WKH IXWXUH" :KDW LVVXHV ZL6&S30cietts UHVROYH"
&LW\ VWDWH 8O0OWUD XUEDQ
%ULQJ WKH SURGXFW LQWR WKH2PRGitWQ ZRUOG :KDW
issues today need to be resolved to make the 1RPDGLF
product a reality? Take the solution to those issues +XQWHU JDWKHUHU
5. Trans-national United Earth




The outcomes of this exercise as a Design Fiction OLQRULW\ 5HSRUW 'LU 6WHYHQ 6SLH
PHWKRG DUH SRWHQWLDO DFWLRQ®HOW XLQAVRIKWY P VIR DELOWWRQ 'UH

to conceptualize change materially and to provide a 6.* &UXLVH :DJQHU 3URGXFWLRQV -X
VWRU\ XVHG WR FRQWH[WXDOL]H SERWIGIFMAV WRDWHULDOL]DWLRQ RI WK
clients/collaborators with. Foresight and Design. OCAD University, 2011.

Works Cited 6WHUOLQJ %UXFH 6KDSLQJ 7KLQJV
Bleeker, Julian. “Design Fiction: A short essay on MIT Press, 2005.

GHVLJQ VFLHQFH IDFW DQG “FWLRQ P KWWS

www.nearfuturelaboratory.com, March 2009. Tanenbaum, Joshua and Tanenbaum, Karen and

:DNNDU\ 5RQ O6WHDPSXQN DV 'HVLJ
'RXULVK 3 DQG %HOO * OS5HVLVWRKQBM2LAGs)iX WXa® pOR2. 5HDGLQJ
Science Fiction Alongside Ubiquitous
&RPSXWLQJ 3HUVRQDO DQG B8ELTXLWRXV &RPSXWLQJ
9ROXPH ,VV XH $SULO

.LUE\ 'DYLG O7KH )XWXUH ,V 1RZ 'LHIJHWLF 3URWRW\SHYV
DQG WKH 5ROH RI 3RSXODU )LOPV LQ

*HQHUDWLQJ 5HDO ZRUOG 7THFKQRORJLFDO '"HYHORSPHQWP
Social Studies of Science 40.1

(2010): 41-70. Web...

ILQGOH\ -RVHSK DQG 6KDUPD 'KUXY DQG 3RWWV 5REHUW
$QWLFLSDWRU\ (WKQRJUDSK\ '"HVLJQ )LFWLRQ

DV DQ ,QSXW WR 'HVLJQ (WKQRJUDSK\ ,Q (WKQRJUDSKLF
3UD[LV LQ ,QGXVWU\ &RQIHUHQFH 3URFHHGLQJV SS

237-253. 2014.




Empathy
Tools

Overview

“Empathy Tools” is a technique that aims to create
an immersive understanding on the user
experiences and feelings by using physical objects,
tools and techniques to simulate an environment or
an impairment that the user might have. As an
Empathic Design methodology, its main objective is
to help designers create empathy with the target
user.

It is almost impractical for a designer to properly
develop a project if he/she has no connection with,
and doesn’t belong to, the target audience. For
instance, a young designer may have little idea
about the feeling of living as an elder with motion
impairment. Under this circumstance, the best
practice is to use techniques that put the
designer into the user’s context. In this case,
Empathy Tools is perhaps one of the most
immersive techniques that helps designers create
empathy with the users.

Davidson Zheng
Marcelo Luft

The world life expectancy has been increasing
within the past few years, which means that people
will be experiencing a longer period of their lives as
elders. In the future more people will be facing
disabilities caused by the extended aging process.

New York Times,. MIT Agelab Suit. 2011.




“...Employing empathic research strategies, Pat Moore Experiment

designers will gain insight and shared One of the earliest Empathy Tools experiments was
understanding with users that enable them to done in 1979 by an industrial designer called
create more intuitive, sustainable and successful Patricia Moore. She realized that few projects being
product outcomes.” - (McDonagh, Thomas, 2011) designed for elders were actually concerned about
getting to understand them. Therefore she decided
Background to role play an 80 year-old woman and walk the
‘H FRXOGQ W “QG DQ\ UHVHDUFK H ¥tte€t$id Rew York B hadicohtinued the
experiments done by Beatrice Webb and Giovanni experiment for three years in order to get an

%WHUQDGRQH LQtXHQFHG WKH ZD\ (Rmnbrgwik und&fKRaDdingoUtkee limitation an elder
EHLQJ XVHG WRGD\ +RZHYHU LW Lfacewd/dd 4 HaiwRsiB.1“UP WKDW
there are so many young designers and engineers

applying the technique inspired by Pat Moore’s She not only dressed as an old woman, but she also
Experiment, such as the Ford Age Suit mentioned used plugs on her ears to reduce hearing, glasses
in the Case Studies and Examples section of with cloudy lenses and prostheses to curve her

this document. spine and reduce her body movements (Moore,

Conn, 1985). Inspired by Moore’s work, special suits
were later created to simulate third-age limitations.

José Benlliure y Gil (1885) - Josep Benlliure Gil43.
Eye Magazine. (2011). Patricia Moore Retrieved from: Wikimedia Commons. In 06/10/2015




Learning from beggars

In 1206, Giovanni Bernadone, now known as St.
Francis of Assisi, during a pilgrimage to Rome,
decided to experience the life of poor people.
He borrowed rags from a beggar outside St.
Peter's Basilica and spent the rest of the day

‘H FRXOGQ W “QG DQ\ UHVHDUFK HYL
experiments done by Beatrice Webb and Giovanni
%HUQDGRQH LQtXHQFHG WKH zZD\ (PS
being used today. However, it is true there are so

many young designers and engineers applying the

technique inspired by Pat Moore’s Experiment. For

EHJJLQJ IRU FKDQJH ,W ZDV RQH RkaWpteHhé BordMgel 8us bhdhitiohed on the case

experiments that we know of.

Unknown (1875) - Webb. Retrieved from:
Wikimedia Commons. In 06/10/2015.

From comfort to the sweatshop

In 1875, as part of a research project into urban
poverty, Beatrice Webb decided to leave her
comfortable and wealthy life and dress up in simple
clothes and work in an East London textile factory.
The experience motivated her to advocate for the
co-operative movement.

studies session of this document.

Purpose

This technique is performed in order to:

Ximprove awareness and empathy for the target
user.

X Get a deeper understanding of the user’s needs
and feelings.

X Collect emotional and rational insights.

X Provide insights and inspiration for future research
and design.

XTest out ideas and experiences from the user’s
perspective.

In order to achieve the objectives aforementioned,
it is worth mentioningt that there are some
precautions that need to be considered during the
experiment. (Refer to Risk and Limitations)

Variations

JRU EHLQJ D YHU\ VSHFL“F DQG GHWTE L
Empathy Tools do not have many variations. We

FRXOG “QG VRPH UHODWHG WHFKQLT
designers create and increase empathy for the users

as well, however, they are not as immersive as

Empathy Tools. Most of them are only written




documentation gathering all the information whereas Empathy Tools can be used at both the

DERXW WKH XVHUMV SUR“OH beginning and during the project development
phase.

Personas

Personas are a technique to help designers create Interviews

HPSDWK\ IRU WKHLU XVHUV &R P P RIQeiewg/atehenbraliy used ® gael/more

based on real people that represent your target in-depth and personal information of the target

XVHU (DFK SUR“OH FRQWDLQV D S K&RMBRbe@dpeidomalQit&abdbe essential to

brief description of a person. It is considered to be understand the user’s feelings and needs towards a

a much more meaningful way to present your target VSHFL“F SURGXFW RU VHUYLFH /LVW

user than simply describe it as, for example, “Our and immersing in their personal lives will put the

target users are males between their 20s and 40s team in a direction of a more empathetic design

with a strong wish to succeed in their careers”. It is perspective. Despite being a more in-depth

ZRUWK PHQWLRQLQJ WKDW WKLV StddRriiquie, itsiINswiotall inkhizigikeGs EQpathy

real people, otherwise it may ended up being just Tools (Vanhuysse, 2008).

stereotyped information. The main difference with

Empathy Tools is that this technique doesn’t Shadowing

immerse you into the user’s life. It only gives you Shadowing is an observation methodology which

enough information so that you can relate to a aims to put the researcher as a witness to someone’s

SHUVRQ LQ DQ HVVHQWLDO EXW VX8 tdtitihe Bx @heif BN habitat during a certain

usually used at the beginning of the project, period of time. By doing that the observer will be
able to gather meticulous information about the

Bolt Peters - Dolby Personas. Retrieved from: person's life, therefore creating empathy with the

boltpeters.com. In 06/10/2015 observed. “Data from shadowing are grounded in

actual events rather than reconstructions of
previously occurring events as in focus group and
interviewing collection techniques.” (Quinlan, 2008)

Example

EMPATHIC DESIGN CREATES A NEW BABY BOTTLE
LINE http://www.icsid.org/news/
year/2006_news/articles267.htm

Empathy Map




Empathy Map is a collaborative tool to gain a the opportunity to empathize by role playing.
deeper level of understanding of the needs and

behaviors of customers within a given context such

as using a product. Like a persona, it can represent a Bodystorming

user group. It is usually labelled and divided into six There are two variations of Bodystorming. One
sections, Think & Feel, See, Hear, Say & Do, Pain, doesn’t requires acting, where the designers are
and Gain. During the ‘empathy’ part of the exercise, asked to visit the user’s real environment to observe

and collect data, followed by a brainstorming on

site. The second variation is very similar to

Role-playing. Despite having a strong focus on

putting the designer in the real scenario while
BROHSOD\LQJ DUH XVXDOO\ VWDJHG |
second variation, the designers have to act as the

XVHU DQG SHUIRUP D VSHFL“F WDVN
should be brainstormed on site as well.

“...bodystorming should be seen as a way of
XPLANE (n.d.) Empathy Map working (and playing) with data in embodied ways,

‘being there’. Bodystorming seems particularly
WKH GHVLJQHUYV “O0V HDFK VHFW Lsui@bl2 fongettidHfaQiR With unfamiliar activities

experiences that a real user may have. (Osterwalder, in easily accessible locations. Embodiedness and
A., & Pigneur, Y. 2010) creative problem-solving onsite will enhance
understanding of the problem domain.”
Goes By (Oulasvirta,Kurvinen, Kanjaunen, 2003)
'XULQJ WKLV UHVHDUFK ZH ZHUH DEOH WR “QG WZR
techniques that have similar characteristics to In addition, some authors (Simsarian, 2003)
Empathy Tools, even though they are not exactly GH“QH %RG\VWRUPLQJ DV RQH RI WKI
identical. It would be even possible to consider (Understand — “Where to look”, Observation:
them variations of Empathy Tools. What made us “Re-creations”, Visualization: Bodystorming,
GH“QH WKH IROORZLQJ WHFKQLTXHW DU XDHOIIRMH G5BIQGHRBR@W O'HEXJJL!
variations, was the fact that all three techniques Implementation: “Informance”) in the process of
share most of their main characteristics. All of them the Role-playing technique.

put the designer in the user’s position giving them Role-playing




Role-playing is a technique for designers to test out
an idea or experience by assuming characters and
scenarios and acting them out. The process is
supported by props, mock-ups, and rapid
prototyping. It allows designers to empathise with
users and study interpersonal behaviors.
Role-playing can be applied to all phases
throughout the design process. It is slightly different
from Empathy Tools, where it can be applied to any
kind of the project and it focuses more on the
interaction between user and product, whereas
Empathy Tools are often used in projects regarding
users with impairments and has a strong focus on
testing how the user’s disabilities may affect his or
her experience towards the product. IDEO is known
for using this technique on their projects and for
being a core defensor of it. (Simsarian, 2003)

Role Playing at IDEO (Simsarian, 2003)
Using the technique

Steps

1. Collect as much information from the target
audience as possible. It is highly important to have a
deeper knowledge of the user before starting the
next steps. More qualitative data being collected in
this phase will lead to a more accurate and
successful simulation. Data collection can be carried

out using research techniques such as shadowing
observation and/or direct interviews.

'"HWHUPLQH WKH OHYHO RI “GHOLW!
KDYH 5HPHPEHU WKH GHJUHH RI “GF
LPSDFW RQ WKH “QDO UHVXOWYV [/RZF
lower cost but less accurate information in the
UHVXOWYV 6RPHWLPHVY WKH OHYHO RI
which phase of the project the technique is being
used. Imagine that a simulation has already been
done using Empathy Tools early in the project. It can
be applied to test out the project already
in-progress or to get data to start an iteration
process.

%DVHG RQ WKH GDWD JDWKHUHG L
WHDP PXVW GH“QH WDVNV WR EH SHU
scenarios where this tasks will be performed at. For
the simulation, It is extremely crucial to reconstruct
an environment that resembles the reality to match
what have been discovered during Step 1.

4. Considering that, by this time, it is already clear
which kind of impairment your target audience has,
the team should choose which techniques and tools
will be used to simulate the limitations to create the
immersive experience. For mental impairments, it is
much harder to replicate the mental status or
performance. You may need to create your own
techniques to get a closer feeling of it. For example,
if you need to simulate the experience of an
intoxicated user, you may ask the participant to
perform distracting mental tasks, like counting




backwards from 100 in steps of seven, while trying
to use a product. It may be interesting to consider
how much foreknowledge the participant has on the
project because it may affect the accuracy of the
results. (Hoss, Roopani)

5. Run the simulation. During this phase it is very
important to have a script that keeps track of
everything to be tested. One person from the team

orunpleasant experiences.

Participants may be injured if the environment is not
well controlled or the experiment is not overseen
with caution. Depending on the techniques or types
of impairment and the techniques being used,
simulating mental impairment simulation
experiences can generate negative feelings such as
tiredness, anxiety or frustration (S.,& Doe, T.)

PD\ DFW DV WKH GLUHFWRU ZKR JLRed\is&sXcanndt@bhRdohRhaNnmpsinhent.

to the participant, so the participant can focus on
performing the tasks.

6. Record the results, including feelings, behaviors
and reactions of participants, through notes, videos,
and/or photos.

Risk and Limitations

Simulations and experiments are designed to gain
insights from a user’s day-to-day experience. In the
case of simulating an impairment, it is controversial
how effective the tool is in giving measurable
outcomes, without putting the participants in a
given reality.

The adaptation to disabilities
Since people with disabilities adapt to the

LQFRQYHQLHQFH LQ WKHLU GDLO\

simulate such adaptation and chronic effect.
However, it is possible to run dedicated
experiments that take considerable amount of
time that allows the designer to empathize to a
greater extent.

Physical Simulation has risks of causing injuries

The designers must be aware of the fact that target
users cannot simply walk out of their impairments
like in the simulation. Apart from carrying out the
tasks, the participants should try to empathize with
such mindset. Since the simulation focuses on a
particular impairment, it does not necessarily
provide a whole and contextual experience. (S., &
Doe, T))

Not all the details of an impairment can be
simulated.

For example, certain sensory impairment such as
loss of hearing in a particular range of frequency
can be hard to simulate.

An impairment can have varying levels of severity.
The designers and participants should also not
Sdreotype athot ah inpaitmé it X-or \ékawdie, the
negative experience from a simulation tend to
encourage impressions that disabilities prevent
people from carrying out basic tasks by themselves
such as working or attending schooals.

The discrimination against the disabled rooted in
the design of the environment.




The simulation tends to consider the disability at an design.
individual level; is neglecting the lack of adoption

of universal design principles in existing built Case Studies and Examples
environment and social policies. Ford Third Age Suit and Pregnancy Suit,
Ford Motor Co.
Input Ford engineers designed a Third Age Suit that
The complexity of requirements may vary based on reduces a person's motor skills, vision and
WKH OHYHO RI “GHOLW\ DQG WKH VgarsHilii.IAfteP @ildngUWhriHa@rg/using the suit, the
being simulated. In a simple role-playing scenario, a young engineers could have a deep understanding
VSHFL“F WDVN PD\ EH WHVWHG XVLRIJZAAKQOW SDSEHWRI OLPLWDWLRQV DQG
prototypes. However, if a severe impairment must to build solutions for. The data collected in this
be tested, as in the case of a mental impairment, it experiment was used in the development of the

PD\ EH QHFHVVDU\ WR EXLOG VSHFNeWwFaF&esY RU KLUH D
specialty company to do so. Refer to Case Studies
DQG ([DPSOHV LQ WKLV GRFXPHQWFWIRSocu Gfricdrdedigned a pregnancy suit, called

these services offered by these companies. the empathy belly, which aims to help young female
and specially young male designers to understand

Output the limitations a pregnant woman has to deal with

The simulation results are recorded by designers or while driving a car.

observers. Unstructured data including thoughts, For more information about these projects, please

feelings, behaviors and reactions may be recorded
through notes. Videos and photographs can also be
XVHG WR FDSWXUH VSHFL“F PRPHQWYV

Next Steps after Exercise

All the data should be carefully analyzed and

translated into do's and do not's for the project. The

results will also provide detailed insights of user

DFWLYLWLHY 'HVLJQHUV ZLOO EH DEOH WR UHtHFW IURP ZKDW
they recorded or observed and better empathize

with the potential constraints for their target

DXGLHQFH 7KH\ VKRXOG LQFRUSRUDWH WKHLU “QGLQJV

into further research or optimization of the existing
Basic, R (2012) Ford Third Age Suit




watch these videos: Third Age Suit:
https://youtu.be/CEDF9ut7iCc, Pregnancy Suit:
https://youtu.be/ium400As1qY.

Disguised, Pat Moore
Patricia Moore, while working as an industrial

designer, decided to experience the limitations and

Suits and similar techniques that increase empathy
for impaired users.

To understand and get to know more about Patricia
Moore’s work, it is highly recommended to watch
the lecture she gave at California College of Arts.
https://www.youtube.com/watch?

v=Xr3ibtQuf2o

Xtreme Aging - Senior Sensitivity Program, Macklin
Intergenerational Institute.

This is a workshop that uses exercises and
WHFKQLTXHYVY WR VLPXODWH GLI“FXOV
that elders have while performing ordinary tasks. As

a result, the participants will have their empathy

increased towards elders and any possible

stereotypes reduced. This workshop is offered to
professionals who don’t have the tools and means

to perform Empathy Tools themselves.

For more information about this workshop, check
their website at http://
www.mackliniginstitute.org, and watch this video
published at YouTube: https://youtu.be/
9nbVdSNexww.

GLI*"FXOWLHY HOGHUV IDFH LQ W K HNalk isrbylsioesh Aiois¥HWLHYV 6KH

spent three years walking the streets of New York,
using a special suit to reduce her movements and to
keep her posture bent, wore glasses with limited
visibility and ear plugs to simulate hearing
impairment (Moore, Conn, 1985). Consequently, her
work inspired other designers to create Third Age

This is a workshop that aims to engage participants
an immersive experience to better understand the
aging process, changes, and limitations they may
face in the future. The target audience of this
workshop are usually people who live with or work
directly with elders and want to get a deeper




understanding of their feelings. It is not developed
to train designers and researchers, but can be used
as such.

For more information about this workshop, check
their website at http://
extension.illinois.edu/wims/index.cfm.

Agelab , MIT.

Created in 1999, its main purpose is to create and
test ideas that may improve people’s health. They
work in partnership with business, governments and
NGO'’s to develop and design many projects with a
strong focus on elders. One of these projects is
called AGNES ( Age Again Now Empathy System). It
is a suit that reduces physical ability simulating an
elder. Using this suit, they conduct research to
better understand elders and their needs. Their suit
has been adopted by many companies during the
design and development of new products.

To get to know more about Agelab and the projects
being developed, visit http://agelab.mit.edu.
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Introduction &RQWLQXLQJ RQ ZH GLVFXVV WKH IX
7KH ZRUG taQHXU KDV LWV RULJLQ RQGWIKWMN)UNQRAK UHDOO\ GHDG" +RZ G
ODQJXDJH 7UDQVODWHG WR (QJOLFPRGWHKE PHIHXUD JDRS WDKHIRUP RU PHG
JUHQFK QRXQ LV OD PDQ ZKR VDXQWHWWRIDURVMNHULQJ FUHDWLYLW\ DQC
REVHUYLQJ VRFLHW\P 2[IRUG 'LFWYRQBUQB\E\QZGRZLQJ GRZQ GD\ WR G
$GRSWLQJ WKH taQHXU PHQWDOLWRBEQBUXYVYIQIIWKHDAKDURXQGLQJV DQG
FUHDWLYH LGHDWLRQ WHFKQLTXH DQG BER® SDREGMWPRQ SDWKV WKDW Z
VROYLQJ VROXWLRQ PHWKRG toQHRWHHDRDLEH BHAMHMODYHOOHG"

DQG SHUKDSV VOLJKWO\ XQRUWKRGR[ WRRO IRU RQOLQH DQG

RItLQH FUHDWLYLW\

7KH KLVWRU\ RI WKH teQHXU LWV ULVH LQ SRSXODULW\ DQG
LWV UHODWLRQVKLS WR WKH DUWV FXOWXUH VRFLHW\ DQG
FUHDWLYLW\ ZLOO EH GLVFXVVHG DORQJ ZLWK LWV WKHRULVHG
GHPLVH 7KH ELUWK RI WKH F\EHU teQHXU DQG DOVR LWV
SRWHQWLDO GHPLVH ZLOO EH DGGUHVVHG

7R VXP XS ZH ZLOO ORRN DW WKH ZRUN RI WKH
FRQWHPSRUDU\ DUWLVW DQG SRHW .HQQHWK *ROGVPLWK

ZKR LV XVLQJ WKH FXUUHQWO\ DYDLODEOH UHVRXUFHV RQ WKH
LQWHUQHW WR GHPRQVWUDWH LWV LQtXHQFH RQ VRFLHW\ DQG
SRSXODU FXOWXUH




History of Paris 7KH\ ZHUH OLURQ FROXPQHG JO
7R 1XO0\ XQGHUVWDQG WKH ULVH RAWNKKH WXQUHHRIUZ BLEKWWRW XS DURXQ (
XQGHUVWDQGLQJ RI 3DULVLDQ VRFLHW\D®&OW XWJ HV KORNFRHWHI FY LVLR QD U\
WXUH DQG LWV DWPRVSKHULF HQY LORXFMUMWB QA D DHMWEHF&QRORJI\P :RR

7KH tsQHXU LV D E\SURGXFW RI OD UWHAD ¥ KIIQQ WHKWH WHK BWEOLF VSDFHV ZK
ZHUH WDNLQJ SODFH LQ 3DULV LQ WRKXUQHEWIHY RO VWY  IHDRIMUXPHUV ZH L
WK FHQWXU\ 3DULV ZDV JRLQJ W KQRHIKUBKRIQDR H WKW UMY LQFOXGLQJ
ZDV WKH ULVH RI D ODUJHU ERXUJHRIDWHGDVKHGKWH BFEUHRRIUADQQ DQG P X
RI WKLV QHZ FODVV EURXJKW DER XWH WKL 6 YQOR SRIQQMLQHG VSDFH F
DQG LQWHJUDWLRQ RI QHZ WHFKQRKRJUH VRW R RXSSRWIW\W@XRG REVHUY
PHHW WKH QHHGYV LQ WHUPV RI SXEF®HFGWIXFWR WKFAKHHDWUFDGHV IRU W
WKH 3DULV $UFDGHYV WKDW DOO RI WKHVH DPHQLWLHV ZH!L
EHLQJ OSDUW RI WKH IDEULF RI WKH
7KH $UFDGHV LQ 3DULV LQ WHUPV WHDURKLVKBOWWWH VZHYG FKDUDFWH L
OD VHULHV RI DUFKHV VXSSRUWHG RQ SMHZDWWKROKFQUFXPVWDQFHYV
>Y@ XVXDOO\ ZLWK VKRSV RQ HDFKNVKHGERPKRRIGRDOU B! ZKDW WKH toQHXL
IRU WR tRXULVK

Figure 1: A crop Figure 2: A
of Gustave picture of
Caillebotte’s one of the
Paris Street, Arcades in
Rainy Day from Paris at
1877. The their peak.

painting is the
strolling Place
de Dublin,
known as the
Carrefour de
Moscou, a road
intersection to
the east of the
Gare Saint-Laza-
re in north Paris.




+LVWRU\ RI WKH toaQHXU /JHV YOHXUV GX 0DO ZDV DQ LPSRUWD
7KH FKDQJHYV KDSSHQLQJ LQ 3DULVWHKHNVWKER @ W\DW HD IRGJ PRRIGHUQLVW PR
FXOWLYDWLRQ RI WKH taQHXU 7KHL‘Q YWD QW H WDDW WK® RMLPH ,Q KLV ZRU
tosQHXU ZDV RQO\ DVVRFLDWHG ZLWHK KHKth @HWU RY @DIDVVLRQ DQG KLV S
ZKHUH LW RULJLQDWHG LQ WKH PLGHPRR H RQW XHWV K KHWK WKH FURZG
taQHXU ZDV SUHGRPLQDQWO\ P DO Ht D@HEX ¥ V KW @AKB SDYWLRQDWH VSHFYV
RI WKH ERXUJHRLY FODVV RU RI W K P DHQWLH/ W RARMRV VHW XS KRXVH LQ W
FRPPXQLWLHY 7KHVH ZHUH WKH FLRMEXWVYWPQHRHPPLKGDWKH HEE DQG tRZ
DOORZHG WKH tsQHXU WR EH DEOHLWRVEHRUG WK HR WWRH WRLWLYH DQG
SDUWLFLSDWH LQ tsQHULH DZD\ IURP KRPH DQG \HW WR IHHO RQ
DW KRPH WR VHH WKH ZRUOG WR EF
7KH WHUP taQHXU ZDV “UVW XVHG ZRDQGHQRIG SRWWVR UHPDLQ KLGGHQ
QDPHG &KDUOHV %DXGHODLUH LQ KWWV XRROD/IHWYH)OHXUV GX
0DO ZKLFK WUDQVODWHY WR O7KH )ORZHUV RI (YLOP
%DXGHODLUH ZDV DOVR FLWHG DV KIWKRXW VERISZRUN RI %DXGHODLUH
UHSXWDEOH ZRUN DV DQ HVVD\LVWQ RWW FYHVEHH@®QQ\RQW WHRHLQFOXGt
SLRQHHULQJ WUDQVODWRU RI (GJDRI $KQDQ\ZRHIHK HILV ERIRAK WRRN WKH |
FRQFHSW RI WKH taQHXU WR D PRUH

Figure 3: LQtXHQFHDEOH SODFH
Charles

Baudelaire
7R QDPH RQH WKH ZRUN RI %DXGHOD

*HUPDQ -HZLVK SKLORVRSKHU DQG F)
QDPHG :DOWHU %HQMDPLQ %HQMDPL
ZLWK VRFLDO OLIH DQG WKH SXEOLF
LWV VWUHHWY DUFDGHY DQG SXEOLI
LQWHUHVW RI KLV LV REYLRXV E\ KLV
WUDQVODWHG LQWR D ERRN DIWHU K
BURMHFW 7KH ZRUN IRFXVHG RQ 3DU

WK FHQWXU\ DQG WKHUHLQ WKH WH
EHFRPH VRFLHW\ LQ YRJXH %HQMDPI
WKH taQHXU ZDV WKDWY




>7KH teQHXU@ ZDV D “JXUH RI WKHERRO®NYQFDWWMUIRWLSRHWUREOHP VROY
D “JXUH NHHQO\ DZzDUH RI WKH EXVR\DAK) RDWRIGRUQHYLIHH@HUDWRU &RQ
DPDWHXU GHWHFWLYH DQG LQYHVWILJBEWRPW K|, WKHHPIHVQWHXW%DVDGXU
DOVR D VLIJQ RI WKH DOLHQDWLRQ RI7WHKH H LAMUBQW AR EBOUWD O LLVBPR XW W K

%HQMDPLQ

WKRXJKW RI

WKHP DV D SRVLWLYH “J

RWKHUV ZKR FRQVLGHUHG WKHP DV
7R EHWWHU XQGHUVWDQG WKH SHUVRQDOLW\ W\SH DQG

FUHDWLYH VW\OH RI
“QG WKH DFW RI taQHULH D SRVVL
PXVW “UVW “JXUH RXW ZKDW WKHL
SUREOHP VROYLQJ VW\OH PLJKW E
VXFK D WKLQJ RQH FDQ GR WKH 7K
3UREOHP BROYLQJ 3UR“OH &363
%DVDGXU &36 3UR“OH PHDVXUHPHQ
GHYHORSHG E\ 'U 0OLQ %DVDGXU 3
Rl ,QQRYDWLRQ LQ WKH OLFKDHO *

D teQHXU DQ(

%XVLQHVYVY DW OFODVWHU 8QLYHUVLW\

WKH IRXQGHU RI

The Ser eriator

The Conceptualizer

‘U %DVDGXU LV DOVR

%DVDGXU $SSOLHG &UHDWLYLW\ WR KHO

RUJDQL]DWLRQV GHWHUPLQH WKH Z[‘§\"\/§A’/"+5|—?L%"'|—|ZH<S%BH|5|W VHH WKH taQ

JDLQ DQG XVH NQRZOHGJIH 7KH %D&/%\ﬁ’k‘tﬁ’\&\é'é”h URURKQGHUVWDQG WKH

Figure 4
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PDQ ZKR VDXQWHUYV DURXQG RE
2[IRUG 'LFWLRQDULHV Q G
“QGLQJ ZLWKRXW VHDUFKLQJ
DQ DSSUHFLDWLRQ RI DEVRUELQJ V
ODUJHO\ UHODWHG WR WKH FUHDW

7KH SHRSOH ZKR VHH WKH teaQHXU DV
FROQWULEXWLRQ WR VRFLHW\ PLIJKW L
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%\ UHIHUHQFLQJ WKH %DVDGXU 7THVWH. KMEWHHU DEGE@HXRKR PDNH

WKH DVVXPSWLRQ WKDW WKH SHRSOWHH VRHBLQJ IKICHNt KQBXSBIPWG LQ 3DUL
WUDLWY DV D JRRG WKLQJ FRXOG FHEWWHIYRDQRMXK BY RHZQWHFKQRORJ
*HQHUDWRUV RU &RQFHSWXDOL]HUYO BB DV\DP\HLQRWKH MGG OH RI WKH V
OQD\ VD\HUVP FRXOG IDOO XQGHU RO\ 7XH. QMHSESOHR FBRW KWODULW\ VLQFH

RU 7KH 2SWLPL]JHU SDUDGLJPYV LOWHUQHW EHFDPH PRUH DFFHVVLEO
VLPLODU EHKDYLRXUV VWDUWHG WR
7KH )OeQHXUMYV '"HPLVH RULJLQDO teQHXU DQG WKH WKRVH V

'LWK WKH FKDQJHV LQ 3DULV DIIHFWLQUHGDD WoRHH@GDW D I6IKIDZ ZURWH DER)
%YHQMDPLQ GHFODUHG WKH GHPLVHDRGWIRHE It ©OBIHEHY tHHY OLEHUDWHG W
VDLG WKDW WKLV ZDV FDXVHG E\ WIKHHP R WQR &/ XHWULIROQWRIDLQWY Rl ZDOC
DXWRPRELOHY DQG GHSDUWPHQW WWRIBRK\ LBQ&DBPURZGKDZQOLQH PRUH |

2QH VXFK VXFK VWRUH LQ 3DUWKHEDAN.PDOBPIWLWYHY WR taQHULH VD\I

>SD@FWLYLWLHYVY DVVRFLDWHG ZLWK W
OLQJHULQJ FKDQJLQJ GLUHFWLRQ D\
FRPPRGLWLHV IRU VDOH DQG D NLQG
LOQTXLVLWLYHQHVY DERXW IHOORZ FL
VWDWXV DUH DOO SURYLGHG IRU E\ :

The Implementer

The Optimizer

/I DID\HWWH SLFWXUHG EHORZ ZKLFK RSHQHG LWV GRRUV LQ
O, LQ WKH EHJLQQLQJ WKH VWUHHW KDG EHFRPH DQ
LOQW«ULHXU IRU KLP QRZ WKLV LQW«ULHXU WXUQHG LQWR D

VWUHHW DQG KH URDPHG WKURXJK WKH ODE\ULQWK RI
PHUFKDQGLVH DV KH KDG RQFH URDPHG WKURXJK WKH
ODE\ULQWK RI WKH FLW\P %HQMDPLQ S

7KH GHSDUWPHQW VWRUHY ZHUH QR ORQJHU D SXEOLF
VSDFH IRU WKH teaQHXU WR VLOHQWO\ SDUWDNH LQ FLW\ OLIH
ZKLOH REVHUYLQJ WKH KXVVOH DQG EXVVOH RI WKH
VXUURXQGLQJ HQYLURQPHQW Figure 5 Galeries Lafayette

&5($7,9( 7(&+1,48(6 +$1'%22.



+HQFH WKH UHELUWK RI WKH taQXNYHPWD UWH &/ LZWN BDRRWKH H[SHFWH C
ODEHOHG DV D F\EHUteQHXU $V WHKHRROXWHRQ KFWPIIDHY\ PLJKW KDYH RQ \
WKHUH ZHUH PRUH ZD\V IRU XVHUVEXR WMORMHUMHIMAWDZGWIKHUHQW IHHOLQJ
SDUWLFLSDWH LQ DQG REVHUYH VRRUMWY W QG EXDWHK UHKH RMW YHUVLRQ
WR PHQWLRQ WKDW RXU SXEOLF V SIXKDHN BXQEBWZKIHL B QKHUH D O6PRUJDV
VRFLHW\ ZHUH H[SDQGLQJ LQWR W KR BH B DVBIO KHDMOB OBV LW OLQN WR"
ZHOO :LWK WKH H[SDQVLRQ RI ZD\8SXBSRYHR ST&KH WR/'KHU GLIITHUHQFH LV
LQWHUDFW RQOLQH LW FRXOG EH ERQRURBMHWHRGQDEIRMUPGRIKH JRDO ORRI
F\EHUtsQHULH WR IRU H[DPSOH UHPRPEXNQLADWRQ@LWK WKH YLVLWRU Yt
$PD]JRQ VFUROO WKURXJK )DFHERRIN DSQUG VEQWWMBUZ LMHGYYH QDYLJDWLR
VHDUFK IRU WKH SHUIHFW *,) FOLFNUWRKWERXYKWRNWR ERWWRP 7KHUH L
'LNLSHGLD RU E\ EURZVLQJ 5HGGLW BRPPRUMKRWHDQ\WKLQJ WU\LQJ WFR
DFWLRQV OHDG XV WR EH DEOH WRXNRIQQW RV X\UKFK V. A LID® $ SWOHVS UR G X
EHWZHHQ WKH WUDGLWLRQDO toQHWDW®HUK/MWROHYHWHDWE RQ 3DULBERXW
DQG WKH “UVW DGRSWLRQV RI WKH>EHLBUOHEWH®@ WR LMXPS RXW RI WK
-XVW OLNH ZLWK WKH taQHXU DV VRW UMW WDINE ZKH PK @ROGRKHU WKDQ ZDL
FKDQJHG WKH F\EHUtsQHXUMV L Q HYQWHDEDHIF & RO\WPHLYRRHQU\ LQ OLQH ZL
IROORZHG 7KH LGHD RI WKLV HYH @8 SKRHIXD\G KERP HEDIBL GHO Z 7TKH \
E\ WKH FKDQJLQJ VWDWH RI WKH L QWU IHFMWHIR/$I®H Rl D ZHEVLWH WKD
VXUl ZKLOH NQRZLQJ \RX DUH IUHH R
7KH LQWHUQHW VWDUWHG DV D SODFH WR VKDUH LQIRUPDWLRQ
DQG KDYH LW EH DFFHVVLEOH WR HYEH\R®HZIFRRQWQDVW $SSOHMV ZHE!
LOQWHUQHW FRQQHFWLRQ $W LWV EXWWK QWKGDL QM HH & B WKRRF LRIV U O H |
ZDV VWLOO WU\LQJ WR “JXUH RXW BK DIW UMIQH H.\XD WKHIVQ MWK Z BX UUH QW ZH |
KRZ WR XVH LW J FRXOG LW HYHQ PHRERQ® WIQ & GV KHKWHRRUWHH PLIKW EH P
WKLQJ DOPRVW HYHU\RQH FRXOG DREXBHHRW WKRXIK E20 WKHUH LV QRW
WKDW WKLV QHZ WHFKQRORJ\ ZDV BRYMW ZKINHOL VIRM & JVWRIDWHJLFDO O\
FKDQJH WKH ZRUOG :LOOLDP - 0L FKRFDWVRQG (YW WHILHFW RV LQIRUPDYV
O, DP DQ HOHFWURQLF taQHXU , KDRU RXUHRWORWKMWR LQDGYHUWHQWO\
QHWZRUN > @ WKH NH\ERDUG LV PXFPHBOR H6RQA Rl WKHLU SURGXFWV
%HQLWD 6KDZ ZURWH
1RWH WKH VFUHHQVKRW RYHUOHDDRIRR]RWK B BFEGRXQFHG OWKH GHDWK |
&RPSXWHU ,QF IURP DQG QRWIFREHKREZQ@EDMLP PRXUQLQJ WKH OIXQN




PRGHPP ZKLFK DQQRXQFHG DFFHV VW WHRFWRXW HRDMQALY WELY MRXUQH\ W
XQFKDUWHG ZLOGHUQHVV RI :HE YL EXOHWIKHWFE N WY WHSYH 7KH H[SHULF
WKH OIULFWLRQOHVV VKDULQJP DIMHEBHGRE\ GARMWDIHOWOMILRQ \RX JHYV
ZKLFK IRUFHV ERWK WKH SDFH DQ CGHFXHDWIDH@WFHU RHLAHEV ZKDW WKH PRG
HQJDJHPHQW DQG ZKHUH VWUROOLKQDVLEHARFMHDFHG E\ D
IRUFHG PDUFK LQ WKH GLUHFWLRQ RI H[SHULHQFHV IRU VDOH
6KDZ Y)OaQHULH DV D FUHDWLYH WHFKQLTX
Ne) WKHUH ZDV PHGLD DWWHQWLR
6KDZ SXVKHV ORURJRYMV YLHZ IXUWRK®G VEP\L WD W LFRIQWHKFPWRUDU\ DUWLV
*HRWDJJLQJ YLD PRELOH GHYLFHV W.IDXNVKDVQ DM \3 AR QUGHDODWH GQLYHUV LW
ZLWK GDWD PLQHG IURP VRFLDO QWWKIRURNH@UDVDWMNH@WNRQ ZDV WKDW
DQ RSHQ VHFUHW RI MRXUQH\V DFURNNFBEQGJZD VFKHP WQRHEXQLWLQJ FOD
FLWLHVY RI XVH WR PDUNHWHUV DQRRQSWRRRYWHWV@®HIW ZKHUH VWXGHQW
FRQVXPHU SURGXFWV DV ZHOO DV ERYHVYV @RHQMQOBIWREVHWKUHH KRXU F
FRQFHUQHG ZLWK VHFXULW\ 6KDZURZVH WKH LQWHUQHW

7KLV LGHD FRPSOHPHQWYV (OL 3DULYRIRAKQERDWHBY RDWDOORZHG EHWZ
XVHU O“OWHU EXEEOHP $ “OWHU ERBBMOHQIGD @QRH @D VY QORMQUQIMWLW ZDV Wk
DQG WHFKQRORJ\ FRPSDQLHV FRQWWWXA\WHX®HNHS JIRFOERRN OHVVHQJHU
DERXW WKHLU XVHUV EDVHG RQ SUHYQBXEKLHD UMK DLO HWF 7KH LGHD
KLVWRULHY DQG SK\WLFDO ORFDWLRIQVOOQBVMWUUD WEAR WIRWK UHDGLQJ H
GHOLYHU WDLORUHG LQIRUPDWLRQWKR WHKER MRHU XPDHNULWQ J7 KVVG XPEHUP *R
FUHDWHV O“OWHU EXEEOHVP WKDW7 BHWHY WL VELAYF MOMRIRWKHD FULWLTXH
XVHU WR HVFDSH IURP WR JHW H[SREHBUNRZRRZHGHBYHG WKDW taQHU
DQG FRQFHSWV RQOLQH DQG EH DBEWIHP W R* RQUE OR LRI K R\SKHS WKDW WKH
LQWHUQHW IUHHO\ 3DULVHU OHQWHU D FROOHFWLYH GUHDPVSDF}

ZKLFK WKH VWXGHQWY ZLOO EH H[SH
7KLV WHFKQLTXH FRXOG KDYH EHHQIVQPW®E DD WHXRU W KDRVERWOHVGV HU WKHLU
E\ GHSDUWPHQW VWRUHV VXFK DV WKOHHORIQ JIKIDVMARWHR| WKH UHFXSHUI
BUHVHQWO\ IRU H[DPSOH FRQVLGHWLRMMKHEDVWLQJ WKURXJK FULWLFDO °
H[SHULHQFH 7KH ZKROH VWRUH LVD&HAX\J'GHER WEGR FRQW.LIR®\ (UYLQJ *R
WKH YLVLWRUVM MRXUQH\ IURP W KHDMNRRAUD QLFHD WIKRAR XD @ G RFOKRM B.DWIK P
WKH VWRUHMY GHSDUWPHQWY WKURXJK WR WKH FDVKLHUV DQG




*ROGVPLWK JRHY RQ WR VD\ WKDW ,IQMVEH BV WY I\ ON KDQR XLK/ *ROGVPLWK
VWXGHQWYV %HQMDPLQMYV 7KH $UFDGHV 3URMHEW
ZLOO XVH :HE VXU“QJ DV D IRUP RILMHPD®{SWDHVVIWK® ZD\ ZH UHDG 7KH !
(YHU\ FOLFN LV LQGLFDWLYH Rl ZKRRAHQ WYHW RQBWUEDWKH R ZH KDYH O
RXU OLNHV RXU GLVOLNHV RXU HPRELR\GWHURKL VB ROL\WLERN RRMHUSODFH
ZRUOG YLHZ 21 FRXUVH PDUNHWH QW XDMHVQAO RXU ZD\ WKURXJK WKH L
UHFRJQL]JHG WKLV EXW OLWHUDW XZUHMK BIVEHRR R HW OHD XD Ga@WRX UV  FI
WUHDVXUH J DQG H[SORLW J WKLV RQWXSIODIFRIQWR DRORGMPHW KKRZ ZHMY H
DQG KDUYHVW LQIRUPDWLRQ QRW IH
WKH :HE OLQHDUO\ DQG VR IRUWK

Figure 6: Apple web page 1992

Figure 7: Apple web page 2015

Figure 8: Kenneth Goldsmith




Conclusion ,Q LWV FXUUHQW VWDWH WKH LQWHL
%\ UH WUDFLQJ WKH KLVWRU\ Rl WKRUtHQHX URDI}I®LQJ D SODFH IRU LQQ]
XQGHUVWDQGLQJ WKHLU LQLWLDO ¥8DBH FEHKRIDY WRX DD W REXVGW X DM LR Q
VRFLHW\ DQG WHFKQRORJ\ LW LV SEBNY LESHDWR LRKRDEHFRVWHG DQG UH
KRZ ZLWK FHUWDLQ HQYLURQPHQWDIOL FKUZFLXPPO/ W B @ WHW W KK H F\FOH DO
QHHG RI REVHUYDWLRQ LV UHTXLUHHL LAKRRALWBW HKHQ@ KHU DUWLFOH
WKHVH FLUFXPVWDQFHV FKDQJH L QHHLYOEORQYRHQW HERHRLGHD RI HQ"
VRFLHW\ FKDQJH DQG FDXVHV WKH\FDRLYHRILRIDZ KPW RI XQGLUHFWHG
RQFH ZDV WKH tsQHXU :KHQ VRFLHSMGHYRGWHNG WKHZLQJ FDQ EH XVHG |
UHVXUUHFWLRQ Rl WKH tsQHXU KD S\SRH M CLWQF W IRKKWRDO GROBHWHFW VLJIQ
F\EHUtaQHXU :LWK WKH SDWWHUQ WRVWKKIDO S IOGHPBGRS HIIHFWLYH UHVS
GHPLVH WKH taQHXU LW FDQ EH G HREDWAHSGJ RY M KK @IHH S RMLWLRQV LQ W
WKH REVHUYHU LV HYHU WUXO\ OR%WRR

7KH ZRUN GRQH E\ .HQQHWK *ROGVPHMKFRQFHEWVPDGBNVVY¥HU\ FORVHO\ W
:DVWLQJ 7LPH RQ WKH ,QWHUQHW KH@ISXUUBQQI| RUFHHUWHK H7KH DFWLYLW\
LGHDV WKDW FUHDWLYLW\ FRPHV IURPPWKHZRYW[LSHIFWHBHDIQVGQRZ VWDU'
WKDW NQRZOHGJH FDQ EH JDLQHG UKARJRXNVBE® R\RMUIJDQL]DWLRQV DV C
H[SHFW LW ODNLQJ \RXUVHOI DYDLODHEOWMLWRDQBZUHDFW WR FKDQJLQJ F
H[SHULHQFHYV REVHUYLQJ DQG \RXHQWX WRRPHAMWMD QG KHOS WKHP SOD
RSHQV XS RSSRUWXQLWLHY IRU WKH PLQG WR FRQQHFW
XQH[SHFWHG LGHDV DQG FRQFHSWReferéic’cs RHVQMW VHHP WR
PDWWHU ZKHWKHU WKH DFW R to QBathdui.cenD(8.8 HEBavadrvr@\aplieg Bretlyity
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Scenario Alex Rice-Khouri
Plannin Hammadullah Syed
g Nimrah Syed
Technique Ling Ding
PART1: INTRODUCTION “In preparing for battle, | have always found that
'"H*QLWLRQ plans are useless but planning is indispensable.”
Scenario planning, also called scenario thinking or -Dwight D. Eisenhower

scenario analysis, is a strategic planning method

WKDW VRPH RUJDQL]DWLRQV XVH WR PDNH tH[LEOH
long-term plans. When the method started, the

word “scenario” typically referred to futuristic

Hollywood movies. (Bishop, et al 2007).

Figure 1:
General Dwight D,
Eisenhower (1943)

The term ‘scenario planning’ represents all of the

FDSDELOLWLHY SURFHVVHV UHVRXUFHV DQG WRROV LQYROYHG
in identifying, analyzing and communicating future

scenarios selected for their likelihood.

Organizations or individuals use scenario planning

WR VXSSRUW GHFLVLRQ PDNLQJ SUHGLFW SRVVLEOH IXWXUH
HYHQWY DQG LPDJLQHV WKH SRVVLEOH VWDWHY WKHLU V\VWHP
or enterprise could fall into. It helps scenario

SODQQHUV WR RSHQ WKHLU PLQGY DQEHOBDWKR@E\O WERERLBILIQERYDWRUV
VSRWV ZH DOO LJQRUH WR EHWW HIle grachc® of Bcenanokpknihixg\oXdineted n@he
safeguard against potential challenges. Because it is 1950s when government agencies in the United
PRUH tH[LEOH DGDSWDEOH DQG F >&iefaDdragdd BiaradLusingitlo Wiakeipolicy
WHFKQLTXH SURYLGHV ERWK VKR U t¢cigiodsmose@itectd mapld 1agtHoydecades
planning horizons. %UDG*"HOG HW DO *UDQW




+HUPDQ .DKQ “UVW XVHG WKH WHURPQXHREBULRIR BRLFH RI RLO LQ WKH
GHVFULEH WKH IXWXUH VWRULHV WKDW KHODEYE¥ RLXQYHNWUHWDEQW\ ,Q 2F

colleagues developed. In the early 1960s, as a ZDV WKH RQO\ RLO GLVWULEXWRU SU
military strategist and system theorist, he worked at VKRFN GULYHQ E\ 23(& RLO HPEDUJR
5%$1' 5HVHDUFK $QG '"HYHORSPHQ Wpric®hikeR/Qthghe Reigbf scenario planning, Shell

company that helped the US air force develop the EHFDPH WKH VHFRQG ODUJHVW EXW
practice of scenario analysis and prepare for company a few years later. Shell's success with the

SRWHQWLDO DWWDFNV IURP WKH HsGeHaRit plannirdbBG¥skacauragid-humerous
UH“QHG WKH SURFHVV VR LW FRXOGBWRKHMN RRIUDEXMDWHRQY WR EHILQ SC

forecasting as well. % \ SHUFHQW RI WKH )RUWXQH
reported using scenario planning as a foresight
Mr. Kahn gained his fame from famously unclear VWUDWHJI\ DSSURDFK J/LQQHPDQ DQC

strategies. He encouraged people to ‘think the

XQWKLQNDEOHM DQG VWUHVVHG WKBMQVIRH Q DS RY QAHUIHLY DNGLVFLSOL(
SUHGLFWLRQV RI WKH IXWXUH EXW R B SRIRLDIEKHNO VAR \M USHERJHHQ H X UL D O S
PDQ\ SRVVLEOH IXWXUHV 3LHUUH IREMVDYKWWKHFROWHEWYN RI DFFHOHL
push to launch scenario planning as an FRPSOH[LW\ DQG JHQXLQH XQFHUWD
organizational model for foresight planning. As a K 3LHUUH :DFN

VFHQDULR SODQQHU LQ WKH /RQGRQ RI“FH RI 5R\DO

Dutch, later renamed to Shell Oil Company, he and

his colleagues scanned the environmental factors

and did in-depth research to see what might

Figure 2 : Interview
with Herman Kahn,
author of On
Escalation,

May 11, 1965




Where Wack transformed the technique, Jay Ogilvy
EURXJKW 6FHQDULR SODQQLQJ LQWR SXEOLF DWWHQWLRQ %
SURIHVVRU DW 3UHVLGLR 6FKRRO RI ODQDJHPHQW KH
taught the methodology in its current state. As the
FR IRXQGHU RI WKH *OREDO %XVLQHVV 1HWZRUN 2JLOY\
DQG KLV FROOHDJXHV 3HWHU 6FKZDUW] DQG 1DSLHU
Collyns, former heads of planning at Royal Dutch
Shell working under Wack, Stuart Brand, creator of
the Whole Earth Catalog, and Lawrence Wilkinson,
IRUPHU SUHVLGHQW RI &RORVVDO 3LFWXUHV OHYHUDJHG
WKH *OREDO %XVLQHVYV 1HWZRUN WR H[SDQG WKH VFDOH RI
the practice of scenario planning to a range of
SHRSOH IURP DUWLVWY DQG PXVLFLDQV WR EXVLQHVYV
leaders and philosophers.

Figure 5: Categories of scenario planning

6FHQDULR SODQQLQJ FDWHJRULHYV
$FFRUGLQJ WR WKH .30* 0DQDJLQJ W|
UHSRUW VFHQDULR SODQQLQJ FDQ E
different categories:
X AXDQWLWDWLYH
X OXOWL 'LPHQVLRQDO
X (YHQW 6FHQDULRYV
X 6WUDWHJILF 6FHQDULRYV

AXDQWLWDWLYH VFHQDULRY GHVFULE
RI UHODWLYHO\ KDUG IDFWV DQG QXF
HPERG\ SRWHQWLDO EHVW DQG ZRUYV
7KH\ FDQ UHtHFW D VKRUW WHUP SOTL
DQDO\WLYV RI KLIJK LPSDFW ORZ SURE!
a very long term amount of time. They are often

Figure 4: Jay Ogilvy. Former Dean of Presidio Graduate derived from situations or events that have already

School & Co-Founder of Global Business Network occurred, or are still in process.




AXDQWLWDWLYH VFHQDULRYV XV XD Qdiaib&cdwWHneMde, @oDigstahde,Ghe effect of
PRGHOV HLWKHU LPSOLFLWO\ RU HYEOLFQWORGXF® LRY RROWHKH L3KRQH
FRQFHSWYV OLNH UHWXUQ RQ LQYHMavHddtQrey. 52, ([DPSOHV
of quantitative scenarios include the effect of
weather delays on a project or impacts on a supply
chain when the cost of raw materials increase. These PART 2 METHODS
VFHQDULRY DOVR LQFOXGH VWUHVYS$ WRHA/VWR.OXLKBIHQDQFLDO
models.
1. INSTRUCTIONS
OXOWL GLPHQVLRQD O scenarios depict futuresRideff® Q UXQ D VFHQDULR SODQQLQJ

of multiple, interrelated events and drivers. They are RZQ EXW SRROLQJ PDQ\ SHRSOH WRJ
typically economic in nature, using historic data as a diverse perspectives, can paint a more accurate

guide for future outcomes. The planning horizon is SLFWXUH *DWKHU D WHDP RI SHRE
XVXDOO\ VKRUW $Q H[DPSOH RI D repfesantativd dpétiQumloRdifférént disciplines,

scenario is the effect on the economy or an WHFKQLFDO H[SHUWLVH DQG REMHFV
organization’s revenue performance if, say, KDYH H[SHUWYV DQG OHDGHUV IUDPH
unemployment, interest rates and oil prices increase group will rally to a singular, carefully selected

at the same time. goal. You can include as many people as you like, if

\RX KDYH D VWUXFWXUHG ZD\ WR RUJ
(YHQW VFHQDULRYV VHHN WR H[SOD&ERXKRZERWLWI®H GRFXPHQWY ZHE IF
VLIQL“FDQW HYHQW FDQ GHWHUPL G WIXEDMHWXDRIURIZ\HOPD GHSHQGLQJ
HPHUJLQJ IURP WKH RUJDQL]DWLRQORRIJIOKNEBKIOOBDWY “OODEOH 3')MV *RR
HQYLURQPHQW 30DQQLQJ IRU HYHPW+BFH@FULRY WDNHV
place on a near distant horizon, and require
proactive thinking over reactive. The emphasis is on 'HFLGH ZKHWKHU \RX ZDQW WR EUDLC
OHDUQLQJ KRZ WR DYRLG PDQDJHirdep&dently fheseOsRalways@ risk of groupthink
IXWXUH HYHQW ([DPSOHV LQFOXGHWRKRHPFHOYREDP RU VHQLRU WHDP F
YROFDQLF HUXSWLRQ DQG WKH R L @ouvdtainedeqdevtiK WhenXanking factors.
OH[LFR

5HPHPEHU VFHQDULR SODQQLQJ LV t
6WUDWHJILF VFHQDULRY GHVFULEHEBERWWLERH UDDWXLQOHYV RQ RSLQLRQV L
EURDG WHUPV 7KH\ DUH HVVHQWL KXOOG S&RW B WLYEH WDHMHDUFK GHSHQG|
UHtHFW D ORQJ WHUP SODQQLQJ KRORQWQREBWBSDWEBILEFVLRQ WR EH




7KH 3URFHVYV
'"H*QH \RXU 3UREOHP 6FRSH
(Decide the two most important dimensions)
:ULWH D 3BUREOHP 6WDWHPHQW
%UDLQVWRUP &KDOOHQJHV
$URXQG \RXU B3UREOHP )RFXV
5DQN WKRVH &KDOOHQJHV
(Across the two dimensions)
BORW D [ 6FHQDULR ODWUL]
6. Write a summative Scenario Statement for each
of the four cells

1. PROBLEM BOUNDARIES
%HIRUH \RX EHJLQ
IDFWRUYV

IRUHFDVWLQJ

*URXS 7KLQN

*URXS 7TKLQN KDS§SHQ\
RXWVSRNHQ PHPEHU LQ D ZRUN

LQJ .

PRUH DXWKRULW\ RU YROXPH H[SUFE

RSLQLRQV PRUH ORXGO\ WKDQ
sways everyone to the same opinion, regardless
RI

ZKHWKHU LW UHtHFWYV JURXS

TXLH

FRQ

'5,7,1*% 7+( 352%/(0 67$7(0(17

<RXMYH VWUXFWXUHG \RXU SUREOHP

ZULWH LW )UDPH WKH SUREOHP
FRQWH[W DQG \RXU RUJDQL]DWL

DWLF
RQ ¢

I XWFHWID VER @QVUYBNFRLQFEED OO\ DQG DV F
\RX PXVW “UVW GH*"QH WKHWDQYFBRQODLDVLR \RXU VWDWHPHQW DV D

ERXQGDULHV 2XWOLQH WKH VFRSHURP MHRPEWH R WIHMW |DW LR/QD OHQV WR O
G\QDPLF 2WKHU SUREOHPV ZLOO HPt
SUREOHP RU WKHPH WR KHOS *“W \BX B EQHRG VMWHEHPHQW DQG \RX QHH

the time frame, and the evaluators around a

scenarios. You are honing a general area of focus.
As a group, or through leadership, take these

UHIHU EDFN WR LW ODWHU WR

WKUHDWY DQG GHFLGH WKH PRVW REYUIRRPSOUBHEIHVEVNHG
TXHVWLRQ WKDW DGGUHVVHV WKH Slhagmheyorare b lddder Bt @dhy. How could DIY

summarize the factors that everyone can agree are
either highly likely or devastating. You can

circuit prototyping and 3D printed devices
disrupt your segment of the home electronics

LQFRUSRUDWH VHYHUDO WKHPHV EXiatkét\hitdé? LPSRUWDQW WR

decide on the two most important factors. You will

IRFXYV

XVH WKHVH WR FRQVWUXFW D PDWUL[$ODMWH @ DARQYWHIOGBHZH LOQYHUWHG W

ZKHWKHU \RXU WZR
“Impact” and “Certainty”

IDFWRUV DUH P RAY & Dlgitat RutLiz$\gralduate\akdoc@ator of a

fresh startup, how could you compete with the
production and maturity of much larger,
multinational electronic manufacturers like Sony,
Samsung and LG?




,Q ERWK WKHVH FDVHV D WUDGLW InRQdDcases, yor thi vigamizeDn@st hidilenging
PLIKW LQFOXGH OH[SORLW WKH ZHfBckw(3 HnNdéf these\key OateQodivs K V

of supply chains," i.e. larger manufacturers can X (QYLURQPHQWDO
RXWSURGXFH DQG RXW PDUNHW VPR G8 CELDWILRHY V HV
and smaller startups can update products faster X /HIJLVODWLYH
and focus more acutely than a multinational X J)LQDQFLDO
corporation can.. X THFKQRORJLFDO
An unlikely and equally effective answer could
include: “cooperate with” or “acquire” the other *HQHUDWLQJ PRUH LGHDV QRZ PHDQV
company; or “build sustainability” and “build ODWHU RQ EXW QR LGHDV DUH EDG
goodwill”, to hone a niche advantage. more important than another, as of yet. Save
MXGIJPHQWY DQG SUDJPDWLVP IRU WI
7LSV the process (“Ranking”).
Don't: Let the question restrict your generative
thought If volunteers are doing this process independently,
Don’t: Answer your question too conclusively or too you can always automate it, and collect overlapping
immediately answers as a simple estimate of importance.

5HPHPEHU KRZHYHU WKDW WKH XQH
S5HPHPEHU GULYLQJ IDFWRUV FKD Qdebk that doiie e Pl sWipRs& idost people, and
REYLRXV SUHGLFWDEOH IDFWRUV ®RFRDZGANDR RAVHOUHFKHOSY WR JHQH!

wildcards can come into play. It is important to think predictions of rare events.
tH[LEO\
Tips
&+$//(1*( %5%$,167250,1* 7TKLQN RI ERWK REYLRXV DQG XQXVXL

7KH QH[W VWHS LV JHQHUDWLYH S D&E @itrentphabize@M\i gdrdo@slideas

7TKLQN RI WKLV H[DFWO\ OLNH QRUPDO PLQG PDS

EUDLQVWRUPLQJ 3URPLQHQW LGHDV&ZHIGIHPBYIHI*UVW

DQG VXE UHODWHG WRSLFV ZLOO EURPQ MK BWWRXR P HVKHQHUDWHG DQ HJ[
major challenges. You don’t need to visualize these SRVVLEO\ UHOHYDQW IDFWRUV \RX Q
DV D PLQG PDS EXW LW FRXOG EH WHRSFRVMRURIGRWRRIYVY ,Q RXU 6RQ\ YV




could have chosen company size, ranging from When you run scenario planning, your relevant
KRPH EXVLQHVVHYVY DQG VWDUW XS ViagfdRs #K OWLQDWLRQDO :H
FRXOG KDYH FKRVHQ SUR“WDELOLN\1IWHEFKY RO RINMIFEOXODWRUYV
advancement, or consumer independence as

other factors. How much time will you allocate for Scenario
30DQQLQJ" +RZ PDQ\ SHRSOH ZLOO \F
Instead, we chose disruptiveness and relevance: txN 3URGXFWLYH ZRUNLQJ KRXUV DO

LPSDFW DQG SUREDELOLW\ WKH WZR SLOODUV RI VFHQDULR

SODQQLQJ 6FDODEOH WHFKQR O R JRuRMNG @light, Q0yperednseenario rank-sort
SUR“WDEOH HYHQ PDVVLYHO\ GLV hE®rading acqiady o Wareughwess for quick

PHDQ DEVROXWHO\ QRWKLQJ LI W KumharouodHe3pongiveness Haohing Rw-hanging
KDSSHQ +XPDQ FORQLQJ t\LQJ FDUWX DV G PSROCADWDHIO\ 5XQQLQJ DQ HJI

colonization are simply not a threat. They're not UHSUHVHQWDWLYH H[SHUWLVH DQG
LPSRVVLEOH ZHMUH VORZO\ E XL Oraeas galdbirg@wliend that take campetitprs

foundations of genetic sequencing, magnetic rail E\ VXUSULVH (LWKHU ZD\ GRQMW ZR
travel, and astrophysics. However, these issues pose DUH UREXVW HQRXJK WR KHOS \RX Sl
little immediate threat in the short term, outside of your team may have misranked. You can always

popular interest and diverted funding. Conduct a choose one of the remaining three scenarios later,

TXLFN UDQNLQJ E\ KXGGOLQJ \RXU tordieptPmRr and &ffortcoR.D W R U V
together. Have them individually rank each item,

rating it on the two dimensions you've selected. 7TLSV

X $FFXUDF\ PDWWHUV Assuming you picked a
E.g. A seasoned lawyer may argue that corporate representative group of people not prone to
intellectual property royalties, well kept trade groupthink:
VHFUHWY DQG ,3 OHJLVODWLRQ PD\ KKROG FORRSOMH PHDW WDPWULIQL“FDQW
A new industrial design graduate may argue that error
IRXQGDWLRQ VKDNLQJ LQQRYDWLRQ DQG BHRWOH BHRGXAWPDVVLYH s
variating can overcome these hurdles. One rater error

UDQNYV ,3 D IRU LPSDFW ZKLOH WKH RWNHUDL&DWPISKOSHWIIHBEIOSDOFXODWRL
ZKHWKHU ,3 ZLOO KROG XS DQG YR W Haorecasting Ktha@ieyku do

DJUHH WKDW ,3 ZLOO GH“QLWHO\ FRPHK XISILEWMW/SE 1XZWXYKUYH\V\VWHP F
DQG UDQN LW IRU SUREDELOLW\




X 5DWLQJV Youcan rate your dimensions
/IRZ OHGLXP +LJK RU DQ\ VFDOH \RX OLNH

X &RVWV <RX ORVH D “[HG DPRXQW RI ZDJH KRXUV LQ
WKH HPSOR\HHV \RX LQYROYH EXW

X 1HW 52, YDULHY EHWZHHQ WKH FRVWY RI UXQQLQJ
an accurate investigation, versus catching all of

WKH PRVW REYLRXV DQG VHFRQG PRVW REYLRXYV
GDPDJLQJ REVWDFOHYV

Figure 6: The more people you involve, the more certain
X 3URWHFWLRQ Scenario planning pads you agginsbredictions can be.
the losses anticipated threats would have cost you.
5. SCENARIO MATRIX
X 6ROLGDULW)\ Like any solid research, Scenario _3U_HSDUH \RXUVHOI 'RU_D V?(USULVH
30DQQLQJ SD\V IRU LWVHOI LQ JUR XBUYEYS QUesErs &g $Qmso0p Wil surprise
engagement and the intelligence you with a major factor you ignored, and
LW VKDUHYV DQG XQL“HV DFURVV D WaMe@/pneelseWillweigh in accordinglyto round
X 6SHHG 2SLQLRQV ! ([SHUW 5H YL P what gakes dieynogt sense.
2SLQLRQV WDNH KRXUV ([SHUWV WDNH GD\V $QDO\VLV
takes weeks B3ORW \RXU SRLQWY DORQJ WKH WZR
how you ranked them in the last step.
X 2EMHFWLYLW\ $QDO\WVLV ! ([SHUW )HHGE.DFN !
Opinions: Trade speed for accuracy wisely Use the ratings your team generated across your
HQWLUH GDWDVHW WR VHW \RXU PL
X $XWRPDWH Automate any data collection you can’@/ués. Choose either the mean (average), median
X *RRJOH )RUPV 6XUYH\ ORQNH\ PLGGOH YDOXH EHWZHHQ WKH PDJ[ |
X )LOODEOH 3')V UHODWLYH RU DEVROXWH KDOIZD\ S
X 0\3+3 0\64/ two quadrants.

.l \RX QHHG ERWK VSHHG DQG D FF Rgi¢ ENis igjandpfesmeg) ggthag fo normalize the

SHRSOH WKURXJK WKH H[HUFLVH T2 PR DR XMy RU UDWHU ELD\
interim results, and then continue through to an WHQGHQF\ SHRSOH KDYH WRZDUGV H

H[KDXVWLYH DVVHVVPHQW or 10/10) or neutral values (e.g. 5/10), that skews
their responses away from their real opinions.




HJ 2XU UDWHU DYHUDJHV ELDYVH GD¥VIiRtiom, drd \Stanhebxk © fdhetidRd in Microsoft

6-10, so we chose a range of 5-10, and selected a ([FHO <RX ZRXOG GR WKLV WR UHPR)
relative halfway point of 7.5. If we ranged 1-10, 5 group towards high values (5-10) or low values (0-5),
ZRXOG EH D ORJLFDO PHGLDQ DQG WR PDNH \RXU GDWD FRPSDUDEC

HYDOXDWLRQV E\ PDNLQJ DOO UDQJl

,GHQWLI\ ZKLFK IDFWRUV IDOO LQVC&cukirkhe avdragekart stBnxidid deviation of

EXFNHWYV \RXU YDOXHV XVLQJ $9(5%*( $ $; D
7KH WRS ULJKW TXDGUDQW LQ "JXUKH $VFERPDUHR RQMWKH QXPEHU RI YD
represents the highest values for each factor, the FROXPQ EHVLGH \RXU YDOXHV LQ HD
PRVW SUREDEOH VFHQDULR VFHQDSTARDARBIREBHECYIH SCBT) (b Wherever

likely, trivial events, and scenario four represents you've put your average and standard deviation

unlikely, disruptive events. Scenario planners cells).

FODVVLI\ VFHQDULR ZRUOGV DQG DV B3UREDEOH

BODXVLEOH DQG 3RVVLEOH IXWXUIKB\SCENARIS BSTATEIMEMNTS\

2QFH \RX KDYH D ZRUOG WR GHVFULE
You can use your graphing software to automatically SUREDEOH GULYLQJ IDFWRUV LQWR D
ODEHO LQGLYLGXDO GDWD SRLQWVVALDWKHW K B MWJ DFEHROXQV O/DKEHH OX'W X UHH 7 K
“QG WKH FKHFNER[ WR ODEHO \R X Ust&hR RexWative Br@ Groko . AHisis the main
the column of factor names to use for your range). statement to use to pitch new ideas and drive
2WKHUZLVH PDQXDOO\ ODEHO W K Hhhindéas (& yduydrgadizativoir. W R U V
WKDW “W LQWR WKH VFHQDULR ZRUOG \RXMUH DVVHVVLQJ “UVW
PRVW RIWHQ WKH FHOO WKDW LV Klhdu hyRditheidaIWase sithyWwe Wrdte thdk:X

will need to write a succinct sentence, summarized In a world where social entrepreneurs can use

from all of the data points that fall in the grid cell. crowdfunding to vet new products blindingly fast;

You will repeat the process with each of the other where every device is internet enabled, and

three scenario worlds. technology cycles faster than ever, Sony needs to
take advantage of their powerful distribution

7LSV channels to stay relevant and out-compete startups.

7KH PD[LPXP DQG PLQLPXP Sonyrbudt mAidt&n Lo@er prices and better

these charts were determined from the ratings we recyclability than custom devices, and start working

used. You can also normalize your data in a with big data vendors to prepare for the next

spreadsheet using the ‘Average’, ‘Standard inevitable market crash.




Figure 7: Our sample scenario matrix explores how major
electronics manufacturers like Sony are threatened by, and
compete with startups and hobbyists in the 3D printing and
electronic prototyping movement.

Figure 8: This completed chart describes that crowd funding,
consumer thriftiness, big data intelligence, etc. are going to
be high impact, highly probable obstacles that will affect
Sony in their future relationship with DIY communities, while
their ownership of electronic intellectual property (shown in
red), will come into play in the future, but won’t hold much
power (impact) against small, adaptive DIY companies.

3$57 6+2:&%6( 678'<

The most famous, successful case of scenario
SODQQELQJ FRPHV IURP 6KHOO 2LO :K
discuss scenario planning as a foresight method, it

LV WKH “UVW FDVH SUHVHQWHG ,Q
KLW UHFRUG ORZV DQG ZHUH H[SHFW
Shell scenario planners considered that oil prices

FRXOG ULVH FRQWUDU\ WR ERWK PD
WKH RSLQLRQV RI 6KHOO H[HFXWLYH!
forecasting techniques left the team unsure how this

rise could occur, so they strategically organized

WKHLU LQYHVWLIJDWLRQV RI WKH JOK
VFHQDULRY 7KH\ LGHQWL*“HG D QXPE
production limits in oil-producing countries and
concluded.that, at some threshold volume of oil
SURGXFWLRQ 6KHOO JDLQHG PRUH E
commodity in the ground than selling it. This
VXJIJHVWHG D QXPEHU RI SRVVLEOH F
status quo.

6FHQDULRV JLYH XV OHQVHV WKDW
SURVSHFWV PRUH FOHDUO\ PDNH ULI
EH PRUH VHQVLWLYH WR XQFHUWDLQ
K 6KHOO 2LO &(2

One of these scenarios envisioned a world in which

D FRDOLWLRQ RI RLO H[SRUWLQJ FRX
production, driving oil prices higher. This scenario
VHHPHG UDGLFDO EXW LW ZDV SODX
so than scenarios that did not include a disruption.

7KH VFHQDULR SODQQLQJ H[HUFLVH (
EXVLQHVY PDQDJHPHQW SUDFWLFHV
SRWHQWLDO RLO SULFH KLNHV E\ LQI

CREATIVE TECHNIQUES HANDBOOK 2015



RI LWV UH*QLQJ DQG VKLSSLQJ RSHRUDWMWMVR YD O XKIHWRPHY TURP WKH SODQ
FKDQJHV LQ EXVLQHVYV SUDFWLFHVHRFARRIUDAGLEKIHOMUWRFLSDQWY WR LW
UHVSRQG WR tXFWXDWLRQV LQ RLOEHBRPHVL @WIGPPRWHZLWK WKH H[WHU
VSHFL“FDOO\ DGDSW WR D ZRUOG RUHDHNHIQWHH RIRLODILGYVWEWHUQDOO\ |
than its competitors.

However, not all scenario foresights address 3$57 675(1*7+6 ($.1(66(6
SODXVLEOH RU SUREDEOH IXWXUH \&ceBRi® plahing eievhonstratés/vinaRyQoHthe
RU WZR SRVVLELOLWLHY VWD\ LQ WSKRH/ LWDYHQDWWRQEXWHYV Rl JURXS Wi

Consequently, you must control and champion the SODQQRELQJ +RZHYHU LW KDV LWV GU
SURFHVV RI VFHQDULR SODQQLQJ WR HVWDEOLVK PRUH WKDQ
a guess on paper. 675(1*7+6

6FHQDULR SODQQLQJ H[SDQGV \RXU \
6FHQDULRY KHOS MXVWLI\ VWUDWHJL
H[SORULQJ FXUUHQW WUHQGY DQG IX
SURYHVY WKDW EDVLQJ UHVHDUFK VRC(
QRW DOZD\V \LHOG WKH EHVW FRXUV
WKH IXWXUH E\ OLNHOLKRRG RUJDQL
SRVVLEOH SODXVLEOH DQG SUREDEC
\RX WR FRQVLGHU KRZ TXLFNO\ REVW
how to tackle them.

7KH EURDGHU WKH VFHQDULR SODQQ
WKH LOFHQWLYHYVY EHFRPH 6RPH GUL
DOUHDG\ GHYHORSLQJ DQG ZLOO EUL
,Q WKH ORQJ WHUP WKHVH IDFWRUYV
PRPHQWXP LQHYLWDEOH RXWFRPHYV
FRQVLGHUHG XQGHUVWDQGDEOH WKL
REVHUYDEOH WUHQGV ,Q HPHUJLQJ "

Scenario planning does not set out to predict the companies should always look for these
IXWXUH ,QVWHDG LW FRQVLGHUV dQedéterRinét BdhcladioMs\Ledadthlly if they are
futures and their potential consequences for the RWKHUZLVH ODUJHO\ XQNQRZQ DQG »

organization, operationally and strategically. Much




It is not known for sure when something may occur The eventualities can seem too distant to allocate
RU ZKDW LW PD\ EH KRZHYHU LW Lr¥soliX&sfol) end/iheHe@st\WkKIPdltcdntes seem

will hit major milestones where you need to WRR IDUIHWFKHG WR ZRUU\ DERXW
re-evaluate the threat.

6FHQDULR SODQQLQJ DOVR tbWWHQV KLHUDUFKLFDO
VWDQGLQJV ,I VRPHRQH RI HIHFXWLYH VWDWXV JLYHV WKH
“UVW RSLQLRQ PRVW ZLOO XVXDOO\ HQG XS IROORZLQJ

With scenario planning, however, it provides

HYHU\RQH ZLWKLQ WKH JURXS WKH DELOLW\ WR KDYH D YRLFH
without the constraints of a seniority driven

intervention.

($.1(66(6
&UHDWLQJ WRR PDQ\ VFHQDULRY FDQ REVFXUH WKH
FRUUHFW DFWLRQ WR WDNH ,W FDQ VDERWDJH WKH FHUWDLQW\
and clarity you want to distill, creating confusion
DQRG FRQtLFW RI OHDGHUVKLS 7KH SHUIRUPDQFH RI WKH
company remains unchanged in the face of the still
uncertain future. Leaders who honestly admit this
uncertainty, while well-meaning, convey less vision
DQRG LQVWLOO OHVV FRQ“GHQFH LQ WKHLU ZRUNIRUFH WKDQ
WKH IRROKDUG\ OHDGHU ZKR FRP P D@ Gptiol td-dehil potdatialécenarios as
misguided, view of the future. LPSRVVLEOH SUREDELOLWLHYV FDQ Ot

state of willful ignorance. Never discard a scenario

I1DUURZLQJ \RXU SUREOHP VFRSH WHDRVREFKR RO\ RQ LWMV XQ OLNHOLI
VXFFXPELQJ WR JURXSWKLQN LQ UPRNHQOLRNBQ\LRRWBRPHY EXW GUDIW
FULWLFDO REVWDFOHYV ,Q DQ HITRRWWCR. EHVS IDDRFAVE RKBVOWKHVH SODQV F
HI“"FLHQW KDUPRQLRXV RU FRQVLVWHQW VPDOO JDSV FDQ
EULQJ GRZQ DQ HQWLUH FRPSDQ\ EEHWGHG RIUDR SORQOAQJ LV QRW DQ H
ODFN RI IRUHVLJKW W LV GLI"FXO3ssmivgiantivativie @y ehBreVprattide ihaed LR U L W\
of various factors, into several projects and SHUIHFW P 30DQQHUV PXVW KRQH WK
preparations, without overstretching resources. NLQGYVY RI SUREDELOLWLHY WKDW FDC




MXVW JHQHUDWLQJ DV ORQJ D OLVWHKVY GRWPLIQEOPDSRLQINOW PRUH HIIH]

for educated guesses, and informed, forward Brainstorming or other linear note-taking methods.

thinking is so powerful, some of the wealthiest This critical technique used for ideating and

YHQWXUH FDSLWDOLVWY KDYH PDGHWWMKBMWL QD WLSIOHQIRWWKEHRERDO SRL

second guessing common knowledge. JUDSKLFDOO\ WR PRUH YDJXH FRQFH!
LQGLYLGXDOV FDQ ERWK XVH WKLV P

“Venture capitalists with a knack for 1,000x [ROI] GHHSHU XQGHUVWDQGLQJ RI D VXEMI

know that true innovations don’t follow a pattern. 7TRQ\ % X]DQ DQG &KULV *ULI“WKV FR

The future is always stranger than we expect: WKH ERRN OOLQG ODSV IRU %XVLQHYV

ORELOH SKRQHV DQG WKH ,QWHUQHHWDQRWQt) LHQRRERMBUWWYPD SRZHUIXO DS
O0DSSLQJ ,W PDSV RXW IXWXUH VFHQ

“The biggest outcomes come when you break your potential risks and opportunities and generates

previous mental model. The black-swan events of ideas to prepare and act accordingly.

the past forty years—the PC, the router, the Internet,

WKH L3KRQHKQRERG\ KDG WKHVHV DURXQG WKRVH P

K 1HZ <RUNHU -RXUQDOLVW 7DG )ULHQG LQWHUYLHZLQJ

FDSLWDO LQYHVWRU 'RXJ /HRQH

PART 5 RELATED METHODS
0,1' 0$33,1+*

OLQG PDSSLQJ LV D FUHDWLYH WRRO IRU EXLOGLQJ D

UDGLFDO VWUXFWXUH DURXQG D FHQWUDO VXEMHFW IURP PDQ\

VFDWWHUHG FRQFHSWY DQG VXEWRSLFV 0LQG PDSV

represent associations in terms of words, images,

QXPHULF YDOXHV RU JUDSKLFV WR GHYHORS DQG H[SORUH

DQ LGHD 6LQFH SLFWRULDO UHSUHVHQWDWLRQ FRPELQHG

ZLWK ZRUGV KDV VL[ WLPHV EHWW Hhis ibtQitive wayDodig&@e the thought process

retention than words alone, the visual thinking leads practitioners to classify ideas, and assist in
SUREOHP VROYLQJ GHFLVLRQ PDNLQ
time consuming process helps in clarifying,
organizing and processing the information in an
effective way.




2. EXTRAPOLATION: 7KH IXUWKHU \RX EDFNORJ WKH GDWI
([ WUDSRODWLRQ LV WKH SURMHF W acButddyl ydd ddfnibdeDydaidlDand pr¥dictions.

into the future, unknown territory as a means of However, Cairncross suggests that for long range

forecasting. It assumes that future events will forecasting, errors increase the further forward you

FRQIRUP WR WKH WUHQGV WKDW HMHMMIDBRGDWBR %BYIM WU HREV ([WUD!

H[DPSOH LI LW ZDV GHJUHHYV F HQ prédicVshorReésfutures. By contrast, Scenario

\HVWHUGD\ DQG WKH GD\ EHIRUBODQ 8 [SHFMIHUV WKH IRUHFDVWHU F

WRPRUURZ WR ZDUP XS WR GHIJUBHVYLYH YDULRXV SRVVLEOH IXWXUH |
a farther sighted and open approach to tackle what

“Atrend is a trend is a trend. But the question is, will PD\ FRPH WR EH

it bend? Will it alter its course through some
XQIRUHVHHQ IRUFH DQG FRPH WR D SUHRB®YBUH HQG"PK

“A wild card is a future development or event with a
UHODWLYHO\ ORZ SUREDELOLW\ RI RF
KLJK LPSDFW RQ WKH FRQGXFW RI EX

1992, p. V)

Alex Cairncross

Figure 9: A weather forecast showing a short term warming
trend, and an eventual cooling, based on an algorithm of
local, seasonal trends and moving weather systems. Weather
forecasts are notoriously inaccurate in the longterm.

Figure 10: an example of extrapolation, projecting forward

and backward past x




A Wild Card is an effectively open ended technique faced with disruptive innovation, regulatory

WKDW WDNHV FRXQWHU LQWXLWLYKSKHWDTHPOE HKD X QRIXESHFQWHRS FRPSHWIL
DFFRXQW 7KH WHFKQLTXH HVWLP DEMWHAL QHKWHY VXO/FRIQ WQE MORRVO ZKLOH D
RI D “[HG XVXDOO\ FXUUHQW RU FRYWHWDWDHQ /X WLRHD/UEBRBR VDO
HIWHUQDO GLVUXSWLRQV ,W LV PRUH RI D JURXS DSSURDEFK

WR KHOS EUDLQVWRUP DQG HOLFLWFH@DBDRLYOMWQAQYHQJI DQG 6:27 DQDO)
SODXVLELOLW\ WKDW VWD\V DV FORewed & BonvglEnkenRaty Wwith éaéh@roddsd O L W\

DV SRVVLEOH $OWKRXJK 6FHQDU L kfdrminy hedtlgd SGadaria plahiing emphasizes

multiple scenario outcomes, Wild Cards, on the many of the same Weaknesses and Threats in

other hand, prompt you to recognize alternative SWOT, projecting them further into the future.
VROXWLRQV DQG EURDGHU KRUL]JR@G¥HQDRQHR SRWRQWQDEHWWHU VHUYH
IXWXUH ,W LV FRQVLGHUHG WR E Hwber€as BINOD Wdindte§ redtiveStinkivigt&vards

E\ ,JRU $QVRII )DWKHU RI 6WUDWHWKHOIQWDUHRWXWHDREPSDUDWLYHO\

asks you to role-play how all parties might react to sighted approach when it comes to practical
the unlikely wild card scenario. DSSOLFDWLRQV LQ D EXVLQHVYV

6:27 PART 6 CONCLUSION
A structured planning method, SWOT offers a useful ORVW VFHQDULR SODQQLQJ GRHV QR
WRRO IRU %UDLQVWRUPLQJ DQG 6WSWHEGHEFMW VBRB QRWQEUH7 KEXYW RXWOLQ!
method puts the strengths, weaknesses, SRVVLEOH IXWXUHV 7KH 6FHQDULR 0

RSSRUWXQLWLHY DQG WKUHDWYV RF MPPBERWQIHDHAWY LdDwvidfoizes, critical uncertainties,
KROLVWLF SHUVSHFWLYH ,W SURY plausible sxndiio, Harhe bind sDlufodsH DKHO SV W R

view of the advantages they have over their RUJDQL]H \RXU DSSURDFK WR IXWXUF
FRPSHWLWRUY DQG WKHLU SRVVLERSHQMWRXWDELQGWAELRWQ\ EOLQG VSR
Based on the analysis, SWOT helps to identify the SURMHFW “WV LQ WKH ODUJHU ZRUOC
strengths and weaknesses of the organization to BULRULWL]J]HG LQFRUUHFWO\ VFHQDU
capitalize on the opportunities and minimize you in unnecessary directions, and dilute the clarity

WKH ULVN RI WKUHDWYV W LV XVHRE\RBXV SQRWHRWQEBRFELQGQJ ORRVH
managers to provide the organization with a clear FUHDWLYH SUREOHP VROYLQJ DQG W
focus. scenario planning helps you divide predictions into

SRVVLEOH SODXVLEOH DQG SUREDE
6:27 ZRUNV EHVW ZKHQ WKH WUH Q @outd c@hsideThBWWEIDI@aOkle otherwise
predict the future. It does not work as well when XQDQWLFLSDWHG SUREOHPV
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A. Natalie Wippel, a researcher at Volkswagen
(2008), cited this chart from Rafael Popper’s
international research on the most popular
foresight techniques across countries. It
highlights that the majority of forecasters
conduct scenario planning almost as frequently
as they consult published research journals and
panels of experts; almost twice as often as they
run analytical trend extrapolations.

B. Our research group addressed the question:
“As a corporate electronic manufacturer,
spanning a wide range of appliances,
smartphones, and computers, how would Sony
prepare for the disruption of the do-it-yourself
rapid@D Knd @lectronic prototyping boom, and

(IITHEFW Rl VFHQDULR SODQQLQJ RQ *HtBeGtar{iSsht ganevate &P X\ RieQp\ith a

of longrange investment decisions. Strat. Mgmt. J.
Strategic Management Journal, 1401-1411.

Roxburgh, C. (2009, Nov). The Use and Abuse of
Scenarios. http://www.mckinsey.com/
insights/strategy/the_use_and_abuse_of_scenarios

list of 23 factors, categorized them by their
VSKHUH RI
world), and ranked them to generate the
scenario matrices in Section 5. The highlighted
yellow factors represent the most probable and
impactful factors.

LQtXHQFH RUJDQL]DWL



&

‘H SROOHG WKH FRKRUW RI

Futures students to list driving factors, they
thought could be relevant in the DIY vs

corporate electronics manufacturing case study.

Many of the challenges generated added to
our scope, while some overlapped with our list
(eg. Brand reputation, sustainable
design/materials, and material shortages). We
did this exercise to teach the concepts of
scenario matrix planning, and to demonstrate
how adding more scenario planners can
generate a more exhaustive set of obstacles.

“UVW \HDU

'LIJLWDO




Brand Reputation
.LVWVSP[PJZ
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Semiotic
Analysis

Overview

Semiotic Analysis is a study of symbols, colours and
images as a part of communicative behaviour. It is
regularly used by marketing and design
practitioners to communicate ideas in a more
thoughtful, provocative, and meaningful manner.
From an academic perspective, Semiotic Analysis
helps decipher cultural trends through a tangible
frame of reference in the form of images, pictures
and visuals. It provides us with a deeper
understanding of collective thought based on how
people assimilate visuals.

From the offset, it is critical for any practitioner to

Margarita Castro
Leon Lu
Jonathan Salk

context that frames the interpretation of signs with
localized meaning”

Historical Background

Ferdinand De Saussure (1857-1913), a noted
OLQJXLVWLF ZDV RQH RI WKH “UVW V
explore the notion of signs and it's relationship to

social life. An assembly of his numerous lectures in

linguistic studies was published in 1916 by the

name of “Course in General Linguistics” where he

speaks about the dualistic notion of signs.

+H GLIIHUHQWLDWHY VLIQV LQWR D C
O6LJQL“HGP 7KH O6LJQL“HUP VWDQG

XQGHUVWDQG WKDW DQ\ VLJIQ RU \&ymiboRikat K Repre¥enthyé fdr BoRiétiing else. It is

only when put in a certain context. Experiences,
knowledge and existing thought provide a
framework for individuals to derive meaning from
signs, symbols and images.

“The meaning of a sign is arbitrary. In principle,
anything could stand for anything else. It is cultural

used by a person wanting to communicate while the
O6LIJQL“HGP LV ZKDW WKH VLJQ RU V\
which is interpreted by the receiver of the

communication.




Hackley, Chris (2003) Doing Research Projects in Marketing,
Management and Consumer Research. London. Retrieved
from: http://www.slideshare.net/archanarsingh/
semioticanalysis-35643036

Semiotic Analysis

“[...] the key to understanding the structure of the
system lies in difference. One sound differs from
another sound (as p and b); one word differs from
another (as pat and bat); and one grammatical forms
differs from another (as has run from will run). No
OLQJIJXLVWLF XQLW VRXQG RU ZRUG
and of itself. Each unit acquires meaning in
conjunction with other units. We can distinguish (p.
29) formal language (Saussure calls it langue) from
the actual use of language (which he calls parole)”.

According to Saussure, there was no necessary

connection between the sign and a single meaning.

This sets him apart from previous philosophers such

as Plato or Scholastics, who suggested that there

PXVW EH VRPH FRQQHFWLRQ EHWZHH
WKH REMHFW LW VLIJQL“HV

Both terms, VLIJQL"“HV ladd@) L “H G are the key
elements in understanding the complete idea.
However, it's understanding may differ by the
different meanings or considerations given
empirically by a person or group.

American philosopher Charles Peirce (1839-1914),
published his theory around the same time as
Saussure in the early 1900’s, he proposed semiotics
to be the relationship between three different kinds
of signs: Symbol, Icon and Index.




X $Q O,QGH[P LV D VLJQ EDVHG RQ W

characteristic that implies the idea. This can be

perceived by our senses. They are signs where the
VLIQL“HU LV FDXVHG E\ WKH VLJQL*"

Signs, icons and symbols reference. Retrieved from:
https://iceman57.wordpress.com/2014/11/16/week-3-
Wikipedia. (2015) Charles Sanders Peirce. Retrieved from: VLIQL“FDWLRQ DQGODQJXDJH PHWDODQJX
https://en.wikipedia.org/wiki/File:Charles_Sanders_Peirce.jpg VIPEROV LFRQV LQGH[HYV

X $ O6\PEROP LV VLIQ ZKHUH WKH BHDODWHRB QD/KXE 5 EHN.ZHH Q
WKH VLIQL*HU DQG WKH VLIQL*H6DLXWW $XUH@H"QHG WKHVH WHUPV D
FRQYHQWLRQDO DQG FXOWXUH VSHFL"“F
The VLJQL“HU asign or symbol that can stand for
X $Q O,FRQP LV D VLJQ ZKHUH WKHVRPHWEK MMNURQVH %\ GH*QLWLRQ DC
resemblance between the physical and visual DV WKH\ DOzD\V VWDQG IRU VRPHWKI
representation of the idea. An icon’s graphic is used by a person wanting to communicate.
representation may vary by it's level of abstraction
but the abstraction of the idea must be The VLJQL“HG what the sign or symbol represents -
understood by the audience regardless of cultural what it is interpreted to mean by the receiver of
relevance. the communication.
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Connotation and Denotation

Connotations are the feelings, ideas and cultural
meanings associated with a word or object. The
interpretation of it's meaning may be empirical or
generated and may have positive or negative
associations but not literal meaning.

The diagram may be interpreted as the following:

In the following interpretation of the diagram, the Connotation and denotation reference adapted from: Slide
VLIQL*HG LV D UHG RFWDJRQ WKLY nuP/nditkidhaWiihieMdsd Qs Sdtddn/semiot-
is a well-known stop street sign. ics-forbeginners- as-level

'"HQRWDWLRQ

A chambered muscular organ in that pumps blood
WKURXJK YHLQVY DQG DUWHULHYV
blood inside the body.

&RQQRWDWLRQ

A very popular and well known visual representation
6LJQL“HU DQG VLIJQL“HG UHIHUHQFH D Gaoffedlings, suchras lovepassion/ remanticism
PDQ ZRUGSUHVV FRP ZHHN V Lor friendshipRQ DQG
ODQJXDJH PHWDODQJXDJH LQ FRQWH[W V\PEROV LFRQV LQGH[HV
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The Connotation of an object or symbol may be VLIQL“FDQFH WR SDUWV RI WKH LPDJ

arbitrary or empirical; this may be interpreted XQGHUVWDQGLQJ LWV VLIQL“FDQFH 1
differently based on cultural context. view of the observer.
A Denotation is the literal or primary meaning of a Steps followed for visual analysis:
word, in contrast to the feelings or ideas the word 1. Establish the signs within the image.
suggests. The meaning of the word is strictly a $QDO\]H WKH FXUUHQW VRFLDO VLJ
GLFWLRQDU\ GH*QLWLRQ signs.
3. Decipher meaning of these signs with relation to
A word or image may have both connotations social context.
(suggested associations) and denotations (literal 4. Establish precedence by citing examples which
word meanings). use similar signs.

5. Postulate a hypothesis of the possible message.
The word heart can be represented in both ways as
VKRZQ DERYH HYHQ LI WKH PHDQLQJ DQG VLJQL“FDQFH
of both may be completely different.

Analysis

According to Maria Acaso (2009)3, the most
effective mode of communication is coded through
visual language. This system allows people to
perceive information through their own point of
reference.

This is completely different from verbal or written
language as it is self-taught and based on personal
perception from cultural background, past
experiences and a person's outlook on things.

Semiotic analysis may be conducted by a

practitioner to better understand the impact an

image might have on an audience by: identifying Movie Poster Shop. (2012) Mirror Mirror. Retrieved from:http:/
different aspects within an image, attaching www.moviepostershop.com/mirror-mirrormovie-poster-2012




1. The example shows the image of 2 women, one
looking at the other. A predominance of red colour,
an apple, a crown, elegant victorian gowns are
suggested.

2. The red colour represents virility and the crown
and gowns depict royalty. The position of the eyes
of one of the female characters represents a sense
of envy or confrontation between each other.

3. The position of both female characters at the left
and right side of the poster, indicates a subtle
tension or antagonism between the 2 characters,
the colour red and apple is a clear indicator of
feminism, beauty or even health.

4. There is a relation with other fantastic stories,
princesses and witches.

5. The poster is advertising the plot of Snow White,

the story about a princess and an evil jealous queen.

Acaso uses similar examples to illustrate how best
to understand a message through semiotic analysis
of visuals. This is best conducted by a practitioner
along with a diverse group of people with different
backgrounds and perspectives. This helps to create
a more comprehensive understanding of the visual

WKURXJK WKH GHFRGL*“FDWLRQ RI

the visual.

Case Study : Colour Emotion relationship

Colour emotion guide. (2013) Retrieved from: http://
visual.ly/color-emotion-guided

Brands have always tried to cultivate a certain
‘brand voice’ through visual language and be able
to identify themselves as unique. This is based on a
loose understanding of semiotics and an
understanding of what other competitors in the
market stand for. People understand symbols based
on their past experiences and the visual
communication they have been exposed to.

W%yinfjalj'evisvcpe’c]\tgd g\)eWirlﬁé'though various

points of communication which repetitively troy

to propagate what it stands for. This is represented
by a brand logo and the colours associated with
the brand.




The understanding of logos and, in turn, their They were able to derive 7 categories based on

meaning, is based on local understanding. However colour palettes and related emotional perception.
in a global village scenario, collective meaning These were ‘Cute’, ‘Natural’, ‘Decent’, ‘Traditional’,
transcends local knowledge to a certain degree. ‘Royal’, Jazzy’ and ‘Executive’.

Case Study : Blind Spot

%OLQG 6SRW ([SORULQJ WKH DHVWKHWLFV RI PLGGOH FODVV
India. Retrieved from: http://www.blindspot.in/

Blind Spot is a research project which explores the
relationship of middle class India with colours and
the emotional connotation that every palette of
colours and textures have with people. This was
done by studying different aspects of homes in
middle class India.

%0LQG 6SRW ([SORULQJ WKH DHVWK
India. Retrieved from: http://www.blindspot.in/

Conclusion
Semiotic analysis is a%ualitative or semi-quantitative

2 Y HU DQ H[W H_ QGHG SHUL R G REWL %E‘tho\évuléé_!j to%c—:-ci"ttla‘r ﬁJd\érstand visual
pointed to a pattern which connected certain

) ) ] communication by studying symbols and colours
palette of colours with particular feelings and . . : .
, along with their related meaning to a community. It
emotions. . . L .
is used extensively by communication and graphic




design agencies to communicate ideas, in an
atmosphere where people have extremely short
attention spans. From an academic perspective, this
technique can be used to gain a nuanced
understanding of culture through a breakdown of
visual meaning. However, this technique by itself is,
to a degree, incomplete because it is based on
arbitrary perception of a group of people which
does not always correctly represent a community. As
a research method, it should ideally be paired with
other research techniques such as group
discussions and discourse analysis to verify or
counter insights based on semiotics.
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