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Creativity is the ability to form novel and valuable ideas or works using the imagination.
Products of creativity may be intangible (e.g., an idea, a scientific theory, a literary work,

a musical composition, or a joke) or a physical object (e.g., an invention, a dish or meal, an
item of jewelry, a costume, or a painting). Creativity may also describe the ability to find new

solutions to problems, or new methods of performing a task or reaching a goal. Creativity
therefore enables people to solve problems in new or innovative ways.



https://en.wikipedia.org/wiki/Imagination
https://en.wikipedia.org/wiki/Idea
https://en.wikipedia.org/wiki/Scientific_theory
https://en.wikipedia.org/wiki/Literature
https://en.wikipedia.org/wiki/Musical_composition
https://en.wikipedia.org/wiki/Joke
https://en.wikipedia.org/wiki/Invention
https://en.wikipedia.org/wiki/Dish_(food)
https://en.wikipedia.org/wiki/Jewellery
https://en.wikipedia.org/wiki/Costume
https://en.wikipedia.org/wiki/Painting

Process of creativity

1. preparation
2. Incubation
3. lllumination

4. Evaluation

5. Verification




Factors affecting Creativity

personality Traits play a significant role in fostering creativity. People who are open to new
experiences, curious about the world around them, and willing to take risks often exhibit higher
levels of creativity. Openness to experience, in particular, encourages individuals to explore
unconventional ideas and think outside the box. This trait often goes hand in hand with a love for
learning and a willingness to challenge the status quo.

Cognitive Processes also deeply impact creativity. Divergent thinking, which involves generating a
wide range of possible solutions to a problem, is a crucial component of creative thought. This
contrasts with convergent thinking, which focuses on narrowing down options to find the most
effective solution. A balance of both thinking styles allows individuals to brainstorm freely and
then refine their ideas effectively.




The environment where a person works or lives can greatly influence their creativity. A stimulating
environment filled with diverse stimuli can spark new ideas and inspire creative thought. Conversely, a
restrictive or cluttered environment might stifle creativity. Social environments are equally important;
supportive and collaborative spaces can encourage the free exchange of ideas, while isolation or a lack of
support might hinder creative expression. Cultural attitudes also play a role, as cultures that value
innovation and self-expression tend to nurture creativity more than those that prioritize tradition and
conformity.

Emotional state has a profound impact on creativity. Positive emotions, such as joy and excitement, tend to
broaden one’s thinking and enhance creativity. When people feel happy and engaged, they are more likely to
explore new ideas and take creative risks. On the other hand, stress and anxiety can narrow focus and
inhibit creative thinking, making it harder to generate and pursue innovative ideas.

Knowledge and experience contribute significantly to creative abilities. Having a solid foundation in a
particular domain provides a strong base for creative problem-solving within that field. However, exposure to
a variety of disciplines and experiences can also spark creativity by offering new perspectives and ideas.
Cross-disciplinary knowledge often leads to novel connections and innovative solutions.




Motivation is another critical factor in creativity. Intrinsic motivation, which comes from a genuine
interest and passion for a task, tends to lead to more sustained and meaningful creative efforts.
Extrinsic motivation, such as rewards and recognition, can also drive creativity, though it may
sometimes shift focus away from the joy of creation itself. Balancing these motivations is key to
sustaining creative output.

Mental and physical well-being plays a crucial role in supporting creativity. Good mental health allows
individuals to think more clearly and engage in creative processes more effectively. Similarly, physical
health, including adequate rest, nutrition, and exercise, supports cognitive function and overall brain
health, which in turn fosters creativity.

In short, creativity is nurtured by a blend of personal traits, cognitive abilities, environmental
factors, emotional states, knowledge, motivation, and well-being. By understanding and
optimizing these factors, individuals and organizations can better support and enhance creative
potential.
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Design thinking is a systemic, intuitive, customer-
focused problem-solving approach that organizations can use
to respond to rapidly changing environments and to create
maximum impact.

“design thinking is a methodology that we use to solve
complex problems, and it’'s a way of using systemic reasoning
and intuition to explore ideal future states,” says McKinsey
partner Jennifer Kilian. Design thinking, she continues, is

“the single biggest competitive advantage that you can have,
if your customers are loyal to you—because if you solve for
their needs first, you’ll always win.”




The End Goal of Design Thinking: Be Desirable, Feasible and

Viable

The design thinking process aims to satisfy
three criteria: desirability (what do people

desire?), feasibility (is it technically
possible to build the solution?) and

viability (can the company profit from the
solution?). Teams begin with desirability

and then bring in the other two lenses.

Desirability: Meet People’s Needs

The design thinking process starts by
looking at the needs, dreams and
behaviors of people—the end users. The
team listens with empathy to understand
what people want, not what the
organization thinks they want or need.
The team then thinks about solutions to
satisfy these needs from the end user’s
point of view.

Feasibility: Be Technologically Possible

Once the team identifies one or more solutions, they
determine whether the organization can implement them. In
theory, any solution is feasible if the organization has infinite
resources and time to develop the solution. However, given
the team’s current (or future resources), the team evaluates
if the solution is worth pursuing. The team may iterate on the
solution to make it more feasible or plan to increase its
resources (say, hire more people or acquire specialized
machinery).

At the beginning of the design thinking process, teams
should not get too caught up in the technical
implementation. If teams begin with technical constraints,
they might restrict innovation.



Viability: Generate Profits

A desirable and technically feasible product isn’t enough. The
organization must be able to generate revenues and profits
from the solution. The viability lens is essential not only for
commercial organizations but also for non-profits.

Traditionally, companies begin with feasibility or viability and
then try to find a problem to fit the solution and push it to the
market. Design thinking reverses this process and advocates
that teams begin with desirability and bring in the other two
lenses later




|deation is a creative process where designers generate
ideas in sessions (e.g., brainstorming, worst possible idea). It
is the third stage in the Design Thinking process. Participants
gather with open minds to produce as many ideas as they
can to address a problem statement in a facilitated,
judgment-free environment.

|Ideation involves free thinking, open-mindedness, and the
exploration of various perspectives and possibilities to
generate a wide range of ideas. The purpose is to go beyond
conventional thinking and encourage out-of-the-box ideas
that have the potential to drive innovation. It is a crucial step
in the overall innovation process, as it lays the groundwork
for finding novel solutions, improving existing processes, or
creating something entirely new




There are many methods and approaches for ideation. A list of common ideation techniques is as follows:

1. Brainstorming: A technique where the basic premise is to get a group together and have them share
their ideas freely, without judgement. The goal is to generate as many ideas as possible, regardless of
whether they are good or bad. Once the brainstorming session is over, the group can evaluate the
ideas and narrow them down to the best ones.

2. ldea mapping: This process begins with brainstorming a central idea and then developing said idea by
adding related concepts and details. The result is a map or diagram that visually captures the
relationships between ideas. This technique can be used individually and in groups, and it is an effective
way to generate a large volume of ideas quickly. Idea mapping is often used in business, engineering,
and design, where creativity is essential for success.

3. SCAMPER: SCAMPER is an acronym for the seven different aspects of ideation around which this idea
revolves: Substitute, Combine, Adapt, Modify, Put to other uses, Eliminate, and Reverse. By considering
each of these elements, in turn, it is possible to develop new ways to approach a problem or challenge
and obtain a wide range of ideas suitable for further development.




The method of loci: The method of loci is a strategy for memorizing new information. It is a
mnemonic device that involves the visualization of placing pieces of information around a room
and then visualizing yourself "picking the information up". This method is known as memory
palace. The word loci is the plural of "locus", which means location.

Bodystorming: Bodystorming is a creative process that involves using the body to simulate various
actions and explore different solutions to a problem. The term was coined by Gijs van Wulfen, who
developed the process as a way to overcome the limits of traditional brainstorming. With
bodystorming, participants are encouraged to physically act out possible solutions to a problem,
allowing for a more immersive and realistic exploration of potential solutions. The process can be
used alone or in groups, and is often used in conjunction with other ideation techniques such as
role-playing and mind mapping. Bodystorming is an effective way to generate new ideas, and has
been used in a variety of fields including product design, architecture, and marketing.

The 5 Whys technique: The 5 Whys technique is a simple yet powerful tool for driving to the root
cause of a problem. The basis of the technique is to ask "why" five times to identify the primary
causal factor behind a particular issue. It is suitable for a range of problem complexities and is
often used in conjunction with other root cause analysis tools, such as fishbone diagrams and
cause-and-effect tables. Although it may seem simplistic, the 5 Whys can be an invaluable tool for
uncovering hidden problems and generating new ideas.




The dynamics of ideation and creation involve the interplay of various factors that facilitate the generation and
development of ideas into tangible outputs.

|deation Dynamics:
1. Stimuli: External or internal triggers that spark ideas.

2. Association: Connecting seemingly unrelated concepts or ideas.
3. Incubation: Allowing ideas to gestate and mature over time.

4. Divergence: Generating a wide range of ideas, without judgment.

5. Convergence: Narrowing down options, selecting the best ideas.




Creation Dynamics:

1. Iteration: Refining and developing ideas through repeated cycles.
2. Experimentation: Testing and exploring different approaches.
3. Prototyping: Creating tangible representations of ideas.

4. Feedback loops: Gathering input, adapting, and refining.

5. Evolution: Allowing creations to adapt and change over time.
Shared Dynamics:

1. Curiosity: Embracing a willingness to explore and learn.

2. Risk-taking: Embracing uncertainty and experimentation

3. Collaboration: Combining diverse perspectives and expertise.
4. Flexibility: Adapting to changing circumstances and ideas.

5. Resilience: Overcoming obstacles and setbacks.

By understanding these dynamics, individuals and teams can foster a culture that supports the continuous cycle of
ideation and creation, leading to innovative solutions and growth.
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