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Creative Process & Design Research (from VC111)

Four Roles in the Creative Process

In A Kick in the Seat of the Pants, Roger von Oech identifies four distinct roles an individual plays
in the creative process:

o

First, the explorer learns as much as possible about the problem.
Research is crucial. Ignorance of a topic may result in a superficial
solution, while finalizing the first solution envisioned often results in a
cliché. When you're searching for new information, be an Explorer.

Second, the artist experiments with a wide variety of solutions, using
all sorts of combinations, proportions, and materials. When you're
turning your resources into new ideas, be an Artist.

Third, the judge assesses the work in progress and determines what
revisions are required. Rather than discard an underdeveloped idea,
the judge identifies its potential and determines ways to increase its
strength. When you're evaluating the merits of an idea, be a Judge.

Finally, the warrior implements the idea. When the project is large and complex,
implementation can be a challenge. When obstacles appear, the warrior assesses the
situation, determines the best course of action, and then completes the project. When
you're carrying your idea into action, be a Warrior.

— Roger von Oech via Launching the Imagination by Mary Stewart pg 115.

The Design Squiggle

About from its Creator:

o

“The Design Squiggle is a simple illustration
of the design process. The journey of
researching, uncovering insights, generating
creative concepts, iteration of prototypes
and eventually concluding in one single
designed solution. It is intended to convey
the feeling of the journey. Beginning on the
left with mess and uncertainty and ending on the right in a single point of focus: the
design.” — Damien Newman, creator of the Design Squiggle

Design Research

Why do Research?

o

o

Graphic & multimedia design work have a purpose—research helps define that purpose and
gives us a set of criteria on which to judge the effectiveness of a design.

For a designer/creator, the problem-solving process begins when a client requests help or the
designer identifies a specific need. (Stewart, p.130)
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Some Questions to Ask

What is needed?

What is the message?

Who is the target audience?

What are the specs of the project?
What is the budget?

Is there a deadline?

O O O O O

o Are there any existing graphic resources?

Methods

Interviews
Questionnaires
o Thumbnails
o Model making

O

Convergent Thinking

Defined

o Involves the pursuit of a predetermined goal, usually in a linear progression and using a
highly focused problem-solving technique.

o The end determines the means.

Advantages
o Clarity
o Control
o Focus
o Efficient

o Similar to Scientific Method

Most Effective When
o The problem can be defined
o The problem can be solved rationally
o The problem must be solved sequentially
o Firm deadlines must be met

Process
1. Define the problem
2. Do research
3. Determine your objective
4. Devise a strategy
5. Execute the strategy
6. Evaluate the results

Sources: Launching the Imagination: A Comprehensive Guide to Basic Design, Stewart, Mary. (2006); A Kick In The Seat Of The Pants,
von Oech, Roger (1986); thedesignsquiggle.com. Newman, Damien.
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