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CREATIVITY & IDEATION

Visualization

Principles of Brainstorming

1 Ideas First

2 Test Assumptions

3 Break Habit

4 Creative New Perspective

5 Be Persistent
6 Take Risks

Principles of Lateral Thinking

1 Suspend judgement
2 Quantity over quality

3 Be positive
4 Ask questions

5 Recognize dominant perception
6 Search for new ways of seeing

7 Relax rigid thinking

8 Use chance.

9 Don't be boring. Or bored.

Techniques of Ideation

1 Derivatives & Alternatives

2 Related & Unrelated Stimuli

3 Combination

4 Free Association

5 Manipulation & Focus

6 Challenge & Provocation

7 Chaos and Randomness

8 Brainstorming & Mindmapping
9 Humour

Six Hats Thinking

1 White: Facts

2 Red: Emotion

3 Black: Judgement

4 Yellow: Value

5 Green: Opportunity
6 Blue: Management



