THE WORKSPACE AS A CREATIVITY TOOL

how to support creativity with the facilities and interaction of the physical environment
find
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“"Music is very important
In a nice space it is more pleasant to work, but it has to be right.” experience a space as pleasant it is impor-
which helps you to believe more in the worth of . “I hate background / tant there are ai_“ﬂ'e Uﬂwrtﬂfoﬁab'? ;f .
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physical properties like furniture and inspira- &
Enough room is experienced as pleasant. Enough tional materials.
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It is pleasant to look around from time to time enough space to move around. ( G -
and have a view outside. To this end it would If only little space is available a smart setup of a s ' JusT RIG )
be very nice when the available room is rela- space can help to make optimal use of the available Some people are more easily distracted then  SHEET BANG
tively spacey and there is a nice view. space or make the space seem bigger. Also it should others.and aisQ S Cirelimstanoss thatare —
g carefully considered what needs to be present in by some experienced as distracting are valued
(the toom. e by others.
“I need lots of space the sound ot Dullﬂlﬁmwm or ornce
to work in” equipment, and sounds coming from the street
i through open windows. The same sounds may be . 3
sa ~ euphony for some people but noise to others in the r‘
workplace, depending on the individual and the sit- ' o 4 .E!
: nation Tinlike some work environments like facto- ' e
A view on nature and the usage of natural i @ Uf)'}e- @
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. ! positive effect on creativity. A view on nature W GRS, T “I think the most in-
Yo \/I@W N is sometimes difficult to realise, but alterna- Y P P ; spiring thing is when
Yé tively real plants can be put into the room. plan .and mesEy, E["hat 8 your desk is tidy and
o\ N S o _ Rougher materials have a more apparent how I work best. you have a white sheet
| N T-——Having enough light is experienced as pleas- effect then neatly finished materials. When of paper in front of
: -ant. Especially natural light. o using rough materials it must be considered you.”

however that the appliance remains suitable
for its function.

To deal with the fact that different people ex-
perience different environments as comfort-
able, certain aspects of the environment
should be adaptable to personal wishes.

It is nice to have a generous amount of facilities
People are most comfortable if available like cold bottles of water or fresh fruit.
they can control the ambient These facilities do not directly support work re-
properties themselves lated activities, but do make people feel more at

ease and comfortable.

Certain locations have a positive influence on a pas- The possibilities that an environment offers An environment can bring about a feeling of
sionate attitude. A passionate person does not want to Ca;‘hmo_t“"f_te st?mfone 10 hf[acor:;e mae pride to work there, making people more pas-
. : enthusiastic about a project and revise one - -

create something good but something great. A pas- P sionate about their work.

; . ; ; goals upwards. This happens when spaces have a special or
sionate team is extremely motivated about the project unique appearance
and collectively pursuits a shared vision with as ljttle ; )
concessions possible. - 9 II!Q?j/!?@CD
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Locations with an established reputation can
motivate you to become more inspired about a
project.

A good example are the Hansa studios in
Berlin, where David Bowie recorded three suc-
cessful albums in the 1970's. Since then the
studios have a huge appeal to other artists and
many recorded successful aloums at the stu-
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work areas with artefacts that are reflective of f |
team goals and achievements. This is a good \;’
method to support the team spirit and the pos- |

sibility to do so should be supported by the en-
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Facilities are easy to use and immediately
u c available for usage. People need to be able to

' cannot pe Creative &etgoingquickly without feeling any con-
€ing in f) ow."” straints to use the facilities. This is especially
important when electronic tools are used.
Many designers prefer non-electronic tools al-
together, because electronic tools are too rigid,
less intuitive and take too much time to get

something done. . . .

Facilities should stimulate usage through their appearance

and particularly not discourage people to use them.

The appearance of a facility should clearly communicate

that people are allowed to use them without any scrupulous. —
To this end facilities should not look to new, pricy, compli- ‘: L _-'-
cated or scrappy.

Flow is a necessity for creativity. Someone in “YO‘{ €an be in fiow wi tho ;
flow is fully immersed in what he is doing, is Bt being
highly active and enjoys what he is doing. If a
room is not tuned to someones needs it is harc
to get in flow. '
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In the environment all materials and tools that
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may be needed are available and easy to find.
It should be prevented that someone needs to
look for something for too long or is not able to
find something at all. This can be very annoy-
ing and can cause someone to get out of flow.

Annoyances with regard to facilities must be e Lilling Wis ﬁ
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Information is a special sort of facility. For In-
formation the same considerations apply that I
were mentioned for other facilities. AN
Information is a necessity for creativity. But as

a result of the shear amount of information
available through sources like the internet, in-
formation is a potential source of distraction,

taking away the flow out of a process.

How much information is available, when and

how it is presented should be carefully consid-

During creative work you switch between working in
" 7L e [ a group and working alone and between active and
50 . 'fré‘jiom' more relaxed moments. These different working
16 dis methods require different conditions of both the
person and their environment. Switching should be
easy and fast.
Below some directions are presented with regard to
these different modes of work.
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' 2lotta o ices . ium - Tosupport flow in a group, teamwork needs to The environment should stimulate users to be
fUMCf('oifi”e'Z}.Vdr"on fpeclf,‘c {-’ be smooth and EfﬂCl‘e_nt. Most |mp0rt:ant‘ active. This is done by motivati ng peop'e to
il fferent Lnni ners aspect of teamwork is good communication. stand, move around and work on something by
c s L 4 Good communication is supported by making hand to create something tangible.

ideas explicit with written down text, drawings |
and prototypes. | |
wgometimes motion becomes essen
"
to the thought process

Facilities need to be suited for group work. w
Among other things enough facilities need to SApants

be available to prevent that people have to
wait for each other. And the facilities should be
big enough for team usage.

A space needs to be carefully tuned to the re-
quirements of the users. These requirements
are partly of a general nature, partly personal
and partly depended of the intended usage.
Therefore the requirements will differ from
project to project and also during a project. To e
stay tuned to these varying requirementsthe
space needs to be flexible. ; (——_________
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There are a number of ways for a space to be

flexible:
1) Multiple rooms with specific functions are :
available. So the room that matches the activ- 1. On different moments during a project ‘C When the bigger group splits up in smaller
i 2 d. To antic- hen people go and work alone
ity best can be used. different facilities are neede 3 groups or w e people g : :
2) One room can support multiple functions. ipate to this facilities that are noff (_‘/ enough facilities must be available for every
3) Aroom or part of a room can be adj ceded can be put away or switched o_ne . smaller grou_p or person to work well.
and used in various ways. 5, If a room is large enough, it can e - An example is that enough space and tables More relaxed moments are mainly used for contemplation.
divided into multiple parts or one sm‘be  need to be present for every group to work on Contemplation is something what is often done solo and
” “. 1 | ler partcan be screened off. This ;.th;r ’ r, its own spot. has some typical demands regarding to the environment.
| done with curtains, walls on whee J PiPI,ceda nd Bzuiet: IContemEIate is t:picar: an ac:ivity done in
i ic solutions. solitude. Being alone with ones thoughts without
]—2.0;; ?nxa(:;ng the setup of the furni{&\;re f (distracting) external input.
flexible the room is easily adapta t;na Physical relax: Contemplation is often linked to physical re-
When for instance it is €asy to move = A
tables they can be moved asidg when 8 Stimulate all senses: Stimulating the senses can have a
stimulating effect on ones thinking processes. (Tassoul

“I use music to indicate
different moments in the
creative process.”

‘ H. Ebbers
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The environment can trigger curiosity and new thinking Change is an important tool to realise creativ- . A visual interesting environment is a possibility
patterns. An important part of creativity is breaking with ity. Change can trigger new ideas and insights. to motivate people to go and explore. Ex-
existing mental barriers and approach situations in new, lT_:“S ilsl S“p‘?oged with thed?""im”mefl‘_t by . amples tsare complicated constructions and or-
original ways. In a team original ideas come into being by e gi i ':gss::g“" g AFTantiaNg R - RAMANE. 4} ..
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combining ideas and continue on others’ input. Whenyou werlcin:aspace onaregular basisor E

“The more the better”

— McCaos

for a longer amount of time, the space needs
to be updated regularly to prevent it from

becoming a fixed artefact. =
The way in which people behave is linked to

their surroundings. In order to break with “Variation works for me. I find it almost

normal everyday behaviour the surroundings essential to vary my surroundings if I want Play is a strong method to break with ev-
should deviate from well known environments ide as to come " espe ci a_l ly When T get StU.Ck . " eryday routines. The pDSSibiIitieS for play

need to be present at the workspace.

with clear functions like meeting rooms. )
A creative space is a special place were normal -~
rules do not apply. . ) : ; ) ) } )

wTE ; 1 bl d d Surprising elements of the environment can - | “To invent you need a good imagination

Lt you glwe Peop € & table %m & ‘agenca stimulate someone’s curiosity. In this context and a pile of junk”
N they will have a meetings surprising elements are elements that do not i R
\ i s . answer to expectations in a positive, often .
Many designers surround themselves with

funny, way. Possibilities are facilities with sur-

prising possibilities and strange objects. inspirational materials like old products. These

J / . . . . i products represent old ideas and are a
7 ED patential source of new ldeds, A characteristic of creative group work is that ideas are
“I get inspiration from seeing things = thrown out to the group and developed further.
that are out of context.” \DEC Externalising causes a person to move from vague
’ TedhWox ; mental conceptualisations of an idea to more concrete

representations providing a means for otheres to inter-
act and react to these ideas. The means to share ideas
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should be supported with facilities.
The presence of novel facilities or the absence When the appearance of a space becomes oo _ . . w“
of standard facilities can trigger people to deal dominant it can put its stamp on the direction GM: (:|a")fz1\'\aF ] 1 ideas ©
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