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The Creative Process 

  The creative process can be broken down into two separate and distinct phases.  The first 

is the germinal and the second is the practical.  It is in this initial phase, or germinal phase, that 

all the creative conceptualization occurs.  Ideas are generated, entertained, examined, and 

investigated.  An uninhibited “right-brained” mode of thinking is engaged in this initial phase. 

Any and all ideas should be entertained. 

  After evaluating and selecting a meritorious thumbnail concept from the germinal phase, 

the second phase or the practical phase of the creative process becomes implemented.  It is in the 

second, or practical phase where the work of art is actually executed.  The practical phase is now 

concerned with more pragmatic issues such as, production standards, costs, and deadlines. In this 

latter phase, a more logical “left-brained” mode of thinking is adopted.   

 It is important to be cognizant of the location of one’s point of development during the 

production process, because that determines which creative mode of thinking is appropriate.  

That is, it is perfectly valid to experiment, explore, and investigate ideas during the germinal 

phase of the creative process, but that lateral mode of thinking may be inappropriate in the 

practical phase, where is a more direct approach is preferable. And, conversely, a linear direct 

approach in the germinal phase may adversely limit and narrow your field of creative ideas  

(von Oech, 1983). 
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Philosophy 

 Art is idea. Creativity is a combination of intellect and intuition. 

 So, where do our creative art ideas come from? What can I do to foster my own creativity?  

 Art ideas can come from a range of sources — history, mathematics, biology, literature, 

and music to name a few.  In short, studies in the liberal arts. The informed and successful artist or 

designer is someone who is well versed in a variety of subject matters. Gutenberg synthesized 

ideas from the processes of grape pressing and coin punching to invent the printing press. To 

ensure a fertile imagination, one should cross train their minds with a divergence of ideas. 

Envision your creative prowess as a hybrid. And, if knowledge is strength, then one needs to 

exercise the mind just as one needs to exercise the body. Creativity needs to be cultivated and 

nurtured in order to burgeon.  

 

The ancient Greeks closely associated play with learning. Their concept of 

education (paideia) is almost identical to their concept for play (paidia). Plato 

said, “What, then, is the right way of living? Life must me lived as play.” If you 

are playing, then you are learning and living (von Oech, 1983). 

 

 The primary goals of this philosophy would be to build confidence through self motivation, 

to stimulate and strengthen one’s artistic commitment, to promote original thought, to make the 

creative experience relevant, and to help develop a tangible sense of ego to allow the one’s 

germinal inner creative child to flourish. 
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Methods 

 There are several self-motivated approaches one may employ when facing a new creative 

challenge. In addition, it is equally as important to identify and discontinue cultural, emotional, 

and perceptual blocks that may imprison creative thinking (Osborn, 1963). 

Creative Conceptual Devices 
 
1. Think of a second and a third and fourth answer. 
2. Rearrange, interchange components, re-order the sequence. 
3. Draw an analogy or metaphor to the design project. 
4. Use rules as guidelines, not as inflexible law. 
5. Ask imaginary “What if?” questions in the germinal phase. 
6. Employ ambiguous thinking.  Make free associations to arrive at new insights. 
7. Synthesize. Combine ideas, materials, and purposes. 
8. Take risks. Nothing ventured, nothing gained. 
9. Play and have fun with the design project.  Turn it into a game. 
10. Identify and assault your routine assumptions. 
 
Blocks to Creative Thinking: (Identify and release mental blocks.) 
 
Cultural Blocks 
1. Desire to conform to adopted patterns. 
2. Desire to be practical and economical. 
3. Desire for the safety of the familiar. 
4. Inability to comprise ideas. 
5. Belief that “play” is a waste of time. 
 
Emotional Blocks 
1. Fear of making mistakes. 
2. Stopping at the first idea. 
3. Inflexibility and dependence upon biased opinion. 
4. Lack of drive. 
 
Perceptual Blocks 
1. Difficulty in establishing the problem identity. 
2. Difficulty in seeing remote relationships. 
3. Failure to distinguish between cause and effect. 
4. Failure to use all senses in observing. 
5. Inability to define terms. 
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Production Process 

 The production process can be modeled as a linear sequence, from conceptualization to 

implementation. Starting with the identification of the design challenge, the refinement process 

respectively addresses researching the subject matter, developing thumbnail sketches and rough 

composites, and then finishing and implementing the final design.  

 The Creative Design Process Paradigm that I have developed juxtaposes the germinal and 

practical phases of creativity against the production process from project identification to the 

final design implementation. This model serves as a guide that enables one to simultaneously 

visualize the entire production process and their appropriate respective creative modalities. 

 
Notes on the Creative and Process Paradigm: (see: Figure 1) 

1. The diagram reads from left to right, (note arrowhead on extreme left). 

2. The top half of the diagram refers to the linear Production Process as defined by the bulleted 

 sequential steps: design project identification, research, thumbnails, roughs, and the final.  

3.  The white to grey gradient on the bottom half of the diagram illustrates the fluid shift  

 of the Creative Modes, from the germinal phase to the practical phase. The shift from 

 germinal to practical is not as sharply delineated as the steps in the production process. 

4. Creative concepts can be interjected sometime after the research, but before the thumbnails. 

5. Note the dotted circular lines connecting research, thumbnails, and roughs. These lines refer to 

the instance when either the thumbnails or the roughs are rejected during the process. In that 

case, one must revisit the previous step and rework the solutions before advancing again in the 

production process. 
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Definitions: 
  
 
The Left Brain tends to favor the analytical, logical, and sequential. 
 
 
The Right Brain tends to be metaphorical, playful, and will entertain ambiguities and paradoxes.  

 


