Building a Fun and Creative Team
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About This Workshop

Introduction:

This workshop is based on three principles I have noticed in my 6 years of employment in Information Technology: 

First, in the technology industry, a promotion often means going into “management”.  Unfortunately, many people are trained as programmers, machine operators, or data engineers.  Forming and coordinating a team are foreign concepts to many of those individuals.  

Second, technology is an industry that is constantly changing.  New ideas are often the main “product”.   So, creativity is coveted.  However, many people seem to believe that creativity is something that you either have or you don’t.  In a “go go go” environment, few managers have the time to figure out what creativity is and how to get more of it.

Finally, because of the recent explosion of information, people in technology MUST work in teams to really achieve.  No one person can master all of the concepts a company or organization needs to have a successful IT infrastructure.

This workshop was developed to provide IT managers with a pinch of management training, a dash of creativity promoting ideas, and a smidgeon of team theory.  Because IT professionals do not often have a lot of time, the workshop will consist of just 4 hours.  Materials in the workbook supplied to the attendees are intended to provide support and ideas after the initial seminar.

Targeted Group:
This seminar is designed for IT managers interested in improving their team’s productivity and/or morale.  It should be especially helpful for new managers or people recently promoted out of more solitary positions, such as programming.

Organization:

The workshop is divided up into seven sections.  These are:

1. Why Have Fun/Creativity at Work?

2. Tapping Into Your Own Creativity

3. Getting to Know Your Team

4. Creative Thinking Techniques 

5. Avoiding Blocks to Creativity

6. Rewarding Your Team

7. Hiring Creative People

These follow what I believe would be the logical progression for a new manager:  appreciate fun and creativity, find out how to get it, and finally learn strategies on how to maintain it (and hire in a way to continue it).  The workshop will only be 4 hours long but will cite numerous resources that managers can refer to long after the seminar.  

Section 1: Why Have Fun/Creativity at Work?

Learning Objectives:

1. Become aware of some of the benefits of fun in the workplace.

2. View examples of fun in workplaces around the country.

3. Explore types of “fun” that are inappropriate in the workplace.

4. Understand that fun does not have to cost a lot of money.

5. See examples of creativity on the part of the manager, which leads to fun in the workplace.

Materials to be Learned:

This section mainly provides examples of workplace fun.  There are no specific lessons/materials to be learned.  It is intended to open the participants’ minds to the endless possible ways to improve the work environment.  It also provides a bit of structure by including a list of areas that are more controversial and harmful than fun.  My hope is that this section will energize and motivate the attendees to want to create a team/workplace like those listed as examples.

Methods and Procedures:
There will be open discussion after reading through this section of the workshop.  I will ask participants to point out a few examples they really like or have seen in practice.  

Section 2: Tapping Into Your Own Creativity

Learning Objectives:
1. Understand ways to measure creativity.

2. Explore the concept that managers must understand their own creativity before they can help others become more creative.

3. Examine the concept that there are ways to improve your own creativity.

Materials to be Learned:
1. What is a creativity test?  How is it scored?

2. Techniques to improve creativity.

· “What would happen if”….. 

· Unusual uses for common objects 

· Brainstorming 

· Internal visualization 

· Fantasy 

· Practice asking questions 

· Problem defining

· “Scamper” method 

· List what is good, what is bad 

· Visual puzzles

· Logic Exercises

Methods and Procedures:
1. Activity – Creativity Test

2. Discussion – Creativity tests are not necessarily accurate, but can be used to increase your awareness of your own creativity.  If you received a low score, don’t worry!  There are quick and easy ways to improve!

3. Activity – Upside Down Drawing Task – Have participants draw the picture of Leonardo da Vinci upside down.  This helps them understand the concept of letting go of preconceptions and the “usual” way of doing things.

4. Cite Sources – How to Think Like Leonardo da Vinci by Michael Gelb; Creativity is Forever, Gary Davis

5. Discussion – Other personal creativity methods (see list above) – participants are provided with space to take notes on the methods they like.  Their writing the ideas down may help concrete them in their heads.

Section 3: Getting to Know Your Team

Learning Objectives:

1. Understand some fun ways to get to know other team members.

2. Explore methods to build team morale.

Materials to be Learned:
1. Ice Breakers – What are they and what do they do?

· Index Card: 

· Treasured Objects 

· Intro self by a nickname 

· Middle name game 

· Accomplishment Hunt 
· Team brainteasers 

2. Team Building exercises.

· Celebrating Special Events 

· Team Photos 

· Activities 

· Psychic Massage 

· Positive Strokes

· Community Building 

Methods and Procedures:
1. Activity - Index Card (favorite hobbies, favorite cities, something interesting about you, etc.)

2. Discussion – Examples of Ice Breakers and Team Building Exercises.  Ask participants if they can think of other ideas they have encountered.  

3. Activity – Scrambled Cities.  Break into pairs.  The team that finishes first wins a prize.

4. Cite Source – Still More Games Trainers Play, Scannell and Newstrom.

Section 4: Creative Thinking Techniques 

Learning Objectives:

1. Examine various creative techniques a group can use.

2. Explore which creative techniques can be used for different work related situations.

Materials to be Learned:
1. Idea spurring questions

2. Other techniques:

a. Brainstorming

b. Reverse Brainstorming

c. Mental Mapping

d. Metaphorical Thinking

e. Idea Checklist

f. 6 Hats

Methods and Procedures:
1. Activity – Reverse Brainstorming of ways to make cubicle life worse!

2. Discussion – Talk about the different creative thinking techniques and real workplace examples for each of them.  Stress that there are many many other activities out there.

3. Cite Sources - A Whack on the Side of the Head, Roger Von Oech; Dr. Curt Bonk’s class; Creativity is Forever, Gary Davis.

Section 5: Avoiding Blocks to Creativity

Learning Objectives:

1. Understand the various blocks to creativity.

2. Explore specific ways to avoid squelching the creative ideas of your teammates.

Materials to be Learned:
1. Von Oech’s 10 Blocks to Creativity.

2. Idea Squelching Phrases.

Methods and Procedures:
1. Discussion – What are blocks to creativity?  

2. Discussion – Idea Squelching Phrases.

3. Activity – Break into groups and think of real examples of idea squelching phrases you have heard.  How did they make you feel?  Did you want to come up with more ideas?  Did you become defensive?  The group with the most examples wins a prize.

4. Cite Source – A Whack on the Side of the Head, Roger Von Oech.

Section 6: Rewarding Your Team

Learning Objectives:

1. Understand that rewards do not need to be monetary.

2. Explore the importance of rewarding employees.

3. Examine how motivation is tied to rewards.

Materials to be Learned:
Just as in the “Why Have Fun and Creativity at Work” section, this section mainly provides examples.  There are no specific lessons/materials to be learned.  It is intended to open the participants’ minds to the endless possible ways to reward employees.  

Methods and Procedures:
1. Discussion – Read the table of content pages from the 1001 ways books (see below).  Discuss the different types of rewards and incentives.  Discuss why rewards motivate.  Examine why just giving more money is not necessarily the most creative way to reward your employees.

2. Cite Source – “1001 Ways to Reward Your Employees”, “1001 Ways to Energize Employees”

3. Discussion – How are some of the ideas that were listed in the “Why Have Fun and Creativity at Work” section are not only motivating, but also rewarding.

4. Activity – Brainstorm – If you have just $20 to reward your employees for a job well done, how could you do it?

5. Discussion – Free Rewards (see printout).  If you have absolutely NO resources to use for rewards, there are still ways to make employees feel valued.

Section 7: Hiring Creative People 

Learning Objectives:

1. Examine the characteristics of a creative person (both good and bad).

2. Discuss ways to seek creative people.

Materials to be Learned:
1. Creative Person Attribute List (Both Positive and Negative).

2. List of ideas on ways to test for creativity.

Methods and Procedures:

1. Discussion – Creative Person Attribute List.  Do these describe anyone who works for you?  Are they high achievers or low achievers?  Do you know anyone with the negative creativity traits?

2. Activity – Metaphorical Thinking – How is your position like being a shark?  How was your last job like being in a prison?  How was your last job like being in an amusement park?  

3. Discussion - The questions in the activity could be used in an interview.  What would you think of a person who said their last job was like being in an amusement park because it was exciting?  What if they said it was because it was too crowded and they hated being around all those people?  What if they said it was because it was dangerous and not worth the risk?  Discuss other techniques you could during interviews, such as shortened versions of creativity tests, “What if…” questions, etc.

4. Cite Source – Creativity is Forever, Gary Davis.

Assessment Procedures:

There will be a short survey given at the end of the workshop.  This will allow participants to convey which parts they found the most helpful and interesting to them.  In addition, I will give participants one month to try incorporating at least one technique into their workplace.  We will then have a one-hour follow-up luncheon where we discuss what worked, what didn’t, and any new ideas that the managers have come up with since the workshop.

Materials Needed:



One notecard for each participant


Pens, pencils, markers


Paper

Flip Chart to list good ideas


One copy of each of the following for each participant:



Workshop Workbook



Upside Down Drawing 



Scrambled Cities (From More Games Trainers Play)


Food and Drink


Candy or other small “prizes”

Table of Contents

Why Have Fun/Creativity at Work?


Why Have Fun at Work?


Employers Use Fun to Fight Turnover


Fun is Not….

Tapping Into Your Own Creativity

A Creativity Test – How creative are you?

Other Creativity Techniques 

Upside-down Drawing or Opposite Hand Drawing – pg 274, How to Think Like Leo


Getting to Know Your Team


Ice Breakers 


Team Building

Creative Thinking Techniques 

Idea spurring questions 

Other Techniques: Brainstorming, Reverse Brainstorming, Morphological Synthesis, Idea Checklists, etc.
Avoiding Blocks to Creativity


What are blocks to creativity?  - Von Oech’s 10

Avoid being an Idea Squelcher
Rewarding Your Team

 
“1001 Ways to Reward Your Employees”

 
“1001 Ways to Energize Employees”


Free rewards  

Hiring Creative People


List of attributes 


Creativity Tests – like the one you took earlier


Interviewing Techniques

Why Have Fun At Work?

[image: image2.wmf]
· Some Fun Statistics

· Employers Use Fun to Fight Turnover

· Fun is Not….
Fun Statistics

· Ninety-six percent of execs (in a survey by Accountemps) believe people with a sense of humor do better in their jobs than those who have little or no sense of humor. (HRFocus, Feb. '93) 

· Employees who take part in silly games think more creatively and develop more innovative solutions to problems. A Cornell University study found that people who'd just seen a funny movie increased their "creative flexibility." (HR Focus, Feb. '93) 

· Employees with the Colorado Health Sciences Center in Denver, after viewing humorous training films and attending workshops, showed a 25% decrease in downtime and a 60% increase in job satisfaction. (HR Focus, Feb. '93) 

· Twenty middle managers at Digital Equipment Corp., in Colorado Springs, in- creased their productivity by 15% and reduced their sick days by half...in the nine months following a workshop conducted by a humor consultant. (HR Focus, Feb. '93) 

· A survey of 329 company executives found that 97% agreed that humor is valuable in business...and 60% felt that a sense of humor can be a deciding factor in deter- mining how successful a person can be in the work world. Another survey found that 84% of personnel di- rectors interviewed said that employees with a sense of humor do better work. (Terry Braverman, Training and Development magazine, July '93.) 

· An HR survey found that a majority of workers think their offices are too bleak. ("Let the Good Times Roll: Building a fun culture," in Harvard Management Up- date.) 

· Here's one for Hamilton and other sour skeptics to consider: Pessimists die earlier. That's the conclusion of a study of 839 patients who originally came to the Mayo Clinic in the early 1960s. They were given a detailed personality test, including an optimism-pessimism scale. Researchers followed up 30 years later. They found that the optimists in the tested group lived longer than the pessimists. (Mayo Clinic Proceedings) 

· For those, like Hamilton and people she quotes, who grouse that they'd rather have the money than the fun...consider the study by Goodyear Tire & Rubber Co.. In a test, the manager of special accounts marketing offered cash rewards to half the participants in the test. He offered non-cash rewards to the other half of the participants. Those participating were sales associates and managers at 900 company-owned stores and service centers. Result: Those rewarded with non-cash produced results almost 50% greater than those offered just cash. 

Source:  http://www.employerhelp.org/jimcollison/stories/naysayer.htm

Employers Use Fun to Fight Turnover
It's Serious Business!
Everyone has had a bad hair day, but how about a bad tie, bad hat or bad shoe day? More and more companies are putting together contests on the ugliest dressed. Why? Another company sponsors an annual turkey bowl. Employees go out on the loading dock, take a frozen turkey and try to knock down as many empty wine bottles as possible. This is not evidence of companies gone nuts, but tactics used to stem off a serious business problem. 

The biggest problem facing business today is how to keep and motivate workers. The other problem slapping them in the face is high turnover. Just like the Titanic, today's mobile employees jump ship for as little as a $1.00 hr raise unless something keeps them. That something may equate to a fun, flexible workplace that gives them more freedom and responsibility. Wouldn't it be great if you enjoyed going to work? Where your supervisors showed appreciation for what you did? 

A company experiencing high turnover has a serious financial problem. It costs anywhere from $4000-$15,000 to recruit, hire and train a new employee. One Atlanta company lost 420 of the 431 employees they hired this year. If it cost them $4000 per employee that equates to a $1.7 million loss. Unfortunately, most employers do not know how much turnover is costing them. 

Here are a few examples of fun workplaces: 
Humor Corner: Give employees one corner of a break room or other area to post cartoons, illustrations and other items designed to relieve stress. At the end of each week, the staff can award a prize for the best submission. 
Flextime/flexshare: First Tennessee Bank, (city, state) believes that if you treat employees well they in return treat your customers well. The use of flextime and flexshare programs has resulted in double the loan volume handled since 1992 with no increase in staff or major changes in systems or technology. An additional bonus: a giant leap in customer service ratings. 
The Talking Stick: Try introducing the "talking stick" into your office. This idea originated from a Native American tradition. Each month a different person in the office receives the talking stick which provides that person certain rights and privileges (which vary from office to office) for the month. For example, the "owner" could provide fellow employees one hour a month administrative leave. 
Employee Dollars: At Phoenix Solutions Inc. employees award an "employee dollar" to fellow employees who do something special or exceed company expectations. Each month the employee with the most dollars gets movie tickets, dinner, and a plaque with their name as "Employee of the Month." 
"Management by fooling around": Herb Kelleher, CEO and founder of Southwest Airlines, combines fun and hard work into something he calls "management by fooling around." At the nonconformist airline everything - from the tickets and boarding passes to the casual dress and occasional costumes attendants wear - clearly demonstrates that something is different. 
Payday: The Milwaukee office manager for Manpower Inc. doesn't just give out paychecks on payday - employees also receive a Payday candy bar with their check. 
Lightning Bolt Thru the Head: A great tools for getting people to think innovatively and have fun at the same time. 
Employers Use Fun to Fight Turnover – PG. 2
Man Overboard Award: CIGNA believes in rewarding employees who goes over and beyond for their customers. The Man Overboard Award is a life-saving ring, which the president presents to an employee at a special ceremony. CIGNA also pays teams for implemented ideas that improve productivity with awards as high as $25,000.

Choose Your Own Reward: At Miami-based Creative Staffing, the owner rewards her employees with parties, expensive dinners, chauffeured shopping sprees, spa sessions, and cooking lessons with Paul Prodhomme. She lets her employees decide what they want, then figure out how much their package costs and also how much additional business they have to generate to cover those costs. Choose your own reward - sounds like fun!

Engineering Bucks: The technicians at Weather Channel in Atlanta created their own recognition system--called Tech Bucks. All they did was Xerox a dollar bill and give five of them out at the beginning of each month. They give them to each other for doing a good job. At the end of the month they tally up who got the most and the winner gets a special prize.

Dancing the Macarena: Employees at PeopleSoft, Inc. still haven’t forgotten the day that CEO David Duffield danced the Macarena in front of 500 happy co-workers. Duffield does not act like a boss. His office is a cubicle; he answers his own phone and opens his own mail. Annual employee turnover is three percent, or one-quarter of the national average. Employees who earn outstanding service awards get either $500 in cash or 100 stock options.

The Extra Mile- United Services Automobile Association (USAA) provides blank "Thank You" note stationary for their workers called The Extra Mile. Employees are encouraged to say "Thank You" to each other for the help they receive at work. The most surprising thing happened on the first day USAA printed the notes . . . they ran out! The company couldn't keep up with the demand. 

Fat Friday: Just about everybody loves to eat. At Texas A&M the first Friday of each month is celebration time. Everyone brings food to share, and they celebrate birthdays for those month as well as work anniversaries.

Surprise Celebrations: Often it’s the unexpected and informal that employees enjoy as much as formal awards. Conduct frequent, unannounced recognition and award celebrations, such as having a pizza party. If you don’t know of a reason to have a get-together for the work force, invent one.

Gold Stars and Frogs: At Wachovia Bank, each Monday morning they set milestones for the week with input from staff members. On Friday, employees receive a Gold Star and $2.00 (funny money) for each milestone met. Employees can also recognize their peers with a sticker of a frog, which is worth $1.00. Staff members display the gold stars and frogs on a white cardboard poster. At the end of each month, they hold a random drawing for a dinner ($50.00) and movies ($25.00).

Having Fun: Hal Rosenbluth, CEO of Rosenbluth International (the nation’s fourth-largest travel services company) believes in creating a fun work environment. He starts by hiring "nice people," since he believes nice people like to work together and they like to have fun. Officers dedicate every Tuesday afternoon to serving high tea and discussing corporate values and other matters of importance to new recruits at the company’s Philadelphia headquarters. There’s a toll-free 800 number for any associate to contact Rosenbluth. He uses a sort of Crayola Rorschach test by sending associates crayons and blank paper to render their view of the company. A "happiness barometer" team meets every six months to benchmark attitudes and enjoyment levels.

Employers Use Fun to Fight Turnover – PG. 3

Faux Paus Award: Sometimes it’s fun to recognize an employee’s goof. Try the "Faux Paus Award" - a plaque passed around the organization at a monthly social event with the current recipient’s name engraved. The "keeper" of the award is responsible for selecting the next deserving recipient.

After Dinner Phone Call: Even though you took time during the work day to thank the employee who went "above and beyond," go a step further and call them at home after dinner to say thanks. You might be surprised how much this can mean. 

Breakfast with the President: The Human Resources Department of Nations Healthcare Inc. initiated a "Breakfast with the President" program to improve communications between employees and the CEO. Each breakfast begins at approximately 8:15 a.m., with coffee and biscuits served by the staff, and ends when the discussion ends. Results--higher morale and a sense of open communication.

Fun Fridays: A Dallas (Texas) unit of Sprint Corporation uses "Fun Fridays" to energize workers. Themes have included exchanging a plant with a co-worker, and ice cream socials where managers wore aprons and served sundaes.

Thrilling Thursdays: Nike Employees in Beaverton, Oregon can’t wait for Thursday to roll around. They stop work at 4:30 in the afternoon and after some beer and soda they kayak across a lake, race bikes and compete in a 600-yard run.

Source:  http://www.chartcourse.com/articlefun.htm
Fun Is Not….

Fun is not making fun of coworkers or management
(No mimicking, no teasing, no mocking)

Fun is not telling jokes
(No ethnic jokes, no off-colored jokes, no dark humor)

Fun is not practical jokes or pranks

Fun is not sexual

Fun is not deceptive

Fun is not gambling

Fun is not sarcastic

Fun is not making fun of the company
Source:  http://www.employer-employee.com/Web 

Tapping Into Your Own Creativity
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· Creativity Tests – How creative are you?

· Increasing your Creativity - Methods


· Upside Down Drawing Exercise
A Creativity Test

[image: image4.jpg]Self-rating of Creativity

I AM A CREATIVE PERSON

Strongly Unsure Strongly
Disagree _ Agree
1 2 3 4 5 6 7 8 9
Creativity Test

Indicate the degree to which each statement applies to you. Use the following Scalc:

1 = No

2 = To a small degree

3 = Average

4 = More than average

5 = Definitely
_ 1. I am unconventional in many ways.
_ @ I am very artistic.
- 3. I am quite absent-minded.
_ 4. I try to use metaphors and analogies in my writing.
- 5. I am a very active, energetic person.
. 6. I enjoy thinking of new and better ways of doing things.
_ 7. I am very curious.
_____ 8. I am quite original and inventive.
. 9. - Some of my past or present hobbies would be considered “unusual.”
o I like the nonsense forms and bright colors of modern art.
- 11. My ideas are often considered impractical or even “wild.”
_ 12. I would rate myself high on “intuition” or “insightfulness.”

13. I like some body smells.




[image: image5.jpg]14. I am able to work intensely on a project for many hours.

I 15. I like trying new ideas and new approaches to problems.
ool 16. I often become totally engrossed in a new idea.

e 17. Most of my friends are unconventional.

_ 18. The word “quick” describes me.

_ 15. I could be considered a spontaneous person.

0. I have engaged in a lot of creative activities.

2L I wouid rate myself high in self-confidence.

R I am always open to new ideas and new activities.

. 23 Sometimes I get so interested in a new idea that I neglect what [ should be doing.
24 I am often inventive or ingenious.

23 I enjoy trying new approaches to problems.

- 26. I have taken things apart just to find out how they work.
. 27 I have participated in theatrical productions.

28 I have a great sense of humor.

- 29. Many stories of mysterious, psychical happenings are true.

30. When I was young, I was always building or making things.

Scoring: Add up your ratings. The following is a guideline for interpretation:

30- 55 Low in creative personality traits
56 - 79 Below average
80 - 102 Average

103 - 126 Above average
127 - 150 High in creative personality traits

Does your test score agree with your initial rating?
Does your test score generally agree with your Self-Actualization score at the end of Chapter 1?

Regardless of your score (but especially if it is below about 90), try developing your creative personality
traits—see Chapter 4.




Source:  Davis, 1992

Increasing Your Creativity – Methods

“What would happen if”….. - 

Unusual uses for common objects – 

Brainstorming – 

Internal visualization –

Fantasy – 

Practice asking questions – 

Problem defining –

“Scamper” method – 

List what is good, what is bad – 

Visual puzzles –

Logic Exercises – 

“How to Think Like Leonardo da Vinci” (7 steps) , by Michael Gelb –

There are also many Books on Increasing Creativity

Upside Down Drawing Exercise:

Follow the directions on the handout given.

Getting to Know Your Team

[image: image6.png]“I put a lot of time and thought into this employee evaluation,
Ms...Ms...what did you say your name was again?"




Source: http://www.cartoonwork.com/evaluation.htm

· Ice Breakers 

· Team Building

Ice Breakers

Index Card: What is unique about you???

1. Favorite Sports/hobbies/past times (upper left)

2. Birthplace and Favorite cities to visit (upper right) 

3. Current Job and Responsibilities (lower left)

4. 2 comments, things, or traits about yourself (e.g., team player, personable, talkative, opinionated, hate Purdue, like movies, move a lot, hate sports) (lower right)

5. Accomplishments you are proud of (in the middle)

Treasured Objects -Take out two items out of your wallet and describe how they best represent you (e.g., family pictures, credit cards, rabbits' feet) and share.

Intro self by a nickname - current, past, or potential nickname. (ask others what it means during break)

Brainstorm a list of questions you would like to ask the others... (e.g., My person I most admire is? The best book I ever read?)  

Middle name game - state what middle name is and how you got it. 

Accomplishment Hunt -

1. Turn in 2-3 accomplishments (e.g., past summer, during college, during life); 

2. Workshop leader lists 1-2 of those for each student on a sheet without names. 

3. Participants have to ask "Is this you?" If yes, get a signature.

Team brainteasers – fun IQ tests , scrambled cities, crossword puzzles, competitions

Source : Merger of Ice Breakers (Bonk, 1998; Raffini, 1996;  Scannell & Newstrom, 1991;  Thiagarajan, 1998).

Team Building

Note:  See more examples of team building exercises in the “Fun at Work” section and the “Rewarding Employees” Section of this workbook.

Celebrating Special Events – Celebrate birthdays, team accomplishments, holidays, and more.

Team Photos – Every time there is a new member of the team, welcome them by replacing the old team photo.

Activities – Go to challenge courses, lunches, “field trips” 

Psychic Massage (a closer activity) 

1. Divide in teams of 3-5.

2. In alphabetical order of first names have someone turn his or back to the group

3. Team members must make positive, uplifting statements about that person behind his or her back but loud enough for others to hear them.

4. One minute per person. 

Positive Strokes

1. 2-3 times during a long meeting or workshop, each person fills out a 3 x 5 card about other participants. 

2. They must complete sentences like: "the thing I like best about (name) "and "the biggest improvement I saw in (name) is".

3. At the end of the day, the folded cards are passed out and read aloud and then given to the named person.

Community Building -common tee shirts, photo of group and perhaps put up on the Web. Put announcement of retreat on Web or newsletter.

Source : Merger of Ice Breakers (Bonk, 1998; Raffini, 1996;  Scannell & Newstrom, 1991;  Thiagarajan, 1998).

Creative Thinking Techniques
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Source: http://www.offthemark.com/workplace/workplace08.htm

· Group Creativity Techniques

· More on Idea Spurring

Group Creativity Techniques

Brainstorming – More ideas, the better.  Wild ideas good.  No evaluation.



Example Use:    Coming up with new ideas, project planning.

Reverse Brainstorming – How to do things worse, take more time, be less effective, have less fun.


Example Use:  Writing boring year end reports, boosting employee morale.

SCAPMER method – Substitute, Combine, Adapt, Modify, Put to other uses, Eliminate, Rearrange.



Example Use:  Coming up with new ideas, new job roles.

Metaphorical Thinking – How is your job like a circus?  



Example Use:  Interview questions,  self performance evaluation.

Six Hats – Wear different hats for different types of thinking.



Example Use:  New idea evaluation

Attribute Listing or Morphological Synthesis – Analyze or combine 2 key variables/components in grid/matrix.



Example Use:  Coming up with new ideas.

Simulations and Role Plays – act out scenes, do computer simulations

Example Use: Customer Service training.

[image: image7.png]Table 7.1
Osborn’s (1963) 73 Idea-Spurring Questions

Put to other uses? New ways to use as is? Other uses if modified?

Adapt? What else is like this? What other idea does this suggest? Does past offer
parallel? What could | copy? Whom could | emulate?

Modify? New twist? Change meaning, color, motion, sound, odor, form, shape?
Other changes?

Magnify? What to add? More time? Greater frequency? Stronger? Higher? Longer?
Thicker? Extra value? Plus ingredient? Duplicate? Multiply? Exaggerate?

Minify? What to subtract? Smaller? Condensed? Miniature? Lower? Shorter?
Lighter? Omit? Streamline? Split up? Understate?

Substitute? Who else instead? What else instead? Other ingredient? Other

material? Other process? Other power? Other place? Other approach? Other
tone of voice?

Rearrange? Interchange components? Other pattern? Other layout? Other
sequence? Transpose cause and effect? Change pace? Change schedule?

Reverse? Transpose positive and negative? How about opposites? Turn it
backward? Tum it upside down? Reverse roles? Change shoes? Turn tables?
Tum other cheek?

Combine? How about a blend, an alloy, an assortment, an ensemble? Combine
units? Combine purposes? Combine appeals? Combine ideas?





Source:  Creativity Is Forever, Gary Davis

Reverse Brainstorming Exercise:
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In the space below, list all the ways you can make cubicle life worse:

Avoid Being an Idea Squelcher
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Let me see if it on our lst of approved opinions.”




Source:  http://www.cartoonwork.com/Cartoon1.html
· Von Oech’s 10 Blocks to Creativity
· Idea Squelching Phrases to Avoid
Von Oech’s 10 Blocks to Creativity 

1.  “The Right Answer”

2.  “That’s Not Logical”

3.  “Follow the Rules”

4.  “Be Practical”

5.  “Avoid Ambiguity”

6.  “To Err is Wrong”

7.  “Play is Frivolous”

8.  “That’s Not My Area”

9.  Don’t Be Foolish”

10.  “I’m Not Creative”

Source:  A Whack in the Side of the Head, Von Oech, 1983

Idea Squelching Phrases

As a manager, work hard to never use these phrases.  They will diminish motivation and creativity and promptly halt all fun at work.

· We’ve never done it before.

· We’ve already tried that before.

· It can’t be done.

· It won’t work.

· No way.

· Are you nuts?

· It’s a waste of time.

· I’m telling you, it just won’t work.

· What will other people think?

· Somebody would have suggested it before if it were any good.

· It is too _____ (modern, old fashioned, expensive, cheap, flashy, boring, etc.)

· Let’s discuss it at some other time.

· You’ve got to be kidding.

· You ask too many questions.

· It’s not in the budget.

· It has limited possibilities.

· Let’s form a committee.

· Don’t forget the chain of command.

· We don’t want to step on any toes.

· ________________________________________________________

· ________________________________________________________

· ________________________________________________________

· ________________________________________________________

Break into groups and come up with 3 or four very creative idea squelchers

Source:  Creativity Is Forever, Gary Davis.  Pg. 29

Rewarding Your Team

[image: image10.png]“Positive reinforcement may be more productive, but, dammit
s just not as much fun.”




Source: http://www.cartoonwork.com/reinforce.html
· “1001 Ways to Reward Your Employees”

· “1001 Ways to Energize Employees”

· List of Free Rewards:  

· Reward Activity


1001 Ways to Reward Employees
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Source:  1001 Ways to Reward Employees 
by Bob Nelson, Kenneth H. Blanchard (Foreword) 

1001 Ways to Energize Employees

Table of Contents Page: 
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Source:  1001 Ways to Energize Employees 
by Bob Nelson 

Free Rewards

1. Personally thank an employee for a specific job well-done. Specify what was good about it and why you appreciate it, which tells the employee you do pay attention. For example, say: "Thank you, Jim, for organizing that project so well. You made it very clear what should happen, when and why." 

2. Put that specific praise in a letter or thank-you note. When you take the time to write something down, you clearly value it. This makes the praise even more meaningful. When appropriate, copy the employee's manager on your praise letter. Sharing the praise with management lets the employee know you support his or her success at your company. 

3. Provide as much information as possible about the company. Share as much as you can about how the company is doing, where it's making money, where it's losing money, how its products are doing in the marketplace, what new initiatives are being considered and why, and how the employee can best contribute to these efforts. 

4. At every opportunity, include your employees in the decisions you make. In many cases, your employees understand a side of an issue that you may not. If you need to create a more efficient delivery system, ask your delivery men and women how they would improve the current system. If you want to improve work flow for support staff, discuss with your secretaries and clerical workers how to best keep the work flowing. Use their ideas, and give them credit for them. 

5. Give employees the opportunity to learn as many new skills as they are able to. Most people like to learn, to grow, and to improve their marketability, and the more skills you enable your employees to learn, the more they will value their position with you. Cross-train whenever possible so employees know each other's jobs. An added benefit is that employees who understand the realities of one another's positions are more willing to cooperate and feel more like members of the same team. 

6. Celebrate successes. Celebrate an employee's successful completion of a project, a salesperson's landing a big client, your company's improved sales figures, your organization's successful year-end. After a particularly tense week, bring donuts and coffee and gather everyone together to applaud a hard-working team. Provide balloons and noisemakers for a rousing chorus of cheers for the completion of a difficult project. Buy a plastic crown at a party store to place on the head of an employee who mastered a difficult skill or finished a course of study. Mark the successes of your staff and celebrate them. Don't be afraid to be goofy in your celebration; it's a refreshing change from hard work. 

7. Provide free time and flexibility. Set aside an hour here and there for employees who have delivered an extra level of work. Make it clear that the free time is a reward for a specific accomplishment, such as finishing a challenging project or delivering month-end reports early. Alternatively, you can reward all your employees together, for example, by letting them leave an hour early to miss rush-hour traffic on a day of expected heavy traffic. Give extra time for lunch to an employee or team who has worked through lunch to deliver something to a client. Allow time off for personal or family responsibilities. 

Source: http://www.entrepreneur.com/Your_Business/YB_SegArticle/0,4621,297355,00.html
Reward Activity 

You have $20 total to reward your 10 employees.  How do you do it?  - Brainstorm 

Hiring Creative People

[image: image13.png]“Hasslemeyer; [ want 1o know why the compelition is luring away
our best talent?... Hasslemeyer?... Hasslemeyer!... Are you still there?”"




Source:  http://www.cartoonwork.com/besttalent.htm
· Creativity Tests – like the one you took earlier
· List of Creative People’s Personality Traits 
· Metaphorical Thinking in Interviews
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Source:  Creativity Is Forever, Gary Davis

Metaphorical Thinking in Interviews
How is your current position like being a shark?

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

How was your last job like being in a prison?

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________
How was your last job like being in an amusement park?

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________

_____________________________________________________________________________ 

[image: image18.jpg]Seeing Exercise 1: UPsicle-clown Drawing

Upside-down drawing frees us from habitual percep-
tions. Look at the lines and shapes following. Copy
these lines and shapes as you see them, on a fresh
piece of paper.
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The rules are:
a) Keep thinking you do not know what this is as you draw.
b) Don’t turn the book upside down until you are finished.
¢) You're not finished yet.
d) Take a stretch break in which you look around freshly with “soft” eyes.

¢) After you have copied everything you see, turn your paper around and discover what you have

drawn.




Source:  How to Think Like Leonardo da Vinci by Michael J. Gelb
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