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Mindmapping

The Mind Map is an expression of Radiant Thinking
and is therefore a natural function of the human mind.

It is a powerful graphic technique which provides a
universal key to unlocking the potential of the brain.

The Mind Map can be applied to every aspect of life
where improved learning and clearer thinking will
enhance human performance.



Mindmapping

Mind maps are diagrams using words, symbols and
drawings used as a way to record ideas and thoughts
on paper.

You can use mind maps to describe any situation, task
or problem etc.

In the design process mind maps provide a means for
the designer to consider all the aspects of a design
project or a particular design problem.



Mindmapping

The Mind Map has four essential characteristics:
The subject of attention is crystallized in a central
image.

The main themes of the subject radiate from the
central image on branches.

Branches hold a key image/word printed on the
associated line - details radiate out.

The branches form a connected nodal structure.



5. The structure
that should develop
will be a 'radiant
hierarchy’, with
ideas radiating out
from your central
theme and main
branches.
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4. Experiment with different ways of linking
and emphasising different aspects. Use
highlighters, codes and arrows as necessary.
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1. Start at the centre of a blank,
landscape page, ideally with a
colourful image to represent your
subject.

map. Wherever possible use single KEY
words, printed along a line. Each word or
picture sits on its own line.

3. The lines make the associations betwee
ideas as clear as possible. Make them flowing
and organic, each line the same length as the
word or image. Always ensure that lines
connect to the end of the line at the previous
level. Typically lines will be thicker at the
centre and thinner further out.




Mindmapping
The mind map process:

Step One: Prepare

To map out your own thoughts, set aside 30 minutes, find a
comfortable, well-lit place to work, and think of a topic that
1s important to you.

Step two: Generate

Center image

Begin by drawing a picture or symbol that represents your
topic in the center ofthe page. From this central image draw
branching lines that radiate out.



Mindmapping

Key words

Use key words in your mapping. Learning to select just
one key word will help you develop the habit of paring
down your notes to the truly essential elements.

Print words clearly so there is no confusion when you
return to the map later.

Lines

Print your key words on top of the lines so that the
words will look and feel connected to the central
image and other branches of the map.



Mindmapping

Add emphasis
When a word is important, record it so that it jumps out

Stick to the rules (especially at first)

* The one-word-per-line rule is one of the most challenging
guidelines, and for good reason. You are forced to distil the
information before writing it down.

Symbols

- Asyou generate ideas, you can use symbols either with
keywords or instead of them. With practice it is often faster
to draw an image than it is to write the word.and grabs your
attention.



Mindmapping

Associate freely

Let your mind move to any associations related to your
topic. Use several colors for branches, symbols, and key
words, and add dimensions if possible.

Remember that this map is for you. These drawing should
help you remember your ideas, but they don't have to be
masterpieces - just recognizable.

If you need more space, try these options:
[f you have room elsewhere on the map, continue there.

Take an idea that you want to expand and make it the basis
for a new map.

Tape your map to a larger sheet of paper and continue.



Mindmapping

Step three: Incubate

Moving completely away from the task - if only for a
moment — and then returning to it helps integrate the
information.

After creating your initial map, post the map where you can
see it, think about it, and add new ideas that occur to you
over a period of several days.

Step four: Organize

After you have taken a break you can return to the map
with a fresh perspective.

You can prioritize and highlight important points and
group related ideas using symbols, arrows, and lassos.



Mindmapping

Review

The organizing phase offers another chance for you to
review your map and ask yourself some revealing
questions:

* What were your objectives when you started? Are
they still the same?

* How does seeing the whole picture and all the
parts influence your thinking?

* What was surprising?
* Do you notice any imbalances?
* Do you need to fill in any areas?



Generate Associate Freely! Review
Draw a central image and add Branch out with more ideas Review the map as a whole,
main key words and symbols. and connections. Don't judge adding new ideas as they
your ideas during this phase. occur to you.
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Incubate Organize

Take a break from the Prioritize and hi?hlighT important  Redraw newly organized Mind
task . .. then return with points. Group related ideas with Map in clockwise sequence.
a fresh perspective. symbols, arrows, and lassos.




ZAIN
. | Rgnmgmb&f .
, INSIGHT haw cenvexsalion
_ Cieades new Views
divet?e - of of passible

Entauf"‘ FUTUEE‘/) ! j’

\

EMERGENCE N

NN P\ Collective

14244

emengt J'm;smﬁ‘f INTELLIGENE

' 'i'!

F,

Example of a mind map.

8

Candles.. (eplien

Haf,




Mindmapping

How To Read A Mind Map
Start in the centre - that is the FOCUS of the Mind Map.

Words/Images closest to the central image show the MAIN
THEMES of the Mind Map. This is the start of the radiant
hierarchical structure.

Select one main theme and read out from the centre along
the branch. This provides greater levels of associated detail.
Proceed around the Mind Map, either in the order of your
choice or as suggested by the author.

Notice links between the branches.



= 5 "
- stimulatien
/_— senses

\(\ WOWLEDGE & &’5‘
RN
% DEVELOP MULTIRE SGLUTI.{}MS :

”f ' ﬁ MAKE DECISIONS
| lmQC]H’]OtICw IN THE ABSENCe
P a0 “

. \(ESGUT'C‘G‘

'_ﬁ Oﬁmm m r |




CONSIDER GONG
SOLAR FOR WATER

W SUSTAINABLESCHOOLS WAEDUAU

o e o;zenulsmf”s ENERGY SAViyg

CLIMATE CHANGE Tips
FOR YOUR

CHOOS|y
EQUIPMEL - 25




bh=bb o NOT Tﬂ-nﬂ

REEA

LIFE

iémmﬂ ZoMNES
MONITORING

=\ PROGRESS o B\ ) WORK-LIFE BAMCE
2O\ Folow-up) /7%%F 2 VR g ELREIN :
BALANCE G- :
NEGOTIATION

nEV! El =
copreCTON
mepROVE

Example of a mind map.




® AGRICULTURE

WAYS TO WAYS To

INCREASE
DECREASE
POPULATION POPULATION

They are all going
fogo f L dont
take them semeone

else will.

PEFORESTATION

ST e
Q}SDIL

WATER

POLLUTION

PER SQUARE o4%7]
LTI YEARS LATER 1-8%
GROWTH IN

24 () mmm== PPy ATION

PEOPLE YEARS LATER EVERY YEAR

MASS

SMALL Fap
1L
——ES

ABSTENTION

FOR 2 MILLION YEARS
- MILLION PEOPLE

1800 - 1 BILLION PEOPLE

.O
1930 —2 BILLION (2oveRwmR) Fg
{60 3 BILLION (30 YEARS LATER) CE &)

1975 -4 BILUON 0.2

(IS YEARS LATER) .®@@®.
[4%7- 5 BiLLION Q) ®

(12 YEARS LATER) |
1999- ¢ BiLLion ) @.

(12 YGARS LATER) )
2007~ &5 BiLLION ® @ ®
| WORLD WU}TE"YE“H MTER) @ .®®
1.87

— GROWTH IN ..

POPULATION
EVERY YEAR

\'EK#-.MPLE oPTION1
‘<: OPTION 2




LT RATEORD =L

h"“r',;f“— of
ot
- | EE o U % e, '.m AT
llam Shakespeare [l o100
Cmlp- St George's Day

& Study et International Bry, L1d 200K




Brainstorming

Brainstorming is a group creativity technique by
which a group tries to find a solution for a specific
problem by gathering a list of ideas spontaneously
contributed by its members.

Organizations commonly employ teams of members
to use creative techniques such as brainstorming in a
variety of different project types and at different stages
of the process to generate ideas and new solutions.



Brainstorming

Rule 1 - Focus on quantity: Generate as many solutions as
possible. Quantity counts! Don't give long explanations along
with your ideas, just toss them out using key words only.

The more ideas you generate individually or collectively, the
better the chance that you come up with an innovative solution.

Rule 2 - Welcome unusual ideas : Wild ideas are welcome.
This point cannot be overemphasized; the more odd, weird,
impossible, or crazy ideas are generated, the better are the
chances of coming up with a truly original solution in the end.

The only limit here is to avoid words and ideas that could be
hurtful or offensive to your team members because the stress
that is caused will

inhibit creative thinking in addition to undermining the team
spirit.



Brainstorming

Rule 3 - Withhold criticism: Do not judge ideas; do not put
down ideas or the people who express them (including yourself!)
Humour, favourable comments, laughter, and applause are O.K.

There is no such thing as a dumb idea.

There is also no such thing as a right or wrong answer in
brainstorming.

Brainstorming is a deferred-judgment activity—idea evaluation
and critical judgment come later in the creative problem-solving
process.

End: Combine and improve ideas: Good ideas may be
combined to form a single better good idea, as suggested by the
slogan "1+1=3". It is believed to stimulate the building of ideas by
a process of association.




Brainstorming

As short sentences, during a Brainstorming session:
Do not allow criticism or debate.
* Be comfortable, happy and confident.
» Suspend judgement. Neither positive nor negative allowed.
» Great ideas can sound foolish at first.
* The recorder writes down every idea.
* Let your imagination soar.
* The wilder the idea the better.
* Wear funny hats. Assume different personalities.
» If nobody is laughing, it’s not a good session.
* Shoot for quantity.
* More ideas are better.
* Pressure “not to waste time” is a form of censorship.
» Set goals for ridiculously high number of ideas.
* Be patient when there are silences.
* Mutate and combine ideas.
» Suggest variations on ideas.
- Have ideas visible at all times on large sheets of paper.




Brainstorming

Voting with a threshold.

» All participants have a quota of votes to give to their
favorite ideas.

» Can give more than one vote to an idea.
« Minimum number of votes for an idea to be considered.

» Have more rounds to narrow ideas again and maintain
everyone’s participation.

Voting with campaign speeches

» Voting, (e.g. 3 votes per person).

* Person who didn'’t vote for it should argue in favour of
an idea.



Brainstorming

Narrowing

* Repeat to narrow the ideas down even more.

* Blending ideas into a single one

» After narrowing, try to combine ideas into a bigger one.
» All participants can own the new one.

Applying criteria to reduce the ideas

- If a list of criteria exists, apply them to remove ideas
that don't fit.



Brainstorming




Brainstorming
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Concept development

A design concept is an idea for a design.

For instance a design concept for a website might
sounds like "It will be mostly dark muted colors with
some orange highlights, and use the theme of circles
that will be repeated throughout the site".

[t is usually accompanied with a design mockup, which
is a representation of the idea that isn't fully finished
or implemented the way the final product will be.



The objectives of concept design

design for product development
« specification for the following design phases
» decision to go ahead with implementation

Concept design for innovation
spin-offs for immediate improvements
idea bank for future use
concept directions for technology development investments
alliances with key partners
patenting

Concept design for shared vision
» specific shared meanings
» vocabulary for communication

Concept design for competence
 improving creative problem solving
* improving cross-disciplinary -cooperation
« learning about technology and market opportunities
* improving team spirit

Concept design for expectation management
» improving brand image
« influencing consumers’ acceptance level
« influencing stakeholders’ interest




Concept development

The activity layers of product concepting

BACKGROUND | customer f|  Business
RESEARCH | IEEROiady knowledge | intelligence

CONCEPT Creation and expansion
GENERATION of product idea

New research questions

w1
@
5
@
=
=
o
=
o
-
o
o
-
)

CONCEPT Selection criteria based

EVALUATION on current strategy Comparison of concepts

Concept selection

Product development objective
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Storyboard (scenario building)

A storyboard is a sketch of how to organize a story and a
list of its contents.

A storyboard helps you:

Define the parameters of a story within available
resources and time

Organize and focus a story

Figure out what medium to use for each part of the
story



Storyboard (scenario building)

Stories and Storyboards are valuable tools in the sale,
specification, design, implementation, and
introduction of Knowledge Management solutions.

They focus attention on the people who will use the
solution and the value it will bring.

The process of creating a storyboard helps designers
put themselves in the shoes and setting of the people
for whom they are designing.

[t often prompts invention and ingenuity as problems
end-users encounter are recognized and opportunities
to solve them are devised.



Storyboard (scenario building)

The story can serve as a “user experience testbed” as
prototypes are developed and critiqued.

Take a proposed design for the system, and run through
the story imagining the protagonist using it.

Does the system solve the problems the protagonist
encounters?

Does it “fit in” with the story and the protagonist’s
environment?

Does the solution provide the intended value to the
people in the story?

What changes to the system should be made so it does?



Storyboard (scenario building)
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During hunch Mya gets a text message from e-Me tefing her that tomonrow class is cancelied. Apparently, the teacher had trafic problems
this marning.

In four seconds a message arrives from Pia asking if it would be allright to move up the group session to the vacated time.
She confirms but suggests they meet at 9.30 instead of 9. After a litthe while ber o-Me gets back to her with
a confirmation that everyone has sccepted the new tme for the group session and that it will now be placed in the schedule

: ‘;?ff;r' {-‘JH(

Mice with a slow morning she thinks to hersell, Oh, by the way! She: picks up her cell phone and changes her moring message slarm o
“Maorning has broken”. “Highway to hell” gets ta be her new pub-reminder tone instead. Mya thinks she i pretty chever after all
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Busynomad is a young bussiness man and he is living alone

He is always busy and tired because he has to rush between home
and work and at the same time he has to be tidy and smart and
take care of his healt. His shoes are very important for him.At work
they should be nice, shinny and healty. For businessmans

shoes are symbalizing their working diciplines.

He had a meetin -::l' t 08 :30 : " N :
Before he leave fis home he looked at the miror But he can not find the suitable shoes Finally h? found the SLIIII_TENE shoes but Nooo! they



B .
After he lost ten minutes for finding his shoes, he missed bus and he had to B8
get into a taxi.

Finally he arrive the company .
was looking his teribble shoes and ashamed face

After he came back home , he thrown his shoes to shoe cubboard. his foots
hen he get off from the bus, he was so tired and sad were hurting and he was so tired.













Contemporary Nomads

Contemparary nomad could
be a business man, pilot or
any person who is always
travelling.

Travel is their lifestyle and their
WOrk or mission so the way

of travelling is really important,
high technology and durable
materials are important to
SUCCess in mission.
Apperence is also important
as much as functionality

MATERIALS
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otory

Business travelling time is same:
for many of the users like two or
three days. In that time period
they haveto be very organized
and pdeUCdi

Theﬁ(*sutt are really important
and Lheya wuld ncr'_' 'r-g_e_l any
thing in-a-hotel whil
caichﬁom ﬁlght




Luxury of functionality

Third year project

Exhibited In Salone Satelite
Milan Furniture Fair

Mam gesu;;n concept for our
salone satellite project was

contemporary nomads so
nomagent is desigend for
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Resources
Product Design Studio, Lecture notes, by Alex Velasco, IEU, Dept. of ID,2007-2009,
http://www.mind-mapping.co.uk/_images/_Images/ADVICE-AND-INFORMATION/How-to-MindMap-imindmap.jpg
Tony Buzan, Barry Buzan, The Mind Map Book (Mind Set) [Paperback], BBC Active; 1 edition (21 Dec 2006)
Margulies, Nancy and Nusa Maal. Mapping Inner Space, Second Edition. Chicago: Zephyr
press, 2002.
http://www.mindmap.com/population_and_pollution_mindmap.jpg
http://www.mindtools.com/media/Diagrams/mindmap.jpg
http://live-the-solution.com/wp-content/uploads/energy-audit-mindmap.jpg
http://www.mindmappictures.com/images/art-and-design-mind-map.jpg
http://img.mappio.com/miwisdom/william-shakespeare-short-biography-mind-map-Large.jpg

Osborn, A F. (1963) Applied imagination: Principles and procedures of creative problem solving (Third Revised Edition). New York, NY:
Charles Scribner’s Sons.

http://en.wikipedia.org/wiki/Brainstorming

Gause, Donald C. and Gerald M. Weinberg. 1989. Exploring

requirements: quality before design. New York: House Publishing Co., Inc.
http://www.graphic.org/images/fish.GIF
http://www.sccs.swarthmore.edu/users/9g9/maya/tech/pic/brainstorm.gif
http://garybuckley.files.wordpress.com/2010/02/95724014_fco3fa8f20.jpg

http://www flickr.com/photos/waldopancake/2496022197/sizes/o/in/photostream/
http://speakingaboutpresenting.com/wp-content/uploads/2008/08/brainstorm-medium.jpg
http://www.cartoonstock.com/directory/b/brainstorming.asp
http://brainzooming.com/wp-content/uploads/2010/05/100527-Brainstorm.jpg
http://wiki.answers.com/Q/What_is_a_design_concept
http://s3images.coroflot.com/user_files/individual_files/167074_1rsgPkNxVtnTykoxCKNKtwocg.jpg
http://www flickr.com/photos/jackturton_pde/4484540977/sizes/z/in/photostream/

Storyboarding for Design:An Overview of the Process, Dan Gruen, Lotus Research, Tech rpeort, 2000,03
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