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Abstract

This thesis investigates Innovation Creativity Environments (ICEs) located within the
London School of Economics by looking at events taking place within these specific spaces.
ICEs are gaining popularity within organisations and academic institutions as places to
foster creativity for decision-making, Much has been written about these types of spaces
in organisational and business contexts, but academic research is virtually non-existent.
This research sets out to document two main objectives. The first objective is to describe
and narrate what actually happens in Innovation Creativity Environments before, during
and after the event taking into account crew facilitation and participant perspectives. The
empirical focus of the thesis is on a series events mounted annually in these environments
on “Project Dreams and Reality,” with the aim to support MSc students in the Institute of
Social Psychology, LSE to prepare for their dissertations and future careers. The thesis
provides, as its first objective, an in-depth narration of in the documents what actually
happened within ICEs. The second objective is to understand how these environments
function and provide Group Decision Authoring and Communication Support (GDACS) that
facilitate creative decision-making. Through interviews, observations and participation
the research identifies two main pathways in which play supports the decision-making
processes with ICE. First, play enables participants establish a background-of-safety, a
concept coined by Sandler and Sandler (1978), is a psychoanalytical cognitive model that
identifies safety as a feeling quality within the ego and motored by the ego, which is usually
taken for granted. The ego tries to maximize safety experience, rather than avoid anxiety,
allowing students to risk being creative. Secondly, play nurtures the decision-hedgehog
(Humphreys and Jones 2006) which positions decision-making through the construction of
narratives making the rhizome that constitutes the body of the hedgehog with the
fundamental aim of enriching contextual knowledge and creativity for decision-making

within Innovative Creativity Environments.



Keywords: Innovative Creativity Environments, Group Decision Authoring and
Communication Support (GDACS), creativity, play, background-of-safety, decision-

hedgehog.
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1 Introduction

“A journey of a thousand miles must begin with a single step.”

Lao Tzu

This research is concerned with Innovation Creativity Environments. What are they?
What happens in them? How do they support and utilise creativity? How do they promote
better decision-making? By documenting events within Innovation Creativity
Environments, interviewing participants and carrying out various observations, this

research seeks to answer these questions.

1.1 Personal motivation

This research is truly a culmination of my previous research engagements and personal
experiences. I pursued my interest in psychology at the University of California at
Berkeley by majoring in psychology. I focused on developmenta] psychology, with
particular interest in language development (which I researched with Dan Slobin) and
autism (with Lisa Capps). Later, | participated in research at the Institute of Psychiatry
looking at sibling relationships and their interactions during game playing. After that, I
started working in market research. Working in an organisation opened my eyes to a

completely new set of realities and | became very interested in organisational psychology.

This led to my MSc in Organisational and Social Psychology at LSE. I vividly remember
going through my thesis process. I did not realise at the time that I would come back to
LSE where one of my outputs would be to improve this process in the future for other MSc

students.



After I completed my Masters at LSE, I started working at London Business School as a
secondary lecturer on an MBA course on Organisational Behaviour. The professor, Babis
Mainemelis, is an inspirational lecturer with a keen interest in creativity. I found the
subject was fascinating. On the practical / creative continuum in life, I lie on the practical |
side and am married to a very creative artist. Reading about creativity and creatives gave
me incredible insight and a whole new perspective on being creative within organisations
and outside of them. With that came the realisation that creativity should really be part of
everyone’s life, even mine. With Babis Mainemelis, | started participating in research
projects on creativity and time pressure at London Business School. During this time, |
decided I would like to pursue my own research on creativity in organisations. I was still
in touch with my current supervisor Patrick Humphreys. Through him, I found outthathe
and others at the LSE (e.g. Garrick Jones) were about to build a flexible learning
environment to support creative decision-making. My PhD proposal focused on these
purpose build spaces as transitional spaces (Winnicott 1971) and how interactions
function within these spaces. At the beginning of my research, play was one of several

processes, but it soon became the only process I focused on.

Suddenly my research life had come a full circlee Once more, I was looking at
developmental perspectives, only now, as they were relevant to play and was applying
them to adults and creative processes. This has evolved into my research. I am
encouraged by the professors who have given me knowledge along the way, encouraged to
improve experiences at work for others and inspired by my personal artist, who lives that

which I can only study.
1.2 Purpose

This study stems from a motivation to inspire creativity even in those who are not

recognised creative. Creativity is considered a powerful source in organisations and for
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that reason organisations are continuously looking for ways to support creative
endeavours. Thus, Innovation Creativity Environments are gaining popularity within
organisations and academic institutions as places to foster creativity for decision-making.
Much has been written about these types of spaces in organisational and business contexts,
but academic research is virtually non-existent. This research sets out to document two
main objectives. The first objective is to describe and narrate what actually happens in
Innovation Creativity Environments before, during and after the event taking into account
crew facilitation and participant perspectives. The empirical focus of the thesis is on a
series of events mounted annually in these environments on “Project Dream and Reality”,
with the aim to support MSc students to prepare for their dissertation in the Institute of
Social Psychology, LSE. The second objective is to understand how these environments
function and provide Group Decision Authoring and Communication Support (GDACS) that

facilitates creative decision-making.

Essentially creative decision-making is supported by using play and creating a
background-of-safety as well as enabling decision support by allowing multiple levels of
problem definitions. The research focuses on documenting, understanding, and improving
Innovation Creativity Environments by scrutinising the background-of-safety utilising the

model of the decision-hedgehog to show how idea generation can be nurtured.

RESEARCH AIMS

1 Explore and empirically document what happens during an event in an Innovation
Creativity Environment.

2 Show how theories of play function as supportive methodologies for creativity
during events in an Innovation Creativity Environment.

3 Provide an alternativs understanding of decision-making using the theory of the

decision-hedgehog and the background-of-safety.
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RESEARCH QUESTIONS

1 What actually happens in Innovation Creativity Environment events before, during
and after the event taking into account crew facilitation and participant
perspectives?

2 How do these environments function and provide Group Decision Authoring and

Communication Support (GDACS) that facilitates creative decision-making?

1.3 Theoretical integration and contribution

Decision-making lies at the crux of every organisation. Rational perspectives of decision-
making are showing high rates of disappointment (Cyert and March 1992; Nappelbaum
1997). Disappointments stems from failures of implementation, the rise of unintended
outcomes, the impact of cultures of fear and failure within organisations (Humphreys and
Nappelbaum 1997) and problems associated with externalisation of decision systems
designers who design from ouvtside the game for those who are inside (Humphreys 1989).
New decision-making models have emerged (Humphreys and Jones 2006) as
organisational decision-making is evolving. This research investigates how dedicated

_spaces, such as an ICE, support GDACS.

Within Innovation Creativity Environments, the decision-hedgehog, explained and
explored in chapter three, serves as the theoretical backdrop that unites this discussion.
Essentially, this model takes into account previous theories from collaborative decision-
making in order to build a more accurate model that can be used to guide contemporary
collaborative decision-making. The model looks like a hedgehog (hence the name), a
creature or a body that is covered in spines. Importantly, this model is build on a
background-of-safety spines (Sandler and Sandler 1978) within the decision. Rather than

having a single spine as previous models have, the hedgehog has multiple spines, which are
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embedded in plateaus (Deleuze and Guattari 1988). The decision maker has to navigate
through these plateaus, which are high intensity structures that allow people to feel safe.
The feeling of safety is key to navigating through the plateaus. Safety is also a common
antecedent for creativity, play, exploration and decision-making. Buthow s safety created
and how do we know that safety has been achieved? Through observations, interviews,
reflections and literature this research investigates the notion of safety as experienced (of

success and failure) during a workshop within ICE.

Different types of Innovation Creativity Environments exist, and each type carries a
different name. Despite many differences, these environments all share the basic
infrastructure, support teams, play as a method and creative endeavours. The purpose of
this research s to fill an empirical gap by exploring a site specific cases that will contribute
to the literature by reporting what a day in such an environment looks like, address the
underlying concepts and overt issues that support the environment address the covert
issues that allow the environment to function using creativity. The emphasis atall times is

on the processes and the events rather than the physicality of the space.

1.4 How the chapters are divided
This section provides a quick overview of the organisation of the thesis to guide through

the thesis.
Chapter 1 presents an introduction to the research, including personal motivations,
purpose and research aims. The two research questions are presented and contribution to

knowledge is discussed.

Chapter 2 presents a general survey of the research on creativity and play elucidated in

terms of psychological safety. The intention of this chapter is to provide an orientation
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within the field and review of the relevant past research. Frameworks of creativity, play

and the background-of-safety, in which the thesis research is embedded, are explored.

Chapter 3 addresses the evolution of decision-making from rational choice to
contemporary Group Decision Authoring and Communication Support (GDACS). It
introduces the concept of the decision-hedgehog as a construction of narratives with the

primary aim of enriching understanding of the contexts of decision-making.

Chapter 4 presents examples of Innovation Creativity Environments currently in use in
organisations and academia. These are commonly known as flexible learning

environments or iLabs.

Chapter 5 presents the methodology and analysis of four case studies including

observations, interviews and focus groups.

Chapter 6 present an in-depth description of the case studies, following events within an
ICE. This chapter presents the first steps in filling the empirical gap on research within
innovation laboratories (addressing research question one). It not only describes actual
events, but also identifies how such events are set up and what roles the supportive crew

takes to allow participants to become more creative.

Chapter 7 conveys findings and discussion that stem from the qualitative research,

including observations and interviews, as they pertain to establishing or failing to establish

a background-of-safety for participants.
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2 Literature review: creativity and play

“Creativity requires the courage to let go of certainties.”

Erich Fromm

2.1 Introduction

The literature on creativity is vast. Research ranges from developmental perspectives to
organisational ones with a current trend for organisations and academics to talk about
“boosting creativity” (e.g. Zhou and Shalley 2003). Within organisations adult creativity is
frequently linkéd with organisational success (Heunks 1998). Developmentally, creativity
in children is frequently linked to play (Sutton-Smith 1997} and are an indication of
creativity in later life (Schmukler 1982-83; Clark, Griffing et al. 1989). Research on playin
children stresses developmental benefits within social, emotional and cognitive domains.
And yet, little literature exists that examines adult play within the organisational context
(Schrage 2000). This chapter presents a review, albeit certainly not an exhaustive one, of
creativity and play, identifying the basic concepts and the more intricate details as seen
relevant for this specific study. The chapter begins by defining creativity in terms of
process (but acknowledging that product cannot always be ignored), what is meant by
creativity and why attention needs to be paid to it. Next, play is discussed in terms of
development (from childhood through adulthood). The discussion of play incorporates
Winnicott’s (1971) notion of transitional objects and potential space and in Sandler and
Sandler’s (1978) discussion of the background-of-safety - one of the two main theoretical

frameworks that guides the empirical findings.
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