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“Nothing is original. Steal from anywhere that resonates with inspiration or fuels 

your imagination. Devour old Films, new Films, music, books, paintings, 

photographs, poems, dreams, Random conversations, architecture, bridges, 

street signs, trees, clouds, bodies of water, light and shadows. Select only things 

to steal from that speak directly to your soul. If you do this, your work will be 

authentic. Authenticity is invaluable; originality is non-existent. And don’t bother 

concealing your thievery—celebrate it if you feel like it. In any case, always 

remember what Jean-Luc Godard said: “It’s not where you take things from—it’s 

where you take them to.” Jim Jarmusch.   
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“Everything is interesting if you look closer”  

(Keri Smith)  
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1. Introduction 

This thesis is about answering two questions. First, where does inspiration 

come from? Second,  can inspiration be manufactured? I believe there is no 

need to wait for inspiration to strike us every time we are trying to generate a new 

idea. I believe there is a way to manufacture inspiration on demand. If we 

understand which are the sources of inspiration and how they work, we will be 

able to produce inspiration as an input to tackle specific creative tasks more 

efficiently.  

 

In the second chapter of this thesis I will discuss the importance of inspiration in 

the creative process. I will show you some examples of organizations that take 

inspiration seriously, organizations where inspiration is experienced as part of the 

culture. At the end of the second chapter I will establish why inspiration is 

essential to business.  

 

During the third chapter I will walk you through my hypothesis. I believe  

inspiration comes from four sources: Voices, Your Industry, Other Industries and 

Other Disciplines.  I will explain and define each source in detail. At the end of the 

third chapter you will have a general understanding of what I call The four 

sources of Inspiration.   

 

The fourth chapter is about testing The Four Sources of Inspiration. I designed 

and experiment in order to measure the impact that manufactured inspiration has 

on creativity. I will explain the methods that I used to create the experiment and I 

will show you how it worked. At the end of the fourth chapter you will have a deep 

understanding about the details of the inspiration experiment. 

 

During the fifth chapter I will walk you through the results of the inspiration 

experiment. You will see an extensive analysis  about the impact that inspiration 

has on quantity and quality of ideas. At the end of the fifth chapter we will have 

enough information to answer: where inspiration comes from? and if inspiration 

can be manufactured? 
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The sixth chapter is about conclusions. In this chapter I will expose the most 

important learnings and insights of this thesis. Finally, the seventh chapter 

explains how to use the four sources of inspiration framework as a practical tool. 

Enjoy. 

 
Illustration 01: Four Sources of Inspiration Framework. 

 
Source: Carlos Alvarez Téllez. Four Sources of inspiration. 
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2. Understanding Inspiration 
In this chapter I will discuss what I understand as inspiration. I will also elaborate 

on the importance of inspiration in every creative field and in every kind of 

business. 

  

2.1 What is inspiration? 
 

Simply put, inspiration is creativity’s raw material. William Plomer used to say 

“Creativity is the power to connect the seemingly unconnected”. Inspiration is 

nothing more nor less than elements ready to be connected, stimuli ready to be 

reconfigured in order to create something new.  

 

I am sure you have heard about people that seem to create ideas out of nowhere 

but that is just not possible. Ideas always come from somewhere, there is always 

a reference, there is always an already existing starting point. James Webb 

Young, the author of the book A technique for producing ideas,  demystifies the 

notion of creating out of nowhere.  “No doubt you have seen people who seem to 

spark good ideas right off the top of their heads without going through an 

inspiration process. Sometimes you have only seen the eureka I have it stage 

take place. But sometimes you have also seen the fruits of long discipline search 

for inspiration, relationships and new combinations. This discipline produces a 

mind so well stocked with inspiration, and so quick at discerning relationships, as 

to be capable of such fast production of good ideas”. 1 

 

Sam Harrison, the author of the book Idea Spotting, also reminds us that creative 

borrowing has a rich heritage. “Mozart borrowed from Bach to compose 

concertos. Seventeenth-century French musicians borrowed from military music 

of ancient Greece and Turkey. Paul Simon borrowed form South African 

musicians to create Graceland. The Rolling Stones borrowed from B.B. King and 

Solomon Burke. In all creative fields borrowing brings on bounty” 2. Remember 

the wise words from Oscar Wilde  “Talent borrows, Genius Steal.”  

                                                
1 Webb, James. A Technique for producing Ideas. New York: McGraw-Hill, 1976. Page. 46. 
2 Harrison, Sam. Idea Spotting: How to find your next great idea. Cincinnati: How Books, 2006. Page 123. 
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Without inspiration there is nothing to be borrowed. There is nothing to be 

combined in a new way. Without some kind of inspiration, new ideas can not be 

created. To make this statement crystal clear, let’s think about the following 

question,  what is an idea anyway?  

 

“An idea is nothing more nor less than a new combination of elements. The 

capacity to bring old elements into new combinations depends largely on the 

ability to see relationships. When relationships are seen they lead to the 

extraction of a general principle. The habit of mind which leads to a search for 

relationships between facts becomes of the highest importance in the production 

of ideas. The first step is for the mind to gather its raw material, this of course 

sounds as an obvious truth but it is really amazing to what degree this step is 

ignored in practice. Instead of working systematically at the job of gathering 

inspiration we sit around hoping for ideas to strike us”. 3  

 

2.2 Inspiration levels. 
 

If you work systematically at the job of gathering inspiration, you will improve your 

creative skills. In a sense, inspiration is a discipline with different levels. Ben 

Armbruster, an innovation consultant at Play, recognizes four levels of inspiration: 

 

“Level 01 Serendipitous. Every person has experienced an unexpected 

moment of inspiration. We don’t seek it out, but serendipitous inspiration stops us 

in our tracks and demands inquiry. Unfortunately, there is no way to manufacture 

this form of inspiration. 

 

Level 02 Abstract. This is the first step in applying inspiration to a specific real-

time objective and it is a skill that requires development. The goal here is not to 

solve a specific problem, necessarily, but to develop the discipline for finding 

connections between focused objectives and seemingly tangential sources of 

inspiration. 

 

Level 03 Targeted. Once the divergent thinking skills of abstract inspiration are 

developed, an individual or collective can seek sources of inspiration that will 

                                                
3 Harrison, Sam. Idea Spotting: How to find your next great idea. Cincinnati: How Books, 2006. Page 19. 
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stretch thinking, challenge assumptions, and create new connections – all with a 

specific real-time objective in mind. This form of inspiration is the engine of 

innovation for business because it is the “new input” needed to get new outputs. 

 

Level 04 Cultural. The end goal. Inspiration as a way of life. Inspiration as a way 

of business. Once individuals have the permission, resources, and skills to 

address their real-time objectives using inspiration, they will become advocates 

and catalysts for inspiration. The benefits of inspiration will be undeniable and the 

practice of inspiration will be integral to the individual and the collective.”4 

 

2.3 Inspiration and Business. 
 

Inspiration is essential to business. “If you are not feeding your employees with 

new inputs, you cannot expect new outputs. Inspiration is the endless supply of 

raw material you need to create new ideas and turn those ideas into reality” 

(Andy Stefanovich, Innovation Consultant at Play). Companies that have taken 

the search for inspiration seriously, are companies performing at a higher 

creative level.  Let’s take a look at two companies that have turned the search for 

inspiration into an essential element of organizational culture.   

 

2.3.1 Hallmark searching for inspiration.  

 

“Hallmark designers, writers and photographers are sponsored by the company 

so they have a chance to tour metropolitan areas. “These trips are purely for 

renewal and inspiration”, says Mark Spencer, program director.  For instance, on 

a Chicago tour, participants explored museums and architecture, art fairs and 

retailers. They dined at new restaurants and hit shows at Steppenwolf Theater. In 

Washington, the Hallmark group studied history and politics, theater and art. And 

the Santa Fe group visited art colonies and focused on Native American culture.  

“People return with strong inspiration. For example, one designer created gift 

wrap inspired by theater costumes she admired in Chicago”.  

 

                                                
4 Ambruscher Ben (2007) Change, Grow, Play on Inspiration. From Play Red Papers.  Oct 2007. Page 2. 
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In addition to going out looking for inspiration, Hallmark created two formats for 

bringing inspiration into the company. The first format is an art gallery inside 

Hallmark’s headquarters. The gallery hosts ten shows a year. For example one of 

the latest exhibitions focused on watercolors, embroidered fabric and antique 

furniture. “People from throughout the company visit for inspiration” Says 

Spencer.  The second format for bringing inspiration into the company are in-

house lectures, The idea is to bring in creative experts from different fields to 

share their works and experiences. Recent guests include poets, designers and 

poster printers”. 5 

 

2.3.2 El Bulli searching for inspiration.  

 

El Bulli is considered the best restaurant in the world. It is also the innovation 

leader in the restaurant industry worldwide. How do they do it? Well, they  take 

inspiration seriously. 

 

“Ferran Adrià, the founder and head chef of elBulli believes that everything at 

elBulli needs to be renewed for the next year. This may sound a little crazy, how 

can you re-create everything from scratch year after year?. That is why from early 

October to late March, elBulli closes to the public. During this period of time a 

creative team consisting of eight people are divided into three research groups, 

each separately searching for inspiration by attending courses, traveling abroad, 

and always seeking new foods and techniques. The three groups then come 

together, share the inspiration they had been researching, and then they start 

working on new ideas.  

 

The following image shows the timeline of creativity at elBulli.  

 
 

 

 

 

 

 

 

 

 

                                                
5 Harrison, Sam. Idea Spotting: How to find your next great idea. Cincinnati: How Books, 2006. Page 134. 
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Illustration 02: elBulli creativity time table 

 
Source: Un día en elBulli, elBullibooks. 

 

In Adrià’s words, “ideas are the only thing that cannot be explained, but you 

can create methods to make them flow.” Those methods are related to 

Inspiration Manufacturing and Inspiration Management. In the following chapter I 

will explain how to manufacture and manage inspiration by exploring what I call 

“The Four Sources of Inspiration”. 6 

 

 

 

 

 

 

 

 

 
                                                
6 Norton, Villanueva (2009) elBulli: The Taste of Innovation. From: Harvard Business School Journals 9-509-

015 March 2, 2009. 
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3. The Four Sources of Inspiration 
 

We have established that Inspiration is creativity’s raw material. But we need to 

dig deeper, we need to know where does inspiration come from? Can inspiration 

be manufactured? In this chapter I will talk about the four sources of inspiration. 

These four sources broadly describe the genesis of inspiration for almost every 

creative process. I believe inspiration can be managed and manufactured for a 

specific creative task if we understand where it comes from. The four sources of 

inspiration is an attempt to describe how inspiration works.  

 

3.1 Voices 
 

Voices are the first source of inspiration. Practicing deep listening goes a long 

way when searching for inspiration. Listening to other people’s points of view is a 

way of broadening our horizon. Different perspectives work as different inputs to 

generate new outputs during the creative process.  When manufacturing 

inspiration you must take a look at what other people have to say about an 

specific creative objective.  

 

Ulf Larson, the author of the book Cultures of Creativity, underlines the 

importance of listening to different voices as inspiration for the creative process. 

In his book there are plenty of examples that illustrate how different points of view 

trigger creativity. The case that makes this point better is the Cambridge case.  

 

Cambridge inspired by the first source of inspiration (Voices) 

 

“More than 70 Nobel prize recipients acknowledge some sort of tie to Cambridge.  

A number of the most prominent scientists of the 20th century have worked at the 

Cavendish Laboratory. Among the leading figures at Cavendish Laboratory have 

been J.J. Thomson, who discovered the electron; Ernest Rutherford, who laid the 

foundations of the atomic model; and Lawrence Bragg, one of the pioneers of x-

ray crystallography.  
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Illustration 03: Group of scientists at the Cavendish Laboratory. 

 
Source: www.profiles.nlm.nih.gov 

 

What is so special about the Cavendish Laboratory?  It has a canteen where 

scientist talk to each other. Max Perutz explains why this was so important. 

“Experience had taught me that laboratories often fail because their scientists 

never talk to each other. To stimulate the exchange of ideas, we built a canteen 

where people can chat at morning coffee, lunch and tea. It was managed for over 

twenty years by my wife, Gisela, who saw to it that the food was good and that it 

was a place where people would make friends. Scientific instruments were to be 

shared, rather than being jealously guarded as people’s private property; this 

saved money and also forced people to talk to each other. When funds ran short 

during the building of the lab, I suggested that money could be saved by leaving 

all doors without locks to symbolize the absence of secrets.” 

 

Eagerness for discovery and the joy of work thrive at Cambridge, but the 

competition is also extreme. Why would anyone want to work in such an 

environment? The answer to this question lies perhaps in the many creative 

people. In Cambridge, people find opportunity to associate with one another 

during lunch, over coffee, or at the pub after work. Piotr Kapista remembered his 

time in Cambridge in the 1920s and 1930s: “When I worked in England, I found 

that the most interesting conversations on the throbbing problems of science 

were held at college dinners. We used to discuss there problems that embraced 

many areas of science at one and the same time, and this was the best way of 

broadening our horizon and of comprehending the current significance of this 

or that scientific thought.” 
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Similar comments can be heard about present day Cambridge. An Australian 

poet active there today says the following: “At dinner I discuss the latest 

discoveries in astronomy with one of England’s leading physicists, next morning I 

arrange a poetry reading with a well known Kenyan author. Each new 

conversation inspires my creativity. I would not want to work anywhere else 

in the world.” 7 

 

Voices, the first source of inspiration, is about exploring other points of view. 

What kind of voices should you listen to? It depends on the creative task, but 

here are the basic voices you should keep in mind: End users, Clients, Suppliers, 

Employees, Team members, Opinion Shapers, Experts and Scholars. 

 
3.2 Your Industry 

 
Your industry is the second source of inspiration. Inspiration comes from 

exploring your brand, your product and your competitors. By analyzing your own 

industry you will discover hidden opportunities, every opportunity works as 

inspiration during the creative process.  

 

Companies are used to this source of inspiration. They spend a lot of money 

researching the market and its trends. This research is turned into key learnings 

and insights. Some of the best creativity is inspired by these key learnings and 

insights.  

 

There are plenty of examples that illustrate how this source of inspiration works, 

but my old time favorite is Bill Bernbach’s  “Think Small“ Campaign.  A campaign 

that spot an opportunity in the industry and used it to position a car. 

 
 

 

 
                                                
7 Larson, Ulf. Cultures of Creativity: The Centennial Exhibition of the Nobel Prize. Sweden: Science History 

Publications & The Noble Museum, 2001. Pages 197 -197. 
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Bernbach inspired by the second source of inspiration (Your Industry) 
Illustration 04: Think small print add. 

 
Source: www.adliterate.com 

 
“The image of a minute car with the ‘Think Small’ strapline was radically different 

to campaigns for other car manufacturers of the time. Bernbach focused on what 

actually made the Beetle different to the other cars on the market. David Ogilvy 

wrote: “Bill Bernbach and his merry men positioned Volkswagen as a protest 

against the vulgarity of Detroit cars in those days, thereby making the Beetle a 

cult among those Americans who eschew conspicuous consumption”. Not 

only did the it create brand awareness but sales for Beetle cars soared after the 

release of the campaign”. 8 

 
The second source of inspiration is all about spotting opportunities by exploring 

your industry. Exploring your brand, your competitors and the industry trends 

goes a long way if you use it as inspiration in the creative process. Which aspects 

of your industry should you explore for inspiration? It depends on the kind of 

creative task you are working on. Here are the basic aspects you should keep in 
                                                
8 Source: www.spotlightideas.co.uk 
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mind: Your company, Your Brands, Your Competitors, Distribution Channels and 

Industry trends. 

 

3.3 Other Industries 
 

Other industries are the third source of inspiration.  Like the Philosopher Baltasar 

Gracian used to say “Begin with another’s to end with your own”.  If you want to 

be inspired you have to look at more stuff, you have to broaden your horizon. 

Stefan Sagmaister says: “Stealing from yourself is the worst kind of stealing”. 

Well, if you do not want to steal from yourself you should borrow from others.  If 

you think about it, “Light bulbs weren’t invented by exploring candles. Iron ships 

weren’t made by exploring wood boats. Skyscrapers weren’t designed by 

exploring bungalows. Walkmans weren’t invented by exploring turntables. Cell 

phones weren’t conceived by exploring land lines.” 9  

 

There are plenty of cases that illustrate how this source of inspiration works. My 

personal favorite is the Better Place case. How can you be inspired by the mobile 

industry to create the business model for electric cars?  

 

Better Place inspired by the third source of inspiration (Other Industries) 

 
“Here’s how Better Place is supposed to work: You buy one of their 100 percent 

electric sedans for a deep discount—maybe even drive it home for free. They 

don’t want to make money off the car, just on the electricity you use to run it, 

which you’ll get from one of Better Place’s charging stations. They’ll be in parking 

garages, on streets, at shopping centers and malls, and at gas stations that 

decide to play along. They’ll even install in your driveway or garage for free. 
 

 

 

 

 

 

 

 

 

 

                                                
9 Harrison, Sam. Idea Spotting: How to find your next great idea. Cincinnati: How Books, 2006. Page 120. 
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Illustration 05: Better Place Charging Station. 

 
Source: www.planet.betterplace.com 

 

The car will run about 100 miles on a fully charged battery.  If you’re on a longer 

trip and can’t wait to recharge, you can pull into a battery changing station and 

swap out the battery itself—in about three minutes—for a fully charged 

replacement. This last bit is what really distinguishes Better Place. You own the 

car, but not the battery. 

 

Better Place founder Shai Agassi likens it to the cell phone business: you pay 

very little for the phone itself, but you’re buying talk time on their network. Here 

you get a car for cheap (or nothing) and pay to plug into the grid. Now you’re 

buying miles, not minutes.” 10  

 
Illustration 06: Better Place Charging Station at Israel 

 
Source: www.planet.betterplace.com 

                                                
10 Jervey, Ben (2009) Who will resurrect the electric car. From: Good Magazine, Volume 15 pp.  70. 
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The third source of inspiration is all about exploring other industries. It does not 

matter if the industries you are exploring are not closely related to your own 

industry, Inspiration comes from everywhere.   

 

If you notice that certain industries are providing the world with creative solutions, 

you should look into them.  After all, if you want to be creative you should always 

look beyond your field of expertise. Looking at other industries for inspiration is 

not as common as looking at your own, but is a practice that every company 

should start doing on a regular basis if they want to achieve better creativity and 

innovation.  

 

Which Industries should you explore? It depends on the kind of creative task you 

are working on. Here are the basic industries you should keep in mind: 

Automotive, Eco & Sustainability, Education, Entertainment, Fashion & Beauty, 

Financial Services, Food & Beverage, Gaming, Government, Homes & Housing, 

Marketing & Advertising, Media & Publishing, Non-profit,  Lifestyle & Leisure, 

Retail, Style & Design, Telecom & Mobile, Tourism & Travel, Transportation. 
 
3.4 Other Disciplines 
 

The fourth source of inspiration are Other Disciplines.  Ralph Lauren says “I could 

look at Earnest Hemingway and be inspired to do a whole collection”. The military 

got inspired by studying animals, architects often look into nature for inspiration 

and film makers look into social sciences to produce better scripts. Other 

Disciplines can be a very powerful source of inspiration. The most inspiring stuff 

in the world is already summarized by academic disciplines and arts. By looking 

at other disciplines you will broaden your horizon to a whole new level.  

 

There are plenty of cases that illustrate how this source of inspiration works. My 

personal favorite is an Esquire Magazine cover created by George Louis. George 

Louis Talks about the inspiration for creating this cover in his book George Louis 

on his creation of the big idea. 
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George Louis inspired by the fourth source of inspiration (other disciplines) 

 

“Dead toreador in a bullring. In 1864, the audacious painter Edouard Manet 

exhibited a composition called Incident at a Bullfight. All that remains of the 

original painting are two fragments that Manet cropped, in the style of the new, 

budding art of photography. He named the larger fragment, The dead Toreador, 

a beautifully sleek, opaquely modeled bullfighter, slain by his noble opponent, a 

raging bull, and seemingly left for dead in an empty, haunted bullring. Manet 

described a bullfight he witnessed as “one of the finest… and most terrifying 

sights to be seen.  
 

Illustration 07: The dead Toreador by Edouard Manet. 

 
Source: www.randomknowledge.wordpress.com 

 

Floyd Patterson, left for dead, alone in the ring. The bout between 

heavyweight champ Floyd Patterson and monster challenger Sonny Liston was 

scheduled a week after the October 1962 issue of Esquire would hit the 

newsstands. So, for my first-ever magazine cover, I called a title fight! To bring a 

new attitude and excitement to the magazine, I created a surrealistic image of 

defeat (using a Floyd Patterson look-alike), of how the world treats a loser in the 

boxing ring, in business, in life (and in the bullring). I admired Patterson but knew 

Liston would demolish him.  

 

The press went to town writing about the chutzpah of calling a fight on a 

magazine cover (mostly ridiculing the prediction) and the issue was a sellout. 

Liston KO’d Patterson in the first round. The cover poignantly said that nobody 
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loves a loser, but Esquire went on to legendary fame and fortune, climbing in 

circulation from a half million to nearly two million during that golden age of 

journalism. Both images, the toreador and the pugilist, are of courageous men 

whose livelihood is to fight for their very lives”. 11   

 
Illustration 08: Esquire Magazine Cover October, 1962. 

 
Source: www.notesondesign.net 

 

The fourth source of inspiration is all about exploring academic disciplines and 

arts. It does not matter if these disciplines are not closely related to your creative 

objective. Some of the most creative solutions are inspired by exploring other 

disciplines.  

 

Which disciplines should you explore? It depends on the kind of creative task you 

are working on. Here are the basic disciplines you should keep in mind:  

 

                                                
11 Louis, George. George Louis on his creation of the big idea. New York: Assouline, 2008. Page 82. 
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Humanities: History, Languages and linguistics, Literature, Performing arts, 

Philosophy, Religion, Visual arts. 

Social sciences: Anthropology, Archaeology, Area studies, Cultural studies and 

ethnic studies, Economics, Gender and sexuality studies, Geography, Political 

science, Psychology, Sociology. 

Natural sciences: Space sciences, Earth sciences, Life sciences, Chemistry, 

Physics 

Formal sciences: Computer sciences, Logic, Mathematics, Statistics, Systems 

science 

Professions and Applied sciences: Agriculture, Architecture and design, 

Business, Divinity, Education, Engineering, Environmental studies and Forestry, 

Family and consumer science, Health sciences, Human physical performance 

and recreation, Journalism, Mass media and communication, Law, Library and 

museum studies, Military sciences, Public affairs, Social work. 

 
If you track back the inspiration that triggered almost any kind of idea you will find 

that it belongs to one of the four sources of inspiration. Voices, Your Industry, 

Other Industries and Other Disciplines. Now we have a better understanding of 

where inspiration comes from? We still need to know if inspiration can be 

manufactured. We still do not know if the four sources of inspiration help produce 

better ideas.  
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4. Testing the Four Sources of Inspiration 
 

In the previous chapters we have learned that inspiration is creativity’s raw 

material. We also learned that inspiration comes from four sources: Voices, Your 

Industry, Other Industries and Other Disciplines. In this chapter I will walk you 

through an experiment designed to test the impact that the four sources of 

inspiration have on creativity.  

 
4.1 Inspiration Experiment Objective 
 

The primary objective of the experiment was to test the four sources of inspiration 

in order to know if inspiration triggers creativity at all. The experiment was 

designed to answer the following questions:  

 

• What kind of inspiration triggers the best ideas?  

• Is there an optimal inspiration sequence to get the best results in a creative 

workshop?  

• What matter’s the most, inspiration or previous experience? 

• Can anyone produce good ideas if they are provided with the right 

inspiration? 

• What kind of inspiration stimuli works better? 

• What are the advantages and downsides of providing inspiration? 

• What are the advantages and downsides of producing ideas without 

inspiration?  

 

4.2 Selection Criteria   
 

Selecting the participants for the experiment was a tricky task. I wanted to have 

people from different backgrounds: creative industries, traditional industries and 

college students. However, I wanted people with average creative skills. I did not 

wanted people that were outstanding when producing ideas, and I did not wanted 

people who couldn’t create at all either. That’s why, all the candidates for the 

experiment were given a divergence test.  
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A divergence test requires to use your imagination and take your mind as many 

different directions as possible. With a divergence test, obviously there isn’t a 

single right answer. What I was looking for was the number and the uniqueness 

of the responses. “A divergence test is not measuring analytical intelligence but 

something profoundly different, something much closer to creativity“. 12   

 

The divergence test was really simple. Candidates had to write down as many 

different uses they could think of for the following objects: 

a) A brick. 

b) A tire. 

 

Some people mentioned up to 2 different uses for each item. They did not make 

the cut for the experiment because they mentioned the obvious uses for the item, 

for instance. 

a) A brick: 

• To build a house. 

• To build a wall.  

b) A tire. 

• To use it in a car.  

• To use it in a bike.  

 

Some people mentioned up to 10 different uses for each item. They did not make 

the cut for the experiment either because that is actually outstanding and I 

wanted people with average creative skills.  

 

I chose 18 people that mentioned between 3 and 5 different uses. Here are a few 

of my favorite answers from the people that were chosen for the experiment: 

a) A brick: 

• To support a car after you have stolen all the tires.  

• To hit your big brother when he is bulling you.  

• To build obstacles in order to prove your skills as a skateboarder. 

b) A tire. 

• To use it as a low budget flotation device in your next summer vacation.  

                                                
12 Gladwell, Malcolm. Outliers: The story of success. New York: Hacetter Book Group, 2008. Page 87. 
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• To train for the army (put tires on the flour and run through them as fast as 

you can).  

• To build a basketball ring if you do not have enough money for a real one.  

 

4.3 Participants 
 

Eighteen people from different backgrounds participated in the experiment. It is 

very important to point out that none of the participants knew each other. This is 

the first time they met. The participants were divided into teams as follows: 

 

People from creative industries 

Team 01A. 

• Guillermo Rangel, Graphic Designer. Age 27. 

• Oscar Jimenez, Creative in Advertising Agency. Age 30. 

• Alejandra Robles, Movie Producer. Age 33. 

Team 01B. 

• Isaac Jacob Hamed, Architect. Age 31. 

• Gabriel Alvarez. Graphic Designer. Age 28. 

• Alejandra Romo Alvarado. Creative in Advertising Agency. Age 31. 

 

People from traditional industries 

Team 02A. 

• Reynaldo Villafuerte,  Finance Executive. Age 32. 

• Aline Estrada, Human Resources. Age 27. 

• Santiago Contreras, Lawyer. Age 33. 

Team 02B. 

• Manuel Real, Accountant. Age 27 

• Oliver Yañez, Finance executive. Age 29. 

• Diana Pereda, Human Resources. Age 26.  

 

College Students 

Team 03A. 

• Aldo Trejo, Marketing. Age 23. 

• Luis Alvarez. Finance. Age 22. 

• Laura Cocío. Psychology. Age 21. 

Team 03B. 
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• Ricardo López. Engineering. Age 23. 

• Guillermo Reynosa. Communications. Age 23. 

• Isabel Arazábal. Image Consulting. Age 21. 

 

4.4 Brief  
 

Every team received the same brief. The brief was provided face to face by me 

as follows.  

 

Creative task: You are here to produce ideas that improve the experience of 

going to a restaurant. Keep in mind that the experience of going to a restaurant 

has three  moments: 

 

• Before: From the planning of going to a restaurant, until right before you start 

eating. We need ideas for this specific moment of the experience.  

• During: From the moment you start eating until you finish. We need ideas for 

this moment as well. 

• After: From the moment you get back home, until you star planning going to 

a restaurant again. Pleas provide ideas for this moment as well.  

 

Additional guidelines: Ideas are welcome for any kind of restaurant and any 

kind of people. You can choose an specific kind of restaurant and develop ideas 

for it or you can develop ideas randomly for any kind of restaurant, is up to you.  

 

Note: For the purpose of these experiment I chose a topic that is common to a 

large group of people, is very hard to come up with ideas about disciplines or 

topics you know nothing about. Restaurants is a topic that almost everyone can 

relate to in some way.  

 

4.5 Mindset 
 

Every team received the same mindset. The purpose of the mindset was to let 

them know that any kind idea they produce is welcome. The mindset was 

provided face to face by me as follows.  
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What kind of ideas we are looking for? We are looking for any idea that comes 

to your mind. Today there are not good ideas or bad ideas. All ideas are 

welcome. Ideas that improve the experience of going out to a restaurant just a 

little bit are called do better ideas, let me show you a couple of examples of do 

better ideas from other industries: 

 
Illustration 09: Nikon Cool Pix, do better example.  

 
Source: www.coolhunting.com 

 

Then I provided the following explanation: Nikon created a camera call 

Coolpix. This camera has a projector built in. Why? Because they realized that a 

lot of people show their pictures to other people using the camera screen. So 

they came up with an idea that let people share their pictures right from their 

cameras in a better way. This is a do better idea because they are improving the 

already existing camera, they are not creating something totally new.  

 
Illustration 10: Corn Pops Packaging, do better example.  

 
Source: www.cornpops.com.mx 

 

Explanation: Corn Pops Mexico wanted to be more appealing to teenagers. So 

they created a whole new concept for the brand that uses teenager slang and 
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characters that are appealing to them. This is a do better Idea because Kellog's 

is not creating a new kind of cereal, they are just improving their branding to 

match the expectations of a certain target.  

 

After providing these two do better examples, I closed with a key message. “If 

you come up with ideas that improve just a little bit the experience of going to a 

restaurant that is ok, as you can see, not every idea has to be groundbreaking. In 

the other hand, if you come up with crazy disruptive ideas, that's ok to. These are 

called do different ideas.“ 

After that statement I showed every team two do different examples.  

 
Illustration 11: Remote Wardrobe, do different example.  

 
Source: www.springwise.com 

 

Explanation: Remote wardrobe is a service designed for travelers that do not 

want to experience the pain of carrying luggage. How does it work? You call 

them, they show up at your home the day before you travel, they take your 

luggage  to the hotel you will be staying at your destination. It get's better, once 

your vacation is over, they visit you at your hotel, they take all your luggage, they 

do all the laundry and they deliver your clothes ready to wear at your home. This 

is an example of a do different idea because is an entire new service that did not 

exist before.  
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Illustration 12: Bus Bike, do different example.  

 
Source: www.busbike.com 

 

Explanation: Bus Bike is a service in Rio de Janeiro that picks you up at your 

workplace and takes you home. What is different about it is that you can take an 

entire spinning class while you are in the traffic jam at rush hour. This way you no 

longer loose time getting home, you spend it exercising. This is a do different 

idea because bus bike created a service that did not exist at all before.  

 

After providing these two do different examples, I closed with a key message. “If 

you come up with totally crazy ideas it's ok, as you can see, crazy ideas might 

end up as great innovations.“ 

 

To wrap up the mindset I gave every team two single rules:  

• Every idea is welcome. 

• You have 1 hour to come up with your ideas. 

  

4.6 Inspiration   
 

The primary purpose of the experiment was to test the impact of inspiration in the 

creative process. Every team was provided with the same brief and the same 

mindset, but not every team was provided with inspiration.  The inspiration 

experiment was hold in two sessions. 
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4.6.1 Session A 

Team 01A = People from creative industries  

Team 02A = People from traditional industries  

Team 03A = College students.   

 

Inspiration: The session was held without any kind of inspiration. They did not 

receive any kind of external stimuli at all. They just got the brief, the mindset, and 

got to work.   

 

Take a look at some of the ideas from Session A: 

 

Team 01A sample ideas:  

• Express service. When you arrive to the restaurant's waiting area you can take 

a look at the menu and preorder your meal. That way when you get to your 

table the order is served faster. 

• While you are paying the check, the valet staff gets your car ready so you don't 

have to wait for it on your way out. 

 

Team 02A sample ideas:  

• The restaurant could be divided in different areas: 1. Drinks area, 2. House 

specialty area, 3. General meals area, and 4. Family show area 

• A credit card  machine placed in the exit area so you can pay your check on 

your way out. This way you don't have to wait longer for the waiter to do the 

paying process. 

 

Team 03A sample ideas:  

• The restaurant gives you the option of ordering hangover food to go on your 

way out. That way you can have comfort food the day after. 

• The restaurant has a charge free taxi service in case you are too drunk to drive. 

 

4.6.2 Session B 
• Team 01B = People from creative industries  

• Team 02B = People from traditional industries  

• Team 03B = College students.   
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Inspiration: The session included the brief, the mindset and the four sources of 

inspiration.  

 

a. Personal experience. (Voices). 

b. Restaurant industry. (Your Industry). 

c. Other industries. (Other Industries). 

d. Magazines. (Other Disciplines).  

 

4.6.2.1 Testing the first source of inspiration (Voices) 
  

This source of inspiration came from everyone’s personal experience when going 

out to restaurants. The inspiration was provided as follows: 

 

Step 01 Participants were told to talk about what they dislike the most about the 

experience of going to a restaurant. After 5 minutes of conversation they were 

asked to make a list of the dislikes they just talked about. Here are some 

examples of what those lists looked like after five minutes.  

 

What I dislike about going to a restaurant. 

• Waiting to be seated. 

• When the waitress pretends you are not there. 

• When they do not let you take some ingredients out of the original recipe.  

 

Step 02 Once they had their lists ready, I asked them to come up with ideas to 

solve this issues.  

 

Sample ideas triggered by the First Source of inspiration (Voices): 

 

Team 01B sample idea:  

• Letting people know that they can personalize their dishes. They can change 

the ingredients or quantity or anything they like to make their experience better. 

 

Team 02B sample idea:  

• The prices marked in the menu already include the service and tip percentage. 

The restaurant can brag that they don't charge any extra tips. 
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Team 03B sample idea:  

• A system placed in the tables to keep the food warm. 

 

Step 03 Every team presented and explained their favorite idea to the rest of the 

group.  

 

The whole personal experience exercise lasted 15 minutes. Once every team 

presented their favorite idea, we moved on to the next inspiration source. 

 

4.6.2.2 Testing the second source of inspiration (Your industry) 
 

This source of inspiration came from best practices, creative solutions and 

innovative ideas from the restaurant industry around the world. The inspiration 

was provided as follows: 

 

Step 01 Participants were told to borrow ideas from 9 examples they were about 

to see. They were told to listen carefully to the explanation that I was going to 

provide and to pay attention to the images on the screen. Here are the images 

they were exposed to and an abstract of the explanation I provided orally.  

 
Illustration 13: Open Table, Second source of inspiration case 01 . 

 
Source: www.opentable.com 

 

Explanation: OpenTable.com makes it easy to make restaurant reservations. 

You can search for restaurants based on location, kind of food and price. The 

system allows you to make special requests such as, table and area of the 
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restaurant where you would like to be seated. If you make a reservation using 

opentable.com make sure you show up, because each time you do you earn 

points that you can exchange later for different benefits, like discounts, upgrades, 

drinks, etc.  

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• The easiest way to get the table you want. 

• Collecting points an exchange them for prices. 

• Online system that allows special requests.  

 
Illustration 14: Vino Volo, Second source of inspiration case 02.  

 
Source: www.vinovolo.com 

 

Explanation: You can find Vino Volo in different airports. The idea is that you 

can taste different kinds of wines while you wait for your airplane. What is 

outstanding about Vino Volo is that they make it easy to understand the wine 

world.  They have created the Vino Chart, a visual way to know what kind of wine 

you are tasting. The Vino chart has has been the key to success of Vino Volo.   

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• A restaurant for travelers. 

• User friendly menu. 

• Learn something while you eat.  
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Illustration 15: Richtree, Second source of inspiration case 03  

 
Source: www.richtree.ca 

 

Explanation: Richtree is a place that is half restaurant and half supermarket. 

You can go to Richtree to do your grocery shopping. You can also shop for the 

ingredients of whatever you would like to eat. After you have picked the 

ingredients,  professionals will cook them for you so you can enjoy your meal 

right away.    

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Choose your own ingredients. 

• Observe and learn how to cook. 

• A restaurant could also be a grocery store. 

  
Illustration 16: Table with a view, Second source of inspiration case 04  

 
Source: www.springwise.com 
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Explanation: One of the most important criteria to have a nice experience in a 

restaurant is having the best table available. Table with a view is a restaurant in 

Belgium that took this concept to the next level. The table is suspended 60 feet of 

the ground so you can enjoy your meal sitting at the table with the best view in 

town.     

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Going to a restaurant could be an extreme experience. 

• Do whatever you need to do to provide the best view in town. 

• This will be a good idea in the country side. 

  
Illustration 17: Underwater restaurant, Second source of inspiration case 05  

 
Source: www.springwise.com 

 

Explanation: Maybe the best view does not have to be 60 feet above the 

ground, maybe it is underground, underwater, this restaurant in Nassau takes 

that concept to the next level.     

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Location, Location, Location. 

• What if you could hunt your meal. 

• Every hotel must have one underwater restaurant.  
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Illustration 18: Interactive restaurant, Second source of inspiration case 06 

 
Source: www.trendwatching.com 

 

Explanation: This image is from a restaurant in England. The surface of every 

table is 100% interactive. You can look at the menu, order you meal, play games, 

and even listen to music only by touching the surface of your table.  

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Interactive stuff is cool. 

• It will be great to customized the whole restaurant experience. 

• It will be grate to listen to the music you like.  

 
Illustration 19: Customized souvenirs, Second source of inspiration case 07 

 
Source: www.springwise.com 

 

Explanation: There is a restaurant in United States that lets you personalize 

different kids of dishes and glasses. While the family is having a meal, kids can 
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go to a computer, choose from different designs, enter a message and create 

their own dish.   

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Everything could be a souvenir. 

• What if you could personalized the furniture as well. 

• This is a great idea for a sports bar. 

  
Illustration 20: Wine list by Twitter, Second source of inspiration case 08 

 
Source: www.springwise.com 

 

Explanation: A restaurant uses twitter to ask customers what kind of wine they 

would like to have on the menu. Customers respond and the wine list is compile 

by the restaurant. Next time a customer visits that restaurant he may find his own 

suggestion in the wine list.    

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• A restaurant where all the menu is created by social media. 

• Restaurants should take advantage of social media. 

• Every restaurant should have a Facebook profile. 
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Illustration 21: Pay as you wish, Second source of inspiration case 09 

 
Source: www.springwise.com 

 

Explanation: Imagine a restaurant with no prices. Imagine a restaurant where 

you can decide how much to pay. That restaurant already exists in Europe. You 

go there, enjoy a meal and after you are finished, you can decide how much is 

fair to pay depending on the quality of the service, food and experience.     

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Pay if you like it. 

• Tips should be included. 

• There should be a cover charge.  

 

Step 02 After watching the images and listening to the explanation of the 9 

examples of best practices, creative solutions and innovative ideas in the 

restaurant industry, participants were asked to develop new ideas based on what 

they just have seen and listened to.  

 

Sample ideas triggered by the Second Source of inspiration (Other 

Industries): 

 

Team 01B sample idea:  

• A restaurant that gives away little samples of the menu dishes while you are in 

the waiting area. This way you can order exactly what you liked. 
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Team 02B sample idea:  

• If you don't know a lot about wine, you can ask the restaurant to send 

recommendations before your reservation. This way if you have a date or an 

important meeting you can be prepared. 

 

Team 03B sample idea:  

• All the furniture and table are branded by the restaurant. All these objects are 

on sale. 

 

Step 03 Every team presented and explained their favorite idea to the rest of the 

group.  

 

The whole exercise lasted 15 minutes. Once every team presented their favorite 

idea, we moved on to the next inspiration source. 

 

4.6.2.3 Testing the third source of inspiration (Other Industries)  
 

This source of inspiration came from best practices, creative solutions and 

innovative ideas from other industries. There was not a particular criteria for 

selecting the industries, I selected them randomly, every time I found something 

interesting and worth noting I used it as an inspiration stimuli. The inspiration was 

provided as follows: 

 

Step 01 Participants were told to borrow ideas from 6 examples they were about 

to see. They were told to listen carefully to the explanation that I was going to 

provide and to pay attention to the images on the screen. Here are the images 

they were exposed to and an abstract of the explanation I provided orally.  
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Illustration 22: Thread, Third source of inspiration case 01 

 
Source: www.springwise.com 

 

Explanation: Thread is a Match Making service for single people that is built on 

Facebook. Traditional Match Making services match profiles of people that do not 

know each other and people that do not belong to the same network of people. 

Thread uses Facebook, users browse friends, and friends of their friends. When 

you find someone that your interested in, Thread helps you introduce yourself.  

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• A restaurant for single people. 

• A restaurant for Facebook friends. 

• A restaurant for match making.  

 
Illustration 23: Hertz try before you buy, Third source of inspiration case 02 

 
Source: www.springwise.com 
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Explanation: If you are thinking about buying a Toyota, you can have a 3-Day 

rental test at Hertz to make sure you are satisfy.   

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Try different flavors before you order. 

• Taste different drinks before you order. 

• The first meal is free.  

 
Illustration 24: Eco-iconic toilet, Third source of inspiration case 03 

 
Source: www.springwise.com 

 

Explanation: The Dutch designed an eco-friendly toilet. It is built in to the sink so 

you use the water waste from the sink to flush. This way you save water, and if 

save water you are helping to save the planet.    

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Restaurant should be eco friendly. 

• Restaurants should reduce waste. 

• Restaurant should care about society.  
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Illustration 25: Juke Box by text message, Third source of inspiration case 04 

 
Source: www.springwise.com 

 

Explanation: One of the most important things to set the right mood is music. 

When you are in public, most of the times you are not able to choose the music 

you are listening to. There is a solution now, Jukebox by text messages. It is 

really simple, look at the music available, select a song, text it to the jukebox and 

enjoy.     

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• Every restaurant should be mobile friendly. 

• Interactive restaurants using mobile phones. 

• A restaurant where you share  music on your mobile phone.  

 
Illustration 26: Designer dresses for rent, Third source of inspiration case 05 

 
Source: www.springwise.com 
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Explanation: Designer dresses are expensive, not everyone can afford a 

complete wardrobe of designer dresses. What if instead of buying the dress you 

could just rent it for a special occasion. There is a service in New York that let’s 

you choose designer dresses to use just for one evening.  

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• A restaurant that lends dresses. 

• A restaurant that lends customs for parties. 

• A restaurant that lends video games while you eat. 

  
Illustration 27: Branded hotel rooms, Third source of inspiration case 06 

 
Source: www.trendwatching.com 

 

Explanation: There is a new trend in Hotel Design, Branded Suites. Imagine 

staying at a suite designed by Ferrari or Carolina Herrera. This image shows a 

suite designed by Napster.  

 

Instruction for the teams: What would you borrow from this example . Here is a 

sample of what the different teams borrowed. 

• A totally branded restaurant. 

• A restaurant divided into sections sponsored by different brands. 

• A restaurant where every table looks like a hotel room.  
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Step 02 After watching the images and listening to the explanation of the 6 

examples of best practices, creative solutions and innovative ideas in other 

industries, participants were asked to develop new ideas based on what they just 

have seen and listened to.  

 

Sample ideas triggered by the Third Source of inspiration (Other 

Industries): 

 

Team 01B sample idea:  

• A restaurant with areas decorated by different brands. For example, the kids 

area could be branded by Mattel, the smocking area by Marlboro, the bar by 

Absolut Vodka, etc. 

 

Team 02B sample idea:  

• The tables could be placed between 4 walls. You can choose what kind of 

decoration is projected into the walls. That way every time you go to the 

restaurant the decoration is different. 

 

Team 03B sample idea:  

• When you pay the check the restaurant gives you as a gift a USB memory with 

all the music you were listening throughout your stay. 

 

Step 03 Every team presented and explained their favorite idea to the rest of the 

group.  

 

The whole exercise lasted 15 minutes. Once every team presented their favorite 

idea, we moved on to the last inspiration source. 

 

4.6.2.4 Testing the fourth source of inspiration (Other Disciplines)  
 

This source of inspiration came from random magazines of different disciplines 

such as: architecture, medicine, visual arts, biology etc. 

 

Step 01. Participants were asked to choose one magazine. 

Step 02. They were asked to cut whatever they found inspiring for improving a 

restaurant experience.  
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Here is a sample of what they borrowed: 
 

Illustration 28: Magazine Collage Fourth source of inspiration Team 03 A 

 
Source: Session B of the inspiration experiment. 

 

Step 03. Participants got together with their original teams and used what they 

took from the magazines to generate new ideas.  

 

Sample ideas triggered by the Third Source of inspiration (Other 

Industries): 

 

Team 01B sample idea:  

• Any place could be a restaurant! The idea is to turn a subway train into a luxury 

restaurant. 

 

Team 02B sample idea:  

• A restaurant for people into sports. A nutritionist gives you a personalized diet 

that includes dishes from this restaurant's menu. 

 

Team 03B sample idea:  

• A restaurant where you get a free shot for each dish you order. 
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5. Results 
 

I will show the results of the experiment in two sections:  

• Quantity of ideas. In this section I will talk about the number of ideas 

produced by each team. I will also explain how the Four Sources of 

Inspiration helped to develop more ideas.  

• Quality of ideas. In this section I will explain the methodology that I used to 

judge the quality of the ideas produced by each team. I will also talk about 

how the Four sources of inspiration helped produce better ideas.     

 
5.1 Quantity of ideas 
 

The first criteria I am going to talk about is quantity of ideas. The question I will 

answer is the following: Does Inspiration helps to produce more ideas? You might 

think that creativity is about quality of ideas and not so much about quantity. 

According to Gary Hamel quantity is far more important than quality.  

 

“For every 1,000 ideas, only 100 will have enough commercial promise to merit a 

small-scale experiment, only ten of those will warrant a substantial financial 

commitment, and of those, only a couple will turn out to be unqualified 

successes.  It's the inverse log scale behind innovation. So what's the lesson for 

your company ?  Just this : If you want to find a few ideas with the power to move 

customers, foil competitors, and thrill investors, you must first generate hundreds 

and potentially thousands of unconventional strategic ideas.  Then you're going 

to have to take the best of these and turn them into low-cost, low-risk strategy 

experiments - a new distribution channel here, a new pricing approach there, a 

new service offering somewhere else.  Out of these experiments will emerge a 

few ideas worth pursuing wholeheartedly.  Put simply, you have to crush a lot of 

rock to find a diamond.“ 13 

 

Let's take a look at the overall results from each session. Remember that teams 

from session A (Teams 01A, 02A and 03A ) did not received inspiration at all. 

                                                
13 Hamel, Gary (2001): Innovation’s New Math. From: Fortune Magazine, Volume (July 2001), pp. 130-132. 
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They just got the brief, the mindset and got to work.  Teams from session B 

(Teams 01B, 02B, and 03B) received 4 sources of inspiration.  
Chart 01: Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Chart 02: Total number of ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 
Table 01: Quantity of ideas Session A 

Team 01 A (Creative Industries) 7 

Team 02 A (Traditional Industries) 14 

Team 03 A (College Students) 19 

Total number of ideas 40 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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Table 02: Quantity of ideas Session B 

Team 01 B (Creative Industries) 23 

Team 02 B (Traditional Industries) 30 

Team 03 B (College Students) 23 

Total number of ideas 76 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Learning 01: Inspiration helps to increase quantity of ideas. The background of 

the people creating ideas is not a factor.   

 

5.1.1 Analysis Session A (Quantity of ideas). 
 

The following analysis comes from two sources, my personal observations during 

the experiment and a 10 question survey that every participant responded after 

the session was over.  

 

Analysis Team 01A. (Quantity of ideas). 

 

Observations:   

This team’s participants were people from creative industries, (Graphic Designer, 

Movie Producer, Creative in Advertising). You might think that they are better 

managing the creative process so they should be able to produce more ideas, 

but clearly this was not the case.  

This team was the only one that took time to validate the creative task with me. 

They asked a lot of questions until they understood exactly what they were 

supposed to do.  After that, they spent a lot of time discussing concepts such as: 

what is the purpose of going to a restaurant, let’s decide on a target before 

producing ideas, etc.  

They spent 45 minutes discussing experiences and concepts and only 15 

minutes producing ideas.  

 

Learning 02: Without inspiration is easier to discuss and harder to create.  

 

Survey responses:  

Question: What was the hardest thing to do when you were generating ideas? 
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Response: The hardest was to agree about the kind of restaurant experience we 

wanted to create. Every person on the team had very different previous 

experiences at restaurants so It was hard to have a common starting point.  

 

Question: Describe the moments when ideas did not flow? 

Response: Ideas did not flow when people started judging ideas. We spent a lot 

of time talking about if ideas were good or bad. We should have focused more on 

creating than analyzing our own ideas.    

 

Learning 03: Without inspiration the only reference people have to create is their 

own previous experiences. When this experiences are not similar, the creative 

process can turn into a discussion to agree on the most valuable experience as a 

starting point. In the other hand, inspiration provides a common starting point.   

 

Analysis Team 02A. (Quantity of ideas). 

 

Observations 

This team’s participants were people from traditional industries, (Finance 

Executive, Human Resources, Lawyer). After the brief, they started producing 

ideas right away, they tried to produced as much ideas as they could. But they 

faced a problem, they were the team that filtered the most during the creative 

process.  

 

Every five minutes, the idea generation process turned into a discussion of 

feasibility. They started judging ideas in the middle of the creative process. Still, 

they produce almost twice the number of ideas than Team 01A from creative 

industries.  

 

Learning 04: Without inspiration is easier to filter and analyze ideas. This kind of 

thinking can hurt the number of ideas produced. In the other hand, inspiration 

dials down the filtering mechanisms of people.  

 

Survey responses. 

Question: What was the hardest thing to do when you were generating ideas? 
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Response: The hardest thing was to start. The hardest stage in the creative 

process is the very beginning because you have nothing to work with. Once you 

manage to produce the first 3 ideas it gets a little bit easier.    

 

Question: Describe the moments when ideas did not flow? 

Response: There were moments when the team got stuck because we thought 

that every idea we have created so far was already out there. Sometimes we 

struggle to come to an agreement, it was hard to come to a consensus if an idea 

was good or bad. We lost time analyzing if our ideas would be good in real life.  

 

Learning 05: Without inspiration the most difficult part of the creative process is 

to start creating. As times goes by, being stuck at the starting point can be really 

frustrating and that situation can kill the whole mindset of the creative session. 

Frustration leads to confrontation not agreement. In the other hand, inspiration is 

an starting point by definition.   

 

Analysis Team 03A. (Quantity of ideas). 

 

Observations: 

This team’s participants were college students, (Marketing, Finance, 

Psychology). After the brief, they started producing ideas right away. I noticed 

that this was the only team that did not analyzed ideas during the creative 

process.  They were very open to any kind of idea. Why did this happen? My 

hypothesis is that students do not have a sharp business wise reference of what 

might work or not in real life, maybe that is why they did not loose time judging 

their own ideas. Perhaps for this particular experiment being a college student 

was an advantage because they focused on generating ideas not analyzing the 

feasibility of what they just created.  

 

Learning 06: Without inspiration, the best thing you can do is free your mind 

from analyzing feasibility when creating ideas.  

 

Survey responses: 

Question: What was the hardest thing to do when you were generating ideas? 

Response: The hardest thing was to start. We believed that our ideas were 

going to be silly.    
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Question: Describe the moments when ideas did not flow? 

Response: After 40 minutes of continuously generating ideas that was it. We 

could not create more ideas, we were exhausted and nothing else came to our 

minds. We felt that we covered every possibility.  

 

Learning 07: Without inspiration, creativity has a limit. After 30 minutes and 19 

ideas, participants were exhausted. With inspiration participants created up to 30 

ideas in the same period of time.   

 

5.1.2 Analysis Session B (Quantity of ideas). 
 

Now let's take a look at the results form the second session. Remember that 

teams that participated in this session received four different sources of 

inspiration: voices, your industry, other industries and academic disciplines.  

 

Analysis Team 01B. (Quantity of ideas). 

 

Observations:   

This team spent a lot of time talking about the inspiration provided by me. They 

always ran out of time when it was time to move on to the next inspiration source. 

They used the last five minutes of every round to write down all the ideas they 

talked about in the first ten minutes.   

 

Learning 08: Inspiration triggers a lot of positive conversation to develop ideas. 

But if inspiration is handle carefully, people may loose the creative focus. 

 

Survey responses: 

Question: What was the hardest thing to do when you were generating ideas? 

Response: To write all of our ideas down. We needed more time, we had plenty 

of ideas in our brains, but we did not have enough time to write them down.  

 

Question: Describe the moments when ideas did not flow? 

Response: Ideas kept flowing all the time, there was not a single moment when 

we got stuck in the creative process.  In the other hand I believe that we received 

to much inspiration, There were moments where I felt It was to much to handle.  
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Learning 09: Inspiration keeps ideas flowing constantly.  

Learning 10: To much inspiration can be a bad thing. People can handle a limit 

amount of stimuli in one hour.  

 Learning 11: Inspiration leads to plenty of ideas, however you should give time 

to people so they can write all of those ideas down properly, otherwise, ideas will 

get lost. 

 

Analysis Team 02B. (Quantity of ideas). 

 

Observations: 

This team spent a lot of  time trying to elaborate their ideas by listening to each 

other. They did not jump from one idea to another, they kept building over the 

same idea until they felt the idea was good enough, and after that, they moved to 

a whole new concept. Unlike team 01B, they wrote ideas down as they were 

creating and building on them. They were more effective because they used the 

time they had to create and download ideas to a piece of paper almost 

simultaneously.  

 

Learning 12: Inspiration leads to collaboration. Inspiration allows people to build 

on each other ideas.  

 

Survey responses: 

Question: What was the hardest thing to do when you were generating ideas? 

Response: We did not find anything hard at all. Maybe the only hard thing was to 

write down the idea exactly as you have it in your mind.    

 

Question: Describe the moments when ideas did not flow? 

Response: When ideas got to disruptive, to crazy we had to stop and try to dial 

them down.  

 

Learning 13: Inspiration may lead to crazy undoable ideas. You have to give 

people time to dial them down to a feasible version.  
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Analysis Team 03B. (Quantity of ideas). 

 

Observations:   

This team’s participants were very uncomfortable at the beginning of the session. 

They had a hard time breaking the ice between them. Remember that none of 

the participants knew each other. Somehow it was harder for this team to feel 

comfortable and to develop a positive dynamic in order to come up with more 

ideas.  

 

Learning 14: Inspiration not always breaks the ice right away. In the other hand, 

the overall results of the experiment show that inspiration works as an ice breaker 

for creating ideas.  

 

Survey responses: 

Question: What was the hardest thing to do when you were generating ideas? 

Response: We agreed almost on every idea, but sometimes we spent time 

discussing if ideas were good or bad.    

 

Question: Describe the moments when ideas did not flow? 

Response: The very beginning was very hard for us. We were also really tired at 

the end of the second round, there were a lot of examples to choose from.   

 

Learning 15: Inspiration leads to agreement when creating ideas. 

Learning 16: Inspiration must not exceed 6 stimuli per source of inspiration.  

 

5.2 Quality of ideas.  
 

Is not only about the number of ideas it is also about the quality of the ideas. 

Does inspiration helps to produce better ideas? We will find that out in this 

section.  

 

5.2.1 Rating methodology 

 

I believe creativity is about being able to produce a lot of possibilities. However, 

it’s important that some of those possibilities are good ideas. But what is a good 

idea anyway? Creativity is not an exact science, is highly subjective. For the 
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purpose of this experiment I judged the quality of ideas using the following 

criteria.  

 

• Attractiveness: A good idea has to be attractive, it has to caught your attention 

in some level. 

• Relevance: A good idea has to be relevant, it has to relate to real needs and 

real interests of a group of people.  

• Differentiation: A good idea has to have certain level of uniqueness.  

• Feasibility: A good idea should have the possibility to be implemented. 

 

For each criteria there were only 3 possible grades: Low, Medium and High. A 

great idea would be graded highly attractive, highly relevant, highly differentiated 

and highly feasible. The following chart shows a sample of the online survey I 

developed to judge  the quality of the ideas.  

 
Illustration 29: Ideas rating system (online survey). 

 
Source: www.surveymonkey.com 

 

I asked seven people to judge the quality of the ideas, people with different 

perspectives, people from different backgrounds. The seven judges were: 

 

Creative experts: 

• Roberto Castañón: He is an innovation consultant that works with companies 

that provide different kinds of services: American Express, Dominos Pizza, 

Starbucks.  

• Sergio Caetano: He is an innovation consultant that works with companies that 

sell fast moving consumer goods: Pepsico, Nestle, Danone.  

• Monica Rivera: She is an innovation consultant that works for entertainment 

companies: Televisa, MTV, Reforma.  

 



 The Four Sources of Inspiration Carlos Alvarez Téllez. 
 

50 

Restaurant experts: 

•  Miguel Nieto: He owns five restaurants in Mexico City.  He has been in the 

restaurant industry for over 20 years. He is considered an expert in running 

restaurants as profitable businesses.  

• Sergio García: He has worked in restaurants for over 15 years. He is currently 

the manager of a traditional restaurant in Mexico City. 

 

Consumers:  

 

• María José León: She is an architect and loves going to all kinds of 

restaurants. She goes to restaurants at least three times a week.  

• Alan Pavel: He is an industrial designer, he loves food. He goes to restaurants 

at least two times a week.  

  

I met with them for an hour in order to explain the rating criteria. They all spent 

around 2 hours judging 116 ideas through an online survey. At the end, I look at 

the average results for each idea. An idea that scored high on every criteria is a 

great idea because is has it all: attractiveness, relevance, differentiation and 

feasibility. In the other hand, an idea that scored low on every criteria is a bad 

idea.  

 

The following example shows an idea that averaged high scores on every 

criteria.  
 

Illustration 30: Analysis from ideas rating system. 

 
Source: www.surveymonkey.com 

 



 The Four Sources of Inspiration Carlos Alvarez Téllez. 
 

51 

What does this mean? 

• 4 out of 7 judges graded the idea as Highly Attractive. 

• 7 out of 7 judges graded the idea as Highly Relevant. 

• 5 out of 7 judges graded the idea as Highly Differentiated. 

• 3 out of 7 judges graded the idea as Highly Feasible. (2 judges graded it as low 

and 2 as medium). So 3 is still the majority in this criteria.  

 

This is on example of what the judges considered a great idea for enhancing the 

experience in a restaurant. The idea of this judging system is to have a more 

accurate way to judge the quality of ideas.  

 

I followed this methodology to judge all the ideas. In the following section I will go 

through the analysis and results separately for each criteria (Attractiveness, 

Relevance, Differentiation and Feasibility). Finally I will show you the results for 

the winning ideas. (Ideas that got high scores on every criteria).  

 

5.2.2 Attractiveness 
 

The following chart shows the total number of highly attractive ideas by session. 

This means that the average result from the ratings of the 7 judges was high on 

attractiveness.  
Chart 03: Total number of highly attractive ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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Observation: Teams from Session B doubled the number of attractive ideas 

from session A.  

 

Learning 17: Inspiration helps to increase the number of attractive ideas.  

 

Attractiveness hit rate by session  

 

The following chart shows the number of highly attractive ideas compared to the 

total number of ideas produced in each session. 
 

Chart 04: Total number of highly attractive ideas vs Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 03: Attractiveness Hit Rate by Session. 

Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: The chart shows that is not very hard to produce attractive ideas, 

75% of the ideas produced in Session A where rated as highly attractive. In the 

other hand 78% of the ideas produced in Session B where rated as highly 

attractive. This means that teams from Session B, not only produced the 

double of highly attractive ideas, they also had a better attractiveness hit 

rate. (79%).  

 

Learning 18: Inspiration increases the overall attractiveness hit rate of ideas.  
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Attractiveness Team Performance  

 

The following chart shows a breakdown from the session results into the results 

of each team. Remember that teams from Session A did not receive any 

inspiration at all and the teams from Session B received four sources of 

inspiration.  
Chart 05: Number of highly attractive ideas by team. 

 
 Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Team 02B had an outstanding performance with 27 highly 

attractive ideas. Second place goes to Team 01B. You might think that third 

place will go to Team 03B because they had inspiration, but there is a tie 

between Team 03A and Team 03B. Let’s take a closer look at the data in order to 

see which of these two teams had a better hit rate.   
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Attractiveness hit rate by team 

 
Chart 06: Highly attractive ideas vs. Total number of ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 04: Attractiveness hit rate by team. 

TEAM 
01A 

TEAM 
02A 

TEAM 
03A 

TEAM 
01B 

TEAM 
02B 

TEAM  
03B 

43% 86% 78% 78% 90% 65% 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Team 03A had a better hit rate than Team 03B. Teams with the 

lowest attractiveness hit rate (Team 01A & Team 03B) did not focus their creative 

efforts to generate attractive ideas. For instance Team 03B  focused on 

feasibility. We will get to the details later when I present the analysis of the other 

grading criteria.  

 

Learning 19: When people are trying to develop feasible ideas, inspiration is not 

as effective triggering attractive ideas.  

 

There is something else to be said about this chart. Did you notice that Team 02B 

had a 90% attractiveness hit rate. How did they do it? Let’s take a look at some 

responses from their after session survey.  

 

Survey responses: 

Question: Describe the virtues of the creative process in your team. 
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Responses: “We listened to the inspiration examples and we work hard at 

borrowing what we liked to create something new. We tried to generate as much 

ideas as we could, it did not matter if they were crazy ideas”. 

 

Learning 20: Most of the times, inspiration triggers attractive ideas because 

people realize that crazy stuff can be done, after all, by providing the inspiration 

example is evident that someone has done attractive crazy ideas. Inspiration is 

attractive by definition. In the other hand, If people judge an inspiration example 

as a crazy undoable idea, the filtering mechanism does not allow inspiration to 

trigger attractive ideas. 

 

Attractiveness by source of inspiration.  

 

The following chart shows the influence on attractiveness by the four sources of 

inspiration. This results only apply to Session B. Remember that Session A did 

not received any inspiration at all.  

 
Chart 07: Number of highly attractive ideas by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Notice the progress on attractiveness triggered by each source of 

inspiration. The first source of inspiration (Voices) triggers ideas mainly from 

personal experience, it is hard to develop highly attractive ideas based only on 

previous experiences because most of our experiences are average, are ordinary 

not attractive. There is an increase on attractiveness when using the second 
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source of inspiration (Your Industry). When people are provided with creative 

solutions from the same industry they are working on, is easier to produce 

attractive ideas because the inspiration provided is already attractive, borrowing 

is easier because your are talking about the same industry, connecting the dots 

is almost natural. When the participants received the third source of inspiration 

(Other Industries) attractiveness reaches its peak. After two previous rounds, the 

creative muscle is ready to produce more ideas. Inspiration from other industries 

may be harder to connect but the result is better, the combination of elements 

from other industries produce plenty of attractive ideas. Trying to generate 

attractive ideas from the fourth source of inspiration (Other Disciplines) may be 

harder because the connection is not as natural as previous experiences or 

creative solutions from the same industry. However, after three rounds of 

inspiration, borrowing from Other Disciplines helps refresh creativity because is 

something completely disconnected from the original creative task.  

 

Survey Responses: 

Question: Which was the most helpful inspiration source? 

Responses: When you showed us examples from other industries was very 

helpful, because combining that with our previous experiences is easier to 

produce better ideas. 

 

Learning 21: Attractiveness reaches its peak on the third source of inspiration 

“Other industries”. However, inspiration from other industries only works after the 

first and second sources of inspiration (Voices, Your industry) because you need 

a reference that is closer to the creative task in order to be able to use inspiration 

from other industry  properly. 

 

Attractiveness by source of inspiration and by team.  

 

The following chart shows the number of relevant ideas produced by team. It also 

shows the number of relevant ideas triggered by each source of inspiration. 
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Chart 08: Number of highly attractive ideas by team and by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observations: TEAM 03B had a hard time at the beginning of the creative 

session. But they closed really good, they got the higher number of attractive 

ideas in the last source of inspiration (Other Disciplines). Sometimes people need 

time to warm up the creative muscle. This is one reason you should provide  4 

sources of inspiration as a creative leader. Everyone reaches the highest 

potential on the third source, but if a team had a hard time at the starting point 

they really need the fourth source to develop more attractive ideas. 

 

Learning 22: Having four sources of inspiration allows people to produce ideas 

at their own pace. If they start slow on the first source of inspiration, the fourth 

source helps them to close at their best.  
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5.2.3 Relevance 
 

The following chart shows the total number of highly relevant ideas by session.  
 

 

Chart 09: Total number of highly relevant ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation. Inspiration triggers more highly relevant ideas. However the gap is 

not as big as in attractiveness. Is easier to develop attractive ideas than relevant. 

Remember attractiveness is only judging if the idea gets your attention. 

Relevance is measuring if the idea relates to a real need or interest.  

Learning 23: Inspiration triggers relevance.  
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Relevance hit rate by session  

The following chart shows the number of highly relevant ideas compared to the 

total number of ideas produced in each session. 
 

Chart 10: Number of highly relevant ideas vs. Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 05: Relevance Hit Rate by Session. 

SESSION A SESSION B 
65% 51% 

Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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Relevance team performance 

The following chart shows a breakdown from the session results into the results 

of each team.  
 

Chart 11: Number of highly relevant ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: College students from Session A (Team 03A) beat college 

students from Session B (Team 03B) on the number of highly relevant ideas. This 

means that relevance is tied up not only to inspiration but also to personal 
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Learning 25: Relevance is based on personal intuition.  
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Relevance hit rate by team  

 

The following chart shows the relevance hit rate by. Relevance hit rate = The 

number of highly relevant ideas compared to the total number of ideas produced 

by each team. 
 

Chart 12: Number of highly relevant ideas vs. Total number of ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 06: Relevance Hit Rate by Team 
TEAM 
01A 

TEAM 
02A 

TEAM 
03A 

TEAM 
01B 

TEAM 
02B 

TEAM 
03B 

42% 64% 74% 52% 66% 30% 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Team 03A had an outstanding performance at producing highly 

relevant ideas. Inspiration triggers more relevant ideas, but it does not 

guarantees to increase the relevance hit rate. Let’s take a look at what Team 03 

A had to say about their creative process.  

 

Survey responses from team 03A 

Question: Describe your creative process. 

Response: We shared negative experiences and then we tried to provide 

solutions.  

 

Learning 26: Inspiration triggers relevant ideas. But having a sense of what is 

relevant in general comes from intuition not inspiration.  
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Relevance by source of inspiration 

 

The following chart shows the influence on relevance by the four sources of 

inspiration. This results only apply to Session B.  
 

Chart 13: Number of highly relevant ideas by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Once again the third source of inspiration (Other Industries) 

triggers the best results. However is important to notice that when it comes to 

relevance the first source of inspiration (Voices) is very important. Voices uses 

expertise and previous experiences as inspiration. We can conclude that having 

previous experience related to the creative tasks leads to relevance and Voices 

helps people reveal those experiences in a conversation that leads to ideas.  

 

Learning 27: The first source of inspiration (Voices) is not very important for 

producing attractive ideas, but is essential for producing relevant ideas.  
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Relevance by source of inspiration and by team.  

 

The following chart shows the number of relevant ideas produced by team. It also 

shows the number of relevant ideas triggered by each source of inspiration. 

 
Chart 14: Highly relevant ideas by source of inspiration and by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: The team that took advantage of the first source of inspiration 

(Voices) as the team that did better on relevance overall.  

 

Learning 28: If you need to produce relevant ideas, dive into the first source of 

inspiration (Voices) more deeply.  
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5.2.4 Differentiation  
 

The following chart shows the total number of highly differentiated ideas by 

session.  
Chart 15: Total number of highly differentiated ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Inspiration triggers differentiation. Notice that this is the biggest 

gap we have had so far (Attractiveness 30vs.60, Relevance 26vs.39). This 

means that inspiration is vital for producing differentiated ideas. In other words, 

without inspiration is very hard to come up with unique ideas. 

 

Learning 29: Inspiration is the key to differentiation.     
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Differentiation hit rate by session 

  

The following chart shows the number of highly differentiated ideas compared to 

the total number of ideas produced in each session. 
Chart 16: Highly differentiated ideas vs. Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 07: Differentiation Hit Rate by session. 
SESSION A SESSION B 

57% 72% 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Differentiation Hit Rate is the second highest hit rate for Session B. 

This means that inspiration triggers almost the same number of highly 

differentiated ideas than highly attractive ideas. In the other hand Differentiation 

hit rate is the lowest hit rate for Session A so far. This means that without 

inspiration is easier to produce attractiveness, relevance but not differentiation. 

Uniqueness depends on inspiration.  

 

Learning 30: Without inspiration is possible to generate some attractive and 

relevant ideas, but is very hard to create unique or highly differentiated ideas. 
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Differentiation team performance 

 

The following chart shows a breakdown from the session results into the results 

of each team.  
Chart 17: Total number of highly differentiated ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: This is the first criteria where all teams form Session B beat all the 

teams from Session A. Notice the decrease on the performance by Team 03A 

compared to the relevance performance. Also notice the increase on the 

performance by Team 03B compared to the relevance performance. This means 

that there is a conflict between relevance and differentiation. If you focused your 

efforts in producing relevant ideas, differentiation suffers. The same thing 

happens the other way around, inspiration helps you trigger differentiation but 

relevance suffers a little bit.  

 

Learning 31: You can rely on intuition to produce relevant ideas but intuition 

won't lead to differentiated ideas. Inspiration helps you produce both relevant and 

differentiated ideas, lack of intuition on relevance can be softened by inspiration. 
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Differentiation hit rate by team  

 

The following chart shows a break down by team of the differentiation hit rate. 

Differentiation hit rate = The number of highly differentiated ideas compared to 

the total number of ideas produced by each team. 
 

Chart 18: Highly differentiated ideas vs. Total number of ideas by team.  

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 08: Differentiation Hit Rate by Team. 
TEAM 
01A 

TEAM 
02A 

TEAM 
03A 

TEAM 
01B 

TEAM 
02B 

TEAM 
03B 

28% 71% 57% 65% 93% 52% 
Source: Original research, Inspiration experiment. 

 

Observation: Teams from traditional industries (Team 02A & Team 02B) got the 

highest differentiation hit rate scores. Maybe people from non creative industries 

focus on how to make an idea unique, let’s take a look at some of their survey 

responses to find out what happened.  

 

Survey responses 

Question: Choose one of the following options to grade the performance of your 

team. A) Great Ideas B) Good Ideas C) Average Ideas D) Bad Ideas E) Terrible 

Ideas.  

Response Team 02A:  I think we produced Good Ideas because we focused on 

an specific problem, the time you loose going to a restaurant. Without considering 

fast food, there are no restaurants built around an experience of saving time.   
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Comment: Differentiation came from finding a common problem.  

Response Team 02B: I think we produced great ideas because we tried to 

innovate all the time on the things that matter the most to us.  

Comment: Trying to produce innovative ideas leads to differentiation.  

 

Learning 32: Intuition leads to relevance, differentiation comes from inspiration 

and an innovative free thinking mindset. 

 

Differentiation by source of Inspiration 

 

The following chart shows the influence on differentiation by the four sources of 

inspiration. This results only apply to Session B.  
 

Chart 19: Number of highly differentiated ideas by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observations: Once again the third source of inspiration (Other industries) leads 

the way. The second source of inspiration (Your Industry) triggers differentiation 

because you are looking at the best practices of the industry which are already 

unique. However the most important piece of information in this chart is that the 

fourth source of inspiration (Other Disciplines) is not the lowest for the first time. 

Looking at other disciplines leads to differentiation because this source of 

inspiration is not closely related to the creative task. The first source of inspiration 

is the lowest on differentiation because previous experiences and expertise are 

closely related to the creative task. 
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Learning 33: Differentiation comes from sources of inspiration that are not 

closely related to the creative task (Other industries & Other disciplines). 

 

Differentiation by source of inspiration and by team 

 

The following chart shows the number of differentiated ideas produced by team. It 

also shows the number of differentiated ideas triggered by each source of 

inspiration. 
Chart 20: Number of highly differentiated ideas by source of inspiration and by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: The first source of inspiration triggered differentiated ideas only in 

Team 02B. Teams 01B and 03B got differentiation from the second, third and 

fourth source of inspiration.  Team 03B seams to be taking advantage of the 

fourth source of inspiration more than the other teams. Let’s take a look at their 

survey responses to find out why this happened.  

 

Survey Responses Team 03B.  

Question: What was the moment where you felt the best ideas were created?    
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Response: The best ideas came out at the end of the session. Looking at stuff 

from completely different topics such as architecture, biology and history really 

helped us. We had a hard time at the beginning of the session, but we got even 

at the end.  

Comment: remember that team 03B participants are college students. It is 

possible that they are more open to stimuli from academic disciplines and arts. 

 

Learning 34: The first source of inspiration (Voices) does not lead to 

differentiation or attractiveness, it leads to relevance. 

 

5.2.5 Feasibility  
 

The following chart shows the total number of highly feasible ideas by session.  
 

Chart 21: Total number of highly feasible ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Session B once again beats session A by more than a 100%. 

However the most important piece of information from this chart is that feasibility 

is the criteria with the lowest number of ideas rated with high scores. This means 

that the hardest thing to do is to produce feasible ideas.  

 

Learning 35: Even when the mindset is to produce any kind of crazy ideas, there 

are always ideas highly feasible.   
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Feasibility hit rate by session 

 

The following chart shows the number of highly feasible ideas compared to the 

total number of ideas produced in each session. 

 
Chart 22: Number of highly feasible ideas vs. Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 09: Feasibility Hit Rate by session. 
SESSION A SESSION B 

40% 43% 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Inspiration leads to a slightly better feasibility hit rate. This is a very 

important piece of information for those people that think inspiration leads only to 

crazy ideas. This chart is the prove that inspiration is not the enemy of feasibility.  

 

Learning 36: Inspiration increases feasibility hit rate.  Inspiration triggers 

attractive, relevant, differentiated and feasible ideas.  
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Feasibility team performance 

 

The following chart shows a breakdown from the session results into the results 

of each team.   
Chart 23: Number of highly feasible ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: This is the first time Team 02B is not the best, they were the best 

on quantity, attractiveness, relevance and highly differentiated ideas. This means 

that Team 02B did not think of feasibility at all, they took the creative mindset by 

heart (every idea is a good idea). No thinking of feasibility let them produce more 

ideas, and more ideas led to higher scores in the other criteria (Attractiveness, 

Relevance, Differentiation).  

 

In the other hand, team 03B was the worst on every single criteria but feasibility. 

This shows they were thinking if their ideas were feasible when they should be 

thinking on creating ideas no matter the feasibility.  In the following section we will 

discover which team had the most winning ideas (high on every criteria). 

 

Learning 37: If you want to produce more attractive, relevant and differentiated 

ideas do not think of feasibility during the creative process.   
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Feasibility hit rate by team  

 

The following chart shows a break down by team of the feasibility hit rate. 

Feasibility hit rate = The number of highly feasible ideas compared to the total 

number of ideas produced by each team. 
 

Chart 24: Number of highly feasible ideas vs. Total number of ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 10: Feasibility Hit Rate by Team. 
TEAM 
01A 

TEAM 
02A 

TEAM 
03A 

TEAM 
01B 

TEAM 
02B 

TEAM 
03B 

71% 28% 36% 52% 30% 52% 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Now we now why Team 01A, a team of creative professionals was 

the worst team of all by far. They were to worried thinking about feasibility during 

the creative process. This kind of mindset leads to frustration and discussion 

because nobody is producing exiting ideas, they are just producing ideas that are 

safe. 

 

Survey responses Team 01A. 

Question: Describe your creative process. 

Response: We focused on generating ideas that can be executed. Anyone can 

give crazy ideas, but a good idea is the one that can become real.  

Comment: The overall results of this teams show they were absolutely wrong. 

Thinking of feasibility first, kills creativity. 
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Learning 39: Do not worry about feasibility, If you use the four sources of 

inspiration without thinking of feasibility, you will end up with some great feasible 

ideas at the end of the creative process.  

 

Feasibility by source of inspiration 

 

The following chart shows the influence on feasibility by the four sources of 

inspiration. This results only apply to Session B.  
 

Chart 25: Number of highly feasible ideas by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: The third source of inspiration (Other industries) is the winner once 

again, but take a look at the first source of inspiration (Voices) it is a very close 

second. This means that the first source of inspiration leads to feasible ideas. 

Remember this source is based on people’s points of view, previous experience 

and expertise, that is why this source scores high on feasibility.   

 

Learning 40: The first source of inspiration (voices) is vital for generating highly 

feasible ideas. The third source of inspiration (other industries) will give you 

attractive, relevant, differentiated and feasible ideas.  
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Feasibility by source of inspiration and by team.  

 

The following chart shows the number of feasible ideas produced by team. It also 

shows the number of feasible ideas triggered by each source of inspiration. 

 
Chart 26: Number of highly feasible ideas by source of inspiration and by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Team 02B was the winner on the other criteria thanks to the third 

source of inspiration (other industries) as you can see they failed to produced 

feasible ideas using this source of inspiration. Ideas triggered by inspiration from 

other industries can go either way on feasibility because the team chooses how 

to adapt what they are borrowing. The first source of inspiration is more related to 

feasibility  because it comes from real feasible experiences. Notice that Team 

03B found the fourth source of inspiration really helpful. By including the four 

sources of inspiration you make sure that your audience connects at least with 2 

of them, this way you make sure that you always get good ideas.  

 

Learning 41: If you start the creative process using the first source of inspiration 

(Voices) you make sure that people are producing feasible ideas early on the 
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creative process. This eases people's mind so they can produce more disruptive 

ideas later.  

 

5.2.6 Winning ideas  
 

What is a winning idea? An idea that averaged high scores on every criteria 

(attractiveness, relevance, differentiation and feasibility). Remember that 7 

people from different backgrounds rated the ideas. (3 Creative experts, 2 

Restaurant experts, 2 restaurant consumers). I averaged the ratings from the 7 

judges,  as you can imagine getting high scores on every criteria is not an easy 

task. An idea that gets high scores on every criteria is what I call a golden 

opportunity.  

 

The following chart shows the total number of winning ideas by session.  
 

Chart 27: Total number of winning ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: There is no doubt about it, inspiration leads to better ideas. If you 

use the 4 sources of inspiration you will get 4 times more winning ideas than if 

you don't.   

 

Learning 42: The four sources of inspiration increases the number of winning 

ideas by 300%.  
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Winning ideas hit rate by session 

 

The following chart shows the number of winning ideas compared to the total 

number of ideas produced in each session. 

 
Chart 28: Number of winning ideas vs. Total number of ideas by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 11: Winning ideas Hit Rate by session. 

SESSION A SESSION B 
5% 12% 

Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Turns out Gary Hamel was right, Quantity of ideas leads to Quality 

of ideas. But there is an additional finding in this chart. Inspiration increases the 

winning ideas hit rate by more than a 100%. We can conclude that If you develop 

ideas without inspiration, you will get 1 winning idea for every 20 ideas. 

Remember none of the teams from session A produced 20 ideas.  In the other 

hand all of the teams form session B produced more than 20 ideas. 

 

Learning 43: If you use The Four Sources of Inspiration you double your 

chances of producing winning ideas.  
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Winning ideas team performance 

 

The following chart shows a breakdown from the session results into the results 

of each team.   
 Chart 29: Number of winning ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation. If you do not use the Four Sources of Inspiration, there is a good 

chance that you’ll end up with no winning ideas at all. Only Team 03A ended up 

with 2 winning ideas Teams 01A and 02A just wasted their time. In the other 

hand, if you use the Four Sources of Inspiration you will end up with at least 2 

winning ideas. Most of the times 1 winning idea is enough.  

 

Learning 44: Without the Four sources of inspiration the risk of not getting 

winning ideas is very high (66%).  
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Winning ideas hit rate by team 

 

The following chart shows the winning ideas hit rate by team. Winning ideas hit 

rate = The number of winning ideas compared to the total number of ideas 

produced by each team. 
 

Chart 30: Number of winning ideas vs. Total number of ideas by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Table 12: Winning ideas Hit Rate by Team. 

Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation. All of the teams from session B had winning ideas hit rate close to 

10%. 2 teams form session A had 0% hit rate. Spending time preparing the 

content of the four sources of inspiration pays off with winning ideas.  

 

Learning 45: If you use The Four Sources of Inspiration there is a great chance 

that you will get at least 1 winning idea out of every 10 ideas. If you are good at 

managing the creative process you may get even more. If you do not use the 

Four Sources of inspiration there is a good chance you end up with no winning 

ideas at all.  
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Winning ideas by source of inspiration 

 

The following chart shows the influence on winning ideas by the four sources of 

inspiration. This results only apply to Session B.  
 

Chart 31: Number of winning ideas by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Every source of inspiration produced winning ideas. At the third 

source of inspiration the best creativity arises, it is the climax of the creative 

process.  

  

Learning 46: When using the four sources of inspiration be aware that the climax 

of creativity happens at the third source of inspiration, that is the magic moment, 

capture it.  
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Winning ideas by source of inspiration and by team 

 

The following chart shows the number of winning ideas produced by team. It also 

shows the number of winning ideas triggered by each source of inspiration. 
 

Chart 32: Number of winning ideas by source of inspiration and by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Observation: Team 02B was the best team of all because they were consistent 

through 3 sources of inspiration. Team 03B had a rough start but they closed the 

creative process really well with the third and fourth sources of inspiration.  Team 

01B was very good at seizing the creative climax of the four sources of 

inspiration.  

 

Learning 47: The four sources of inspiration allows people to reach their creative 

potential at their own pace. It is very hard to predict how your audience is going 

to react to inspiration, however, by using the four sources of inspiration you make 

sure that the audience reacts at least to one kind of inspiration in order to 

produce winning ideas.  
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Here is the list of the winning ideas:  

 

Team 03A winning ideas:  

• Discounts on bars/ hotels, etc. Recommendations where to go after leaving the 

restaurant., each recommendations comes with a benefit for the next place. For 

instance: Discounts on clubs, free drinks at bars.  

• An iPhone application where you can see the restaurant's menu. Using the 

same app you can order your food  so you do not have to wait for it once you 

get to the restaurant.  

Team 01B winning ideas:  

• A restaurant where you can take turns to play your iPod. The screens at the 

restaurant show the names of the songs people have been playing. You can 

also find in the menu the restaurant's top 10 songs. 

• A restaurant that can be challenged by the customer. How? You send your 

favorite recipe for the chef to prepare it. The restaurant places this dish in its 

specialties section. If the dish comes out successful after a period of time in the 

specialties section then it becomes part of the everyday menu. 

Team 02B winning ideas:  

• Plenty of free appetizers options to choose from. The price of the appetizers are 

included in the service percentage.  

• The dessert restaurant, a place where all the food tastes like dessert. You can 

choose the ingredients of your dessert and the food is prepared at your table. 

• If you don't know a lot about wine, you can ask the restaurant to send 

recommendations before your reservation. This way if you have a date or an 

important meeting you can be prepared. 

• A restaurant where all the tableware is recycled. From the dishes, cups, forks, 

etc. 

Team 03B winning ideas:  

• When you arrive to the restaurant you're offered small portions of new dishes. 

You can choose your favorite. The most voted snacks become part of the 

menu. 

• A restaurant where you can send an SMS saying how you're feeling that day. 

The restaurant can change the environment lightning to make it match to the 

general mood of the people there. 

• All the tables in the restaurant have mobile, laptop and iPod plug ins. 
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6. Summary and Conclusions 
The purpose of this chapter is to summarize and elaborate the final conclusions 

from the previous analysis.  

 

6.1 Summary and conclusions about quantity of ideas. 
 

Chart 33: Number of ideas by team and by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

The Four Sources of Inspiration help to increase quantity of ideas no matter 

the background of the people.  
Inspiration keeps ideas flowing constantly. Without inspiration, creativity has a 

limit. After 30 minutes and 19 ideas, participants were exhausted. With inspiration 

participants created up to 30 ideas in the same period of time.   
 

The Four Sources of inspiration provide a common starting point for 
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The Four sources of inspiration lead to agreement and consensus.  

Without inspiration the only reference people have to create is their own previous 

experiences. When this experiences are not similar, the creative process can turn 

into a discussion to agree on the most valuable experience. 

 

The Four Sources of inspiration dial down the filtering mechanisms of 

people. 

Without inspiration is easier to filter and analyze ideas. This kind of thinking can 

hurt the number of ideas produced.  

 

The Four Sources of Inspiration lead to collaboration.  

Inspiration triggers a lot of positive conversation allowing people to build on each 

other ideas. 
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6.2 Summary and conclusions about quality of ideas. 
Chart 34: Number of ideas by quality criteria and by session. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Chart 35: Number of highly rated ideas by quality criteria and by team. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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Inspiration triggers attractive ideas and increases the overall attractiveness 

hit rate of the creative process. 

Most of the times, inspiration triggers attractive ideas because people realize that 

crazy stuff can be done, after all, by providing the inspiration example is evident 

that someone has done attractive crazy ideas. Inspiration is attractive by 

definition. In the other hand, If people judge an inspiration example as a crazy 

undoable idea, the filtering mechanism does not allow inspiration to trigger 

attractive ideas. 

 

The creation of relevant ideas is based on personal intuition. However lack 

of intuition is softened by the four sources of inspiration 

Inspiration triggers conversations that lead to relevant ideas. But having a sense 

of what is relevant in general comes from intuition not inspiration. 

 

Inspiration is the raw material of differentiation. 

Differentiation comes from looking at more stuff,  Inspiration provides a way to 

practice deep looking and deep listening.  

 

Inspiration helps you stop thinking about feasibility during the creative 

process. This mindset increases the total number of ideas in the creative 

session, this leads to a higher number of feasible ideas.  

Do not worry about feasibility, If you use the four sources of inspiration without 

thinking of feasibility, you will end up with some great feasible ideas at the end of 

the creative process. 
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6.3 Summary and conclusions about the four sources of inspiration. 
 

Chart 36: Total number of ideas by team and by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 

 

Chart 37: Number of highly rated ideas by source of inspiration and by quality criteria. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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Having four sources of inspiration allows people to produce ideas at their 

own pace. If they start slow on the first source of inspiration, the fourth source 

helps them to close at their best. 

 

The First Source of Inspiration (Voices) leads to relevant and feasible ideas.  

If you start the creative process using the first source of inspiration (Voices) you 

make sure that people are producing feasible and relevant ideas early on the 

creative process. This eases people's mind so they can produce more disruptive 

ideas later on the creative process. 

 

The Second Source of Inspiration (Your industry)  leads to attractive and 

differentiated ideas.   

If you show people creative solutions from their own industry they will try to take 

them to the next level.  

 

The Third Source of Inspiration (Other Industries) triggers the climax of the 

creative process.  

At this point the creative muscle is ready to produce the best ideas in the session. 

The third source of inspiration triggers uniqueness and is unconsciously 

combined with the stimuli from the first and second sources of inspiration to 

produce the best ideas in the session.  The third source of inspiration triggers, 

attractiveness, relevance, differentiation and feasibility when you use it after the 

first and second sources of inspiration.  

 

The Fourth Source of Inspiration (Other Disciplines) triggers differentiated 

and attractive ideas.   

Differentiation comes from sources of inspiration that are not closely related to 

the creative task. If your creative task is related to any industry, looking at other 

disciplines will help you produce differentiated ideas.  
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6.4 Summary and conclusions about winning ideas 
 

Chart 38: Number of winning ideas by team and by source of inspiration. 

 
Source: Carlos Alvarez Téllez. Original research. Inspiration experiment. 
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6.5 Biases and limitations of the experiment 

 
The Inspiration experiment was designed to test the Four Sources of Inspiration.  

I had to make choices about a set of variables, if the following variables are 

altered, results might be slightly different:  

 
Experience on the creative task: I chose a creative task that is common to 

everyone so nobody has an inherit advantage on the experiment. However in real 

life the four sources of inspiration might work better with people that have more 

experience related to the creative task.  

 

Number of people in each team: Every creative team had three people, results 

might change depending on the number of people you put on each team. Teams 

of two people are good for reaching agreement and consensus but you loose on 

the number of different perspectives. Teams of four might be to many people to 

reach consensus easily.  

 

Age: All participants had between 21 and 33 years old. Results might change 

using people from different ages.  

 

Gender: All teams had both male and female people. Results might change if 

you set up single gender teams. 

 

Socioeconomic level: All participants had the same socioeconomic level. 

(Mexico’s middle class). Results might change if you put together teams with 

different socioeconomic levels.  

 

Education: All participants had at least 2 years of college. Results might change 

if you use the four sources of inspiration on people with different education level. 

 

Cross-functional team: Having a team with one college student, one person 

from creative industries and one person from traditional industries might do better 

than the teams I put together for this experiment.  

 

Time: Participants from both sessions had 1 hour to solve the creative task. 

Results might change if you provide more time to people. However, it is important 
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to say that providing more time can also lead to analyzing and discussing ideas 

instead of creating new ones.  

 

Worldly wise people: All participants have traveled outside of Mexico at least 3 

times in their lives. Results might change if you play with the worldly wise 

variable.  

 

Realness of inspiration: Inspiration was provided orally using visual aids on a 

screen. Inspiration might produced better results if is provided as a full 

experience. For instance, it may be better to visit local restaurants that provide 

creative solutions instead of showing creative solutions from around the world on 

a screen.  
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7. Using the Four Sources of Inspiration 
 

Illustration 31: Four Sources of Inspiration Framework. 

 
Source: Carlos Alvarez Téllez. Four Sources of inspiration. 

 
The purpose of this thesis was to create an easy to use inspiration model for 

leading yourself as a creative or leading a creative team.  The following guide will 

help you use The Four Sources of Inspiration in your next creative task. 
 

7.1 Defining the creative task 
 

Step 01 Define the creative task. It should be only one. Sometimes people do not 

realize they have multiple objectives for the same creative session.  

Step 02 Write down the creative task clearly. It should fit in a single phrase.  

 

7.2 Using the first source of inspiration (Voices) 
 

Step 01: Have a conversation with 3 to 5 different persons.  

Choose from the following voices:  End users, Clients, Suppliers, Employees, 

Team members, Opinion Shapers, Experts, Scholars. 

Step 02: Write down your key learnings, opportunities and insights from those 

conversations.  

Step 03: Share your learnings with your creative team as inspiration.  
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Step 04: Ask your creative team to come up with ideas for each learning, 

opportunity and insight.   

 

Note: Try to increase the inspiration realness. Is always better to live the source 

of inspiration than just listening to the content of it. If possible let the creative 

team be a part of every conversation. Let them participate and lead the 

conversations with the different voices.  
 
7.3 Using the second source of inspiration (Your Industry) 
 

Step 01: Look for 3 to 5 creative solutions from your industry. These 

creative solutions must be closely related to your creative task.  

(Explore the following:  Your company, Your Competitors, Distribution 

Channels, Industry trends etc.)   

Step 02: Borrow whatever strikes your attention from these creative solutions. 

Step 03: Use everything you borrowed to generate as many new combinations 

as possible. 

Step 04: Turn these new combinations into new ideas.  

 

Note: Try to increase the inspiration realness. Is always better to live the source 

of inspiration than just listening to the content of it. If possible take the creative 

team to the streets so they can explore the industry by themselves.  
 

7.4 Using the third source of inspiration (Other Industries) 
 

Step 01: Look for 3 to 5 creative solutions from other industries. These 

creative solutions should be related to your creative task in someway but not 

closely related.  

Choose from the following industries:  Automotive, Eco & Sustainability, 

Education, Entertainment, Fashion & Beauty, Financial Services, Food & 

Beverage, Gaming, Government, Homes & Housing, Marketing & Advertising, 

Media & Publishing, Non-profit,  Lifestyle & Leisure, Retail, Style & Design, 

Telecom & Mobile, Tourism & Travel, Transportation, etc.   

Step 02: Borrow whatever strikes your attention from these creative solutions. 

Step 03: Use everything you borrowed to generate as many new combinations 

as possible. 
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Step 04: Turn these new combinations into new ideas.  

 

Note: Try to increase the inspiration realness. Is always better to live the source 

of inspiration than just listening to the content of it. If possible take the creative 

team to the streets so they can explore other industries by themselves.  
 

7.5 Using the fourth source of inspiration (Other Disciplines) 

 

Step 01: Explore 3 to 5 disciplines. Take a look at different academic 

disciplines and arts.  

Here is the complete list of the disciplines you may explore:  

Humanities: History, Languages and linguistics, Literature, Performing arts, 

Philosophy, Religion, Visual arts. 

Social sciences: Anthropology, Archaeology, Area studies, Cultural studies and 

ethnic studies, Economics, Gender and sexuality studies, Geography, Political 

science, Psychology, Sociology. 

Natural sciences: Space sciences, Earth sciences, Life sciences, Chemistry, 

Physics 

Formal sciences: Computer sciences, Logic, Mathematics, Statistics, Systems 

science 

Professions and Applied sciences: Agriculture, Architecture and design, 

Business, Divinity, Education, Engineering, Environmental studies and Forestry, 

Family and consumer science, Health sciences, Human physical performance 

and recreation, Journalism, Mass media and communication, Law, Library and 

museum studies, Military sciences, Public affairs, Social work, Transportation 

 

Step 02: Borrow whatever strikes your attention from these disciplines. 

Step 03: Use everything you borrowed to generate as many new combinations 

as possible. 

Step 04: Turn these new combinations into new ideas.  

 

Note: Try to increase the inspiration realness. Is always better to live the source 

of inspiration than just listening to the content of it. If possible take the creative 

team to a place where they can learn first had something about the discipline. 

Think of museums, concerts, performances, universities etc.  
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