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Abstract
This research project is an exploration of how User-Centred design (UCD)
practices can inform the development of resources that enhance the creative
confidence of professional teams. The project focuses on developing an online
platform (called “Workbench”), that aims at enhancing the Creative
Confidence of individuals/ teams who work in startups.
Many startups use the Design Thinking process as a framework for their
innovation processes. The skills required for individuals and teams to
successfully participate in the Design Thinking process are namely; Visual
Thinking, Storytelling, Creative Thinking, Prototyping. The objective of this
project is to develop an online platform which assists individuals and teams in
developing these skills.
Having self-assurance in their creative abilities helps individuals to contribute
to the innovation process effectively and also helps them to enhancing their
Creative Confidence. To make the user experience more impactful, the online
platform has been designed adhering to the‘User-Centric Design (UCD)
practices’. The purpose of this research is to understand the impact of using
UCD principles in the process of designing a website/app that enhances the
Creative Confidence of professional teams.
Workbench has been designed to support a coherent user experience for
both the facilitator (primary user) of the workshop and the participants
(secondary users). The website acts as the primary platform which contains all
the details for the workshops, while the app serves as a means to hold a ‘live’
workshop and provides notes to the facilitator who conducts the workshop.

Keywords & terms:
Creative Confidence, Startups, User-Centred Design (UCD), Usability
Testing, Visual Thinking, Storytelling, Creative Thinking, Prototyping,
Fear of Failure, Innovation Process

Research question:
How can the User-Centred Design practices inform the development
of resources that enhance the Creative Confidence of professional
teams?
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1.0 Context
According to HexGn, New Zealand’s startup ecosystem is home to around
500 plus startups(“Top New Zealand Startups”, 2019). To create a healthier
startup ecosystem, it is important to establish a culture of innovation within
every startup. Research conducted by Baldacchino and Weissbach (2009)
exploring the ways in which start-up entrepreneurs are creative and
innovative, suggests that creativity is the centre of the innovation process.
Having confidence in their creative skills will help individuals think
differently, come up with unique ideas, and to communicate them to their
teams without having the fear of being judged. This leads organisations to
come up with the best possible solutions to their clients. David Kelly, the
founder of IDEO and Stanford d.School explains the ability to come up with
creative ideas and the courage to try them out as “Creative Confidence”.
According to their research, having Creative Confidence is the key to come
up with innovative solutions for any organisations. Through their research,
they suggested that Creative Confidence can be achieved only through
regularly taking part in different creative workouts.
Referring to the research conducted on how to enhance Creative Confidence,
I have come up with an online platform with creative activities in the form of
mini-workshops. Startups can use these workshops to enhance their Creative
Confidence and to open up for creativity. Through this project, I want to help
professionals who are working in startups to build their Creative Confidence
and come up with meaningful solutions to society.
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2.0 Rationale
The success of any startup solely depends on being highly effective at
innovation, adapting quickly to market changes, and continuously improving
products/services. The ability to solve problems using creative thinking skills is
considered as a key success factor for startups. Currently, most of the startups
use design thinking toolkits such as IDEO method cards, Google sprint, IBM
Enterprise Design Thinking toolkit, and Service Design Thinking Model to
drive their innovation process. However, all of these design thinking toolkits
require confidence in certain creative skills from the participants, such as
visual thinking, storytelling, prototyping, and creative thinking (Refer to figure
01).

Fig 01: Common skills required for the design thinking process by different toolkits

Acquiring a high level of confidence in creative skills seems to be
essential for individuals who participate in these design thinking
activities and to contribute to the innovation process.
David Kelly, the founder of the design thinking concept, explains that
two main obstacles to practising the “Design Thinking” process are;
lack of “Creative Confidence” and “fear of failure”. Explaining the
Creative Confidence concept, Kelly & Kelly (2013) cities “At its core,
Creative Confidence is about believing in your ability to create change
in the world around you. It is the conviction that you can achieve what
you set out to do. We think this self-assurance, this belief in your
creative capacity, lies at the heart of innovation (p.2). Furthermore,
Kelly & Kelly (2013) argue that when becoming adults, individuals
gradually lose their Creative Confidence due to “fear of failure”, “fear of
unknown/uncertainty” and “fear of being judged” by society.
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With the growing interest in the concept of “Creative Confidence,”
there are a few organizations that offer solutions to support
professionals to enhance their creativity. The Brainsparker app,
IDEO Design Kit, IDEO-U’s Creative Confidence Podcast, IDEO
Method Cards and the Curator app are some of them. (Refer to
figure 02).

Fig 02: Different toolkits to improve Creative Confidence of entrepreneurs

“Creative Difference” (https://creativedifference.ideo.com) is another
tool that has been introduced by IDEO to measure the creative
strengths/potentials of organizations. IDEO argues that creativity can
be measured, then it could be used as a competitive advantage. They
have introduced this tool as an assessment and guide to help
organisations and teams become highly effective at creative problemsolving.
Explaining the Creative Confidence concept David Kelly (2013)
suggests that Creative Confidence is like a muscle; the more you
exercise and stretch, the stronger it gets.
However, when analysing the available literature and existing toolkits, I
realized that there are very few appropriate tools available to practice
basic creative skills (visual thinking, storytelling, prototyping and
creative thinking). Most of the activities showcased in these tools are
advise just to read and are scatted in different resources (websites,
blogs and books).
David Kelly’s research on Creative Confidence clearly suggests
that individuals can only achieve creative confidence by regularly
taking part in different creative activities. He suggests that “Creative
Confidence, of course, is not achieved by reading, thinking, or talking
about it alone. In our experience, the best way to gain confidence in
your creative ability is through action—taken one step at a time—
through experiencing a series of small successes” (Kelly & Kelly, 2012,
p. 246). Explaining a tested and proven method to regain Creative
Confidence Tom & David Kelly introduces the concept of “guided
mastery”. This is a method discovered by psychologist Albert Bandura
to cure phobias.
9

“Guided mastery - a series of small successes—to help people gain
courage and overcome deep-seated phobias” (Kelly & Kelly, 2013, p.
43). They argue that participating in activities that help to practice
creative skills can enhance Creative Confidence.
Furthermore, they argue that “even after you overcome your initial
fear of failure and gain Creative Confidence, you need to continue
stretching yourself. Like a muscle, your creative abilities will grow and
strengthen with practice. Continuing to exercise them will keep them
in shape” (Kelly & Kelly, 2013, p. 48). I strongly agree with these claims
and I believe if there is a platform or a safe environment for individuals
to practice their creative skills daily without any pressure, they will
enjoy the process of creative problem-solving.
Hence, research conducted around the psychological experience of
prototyping as it relates to experiential learning proves that
“production and rapid visualization of multiple ideas through lowfidelity prototyping allows practitioners to reframe failure as an
opportunity for learning, supports a sense of forward-progress, and
strengthens beliefs about creative ability. Results suggest how design
work practices can be designed to help employees manage in uncertain
conditions” (Gerber, 2011).
After understanding this gap, I came up with an idea to design an online
platform that offers a set of hands-on, challenge-based activities to
enhance Creative Confidence by developing their creative skills, such
as visual thinking, storytelling, prototyping, and creative thinking.
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3.0 Project Introduction:
Workbench Website and the App
The purpose of the “Workbench” project is to help professional teams
who are working for startups to enhance their Creative Confidence. It
creates a “psychological safe space” for individuals to experiment with
their creative skills and to switch into a “play” mode, helping them stay
inspired.
In this project, I have introduced creative activities as well-structured
mini-workshops where the startup owner/ team leader (the facilitator
of the workshop) can easily set up with minimum preparation, which is
ideal for the busy lifestyle of entrepreneurs.
When designing the product “Workbench,” I have considered both the
facilitator and the workshop participants. The website will contain all
the details and visual aids for the participants while an app will provide
facilitator notes (the script) for each workshop. Figure 03 illustrates six
easy steps for using this tool.

Fig 03: Easy 06 step process to conduct a workshop

The facilitator can select a workshop using the website and refer to
the app to control and conduct the workshop. This solution will
provide all the necessary instructions and advanced tools to conduct a
workshop for any individual with confidence.
By conducting these workshops regularly, startup owners (the
facilitator of the workshop) will be able to unblock the creativity of
his/her team members (participants) and inspire them to engage in the
innovation process confidently. It will also encourage creative
collaboration within the organisation by adding an element of fun to
their regular work life.
Since the aim of the online platform is to enhance human skills, I took
the User-Centered Design (UCD) approach when conducting the
project. This approach helped me to ensure to focus on providing a
better customer experience based on their real needs.
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The Interaction Design Foundation cites that, “User-Centred Design
(UCD) is an iterative design process in which designers focus on the
users and their needs in each phase of the design process. In UCD,
design teams involve users throughout the design process via a
variety of research and design techniques, to create highly usable and
accessible products for them” (“User-Centred Design,” n.d.).

Fig 04: The User-Centred Design (UCD) process (What is User Centered Design? (n.d.).)

UCD is an approach that considers the user of the product/service to
be the centre of the design and development. This process ensured
that the online platform I designed is easy to use. The UCD process
also guided me through a secure design process which guarantees to
fix any problems through research and user testing.
The principles of UCD played a big role in this project since it is highly
involved in developing “human skills”. Explaining why designers should
use UCD process when developing online teaching courses, Blythe
(2001) argued that, “A Web-based course certainly constitutes a
system designed to support higher-order cognitive activities;
therefore, it seemed appropriate to me to want to enact user-centred,
participatory design strategies”. The UCD process helped me to
determine whether whether or not I was moving towards a good
solution from the very beginning of my project. Explaining the purpose
of UCD principles, Winograd (1995) suggested that this process aims
to “uncover the user’s experience of usability: that is, to identify
dimensions of usability important to the user. Only users know their
own experience of the product, how they are using tools to do their
work, and the perceived requirements of their work" (p. 116). As a
designer, I strongly believe that adhering to UCD practices when
designing the proposed online platform will guide me in creating an
enjoyable experience for the user and help me to structure the
resource materials effectively. In addition to the UCD framework, I
have followed the user experience (UX) design process to ensure that
my product will provide a meaningful and relevant experience to
users. This is especially useful in understanding how the product I'm
designing will be used by startup owners (facilitators) and their teams
(participants at the workshops).
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Fig 05: The User-experience (UX) design process (What is User Experience (UX) Design? (n.d.).)

According to Adiseshiah (2017), using the UX design process in
creating websites and mobile apps suggests that "while User-centred
Design refers to the process or strategy applied in order to engineer
experiences, user experience deals with the specific experience users
have with the products they use".
The next sections of this exegesis will explain how I have designed the
Workbench website and app adhering to the UCD principles and
selected a set of research methods.
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4.0 Research proposal
4.1 Research question
How can the User-centred design (UCD) practices inform the development of
resources that enhance the creative confidence of professional teams?

4.2 The aim
The aim of this research is to explore the effects of the use of UCD practices
when employed in the development an online platform; which is designed to
enhance the creative confidence of the individuals/ teams working in
start-ups.
4.3 Project objectives
This research project will be focusing on designing an online platform which
adheres to User-Centred Design practices and which provides resource
materials to enhance the creative confidence of professional teams
(start-ups).
The main objectives of the project are the following:
1. To develop an understanding of what creative skills skills are required to
enhance the creative confidence of individuals.
2. To understand the requirements and constraints when it comes to making
an investment for the professional development of individuals and their team
members.
3. To identify an appropriate selection of UCD practice/process to support the
design of project outputs and outcomes.
4. To identify an appropriate collection of methods, exercises, and creative
challenges, that will support the development of Creative Confidence.
5. Employ the selected UCD methods to develop a design specification for the
startup resource that aims to support Creative Confidence.
6. Design resources materials and an online platform to enhance the Creative
Confidence of professional teams who are working in startups.
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5.0 Research Methodologies
and Methods
The following section will discuss and validate the selected methodologies
and methods for the project. Furthermore, it will explain how these
methodologies and methods guided me to find out the best possible solutions
during each phase of this project.

5.1 Methodologies
This project effectively occupies a blended approach to research
methodology. Both qualitative and quantitative data have been captured and
analysed in order to validate the hypothesis. The research project will be
conducted within both a “Practice-led Research” methodology and a “Design
research methodology”.

5.1.1 Practice-led methodology
The primary objective of this research is to gain advanced knowledge of how
the UCD practices can help to design an online platform which will enhance
the creative confidence of individuals who are working for startups. Candy
(2006) argues that “Practice-led Research is concerned with the nature of
practice and leads to new knowledge that has operational significance for
that practise” (p.1). Since the research is focused on an untapped area of how
to use UCD practices to inform the development of resources that enhance
creative confidence, this research project employs design practice as a
central method for examining the applicability and efficacy of a body of
knowledge in the production of creative works in the context of enhancing
Creative Confidence.

5.1.2

Design Research Methodology (DRM)

Describing the methodological position of this project in more detail, this
project can be specifically characterized as pursuing a Design Research
Methodology, which is effectively a more applied or contextually relevant
form of Practice-Led Research.
Design research is “an approach and a set of supporting methods and
guidelines to be used as a framework for doing design research” (Calderon,
2010).
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The noted design theoretician, Nigel Cross, makes the distinction between
research methodologies in design that seek to uncover knowledge as; “Design
epistemology, Design Praxiology and Design Phenomenology” (Cross,
1999). This research project falls into the category of "design praxiology" in
that it experiments with the alloying of different processes and approaches to
achieve context-specific outcomes. The methodology for this project
is, therefore, ostensibly Practice-Led, and in specific is a Design Research
Methodological approach to uncovering design praxiological understandings in the service of enhancing creative confidence in startup companies.

5.2 Methods
The following methods have been used to conduct research under the
Practice-led Research” methodology and “Design research methodology”.

5.2.1 Informal Interviews with Experts
Five experts who conduct design thinking workshops were interviewed
in the first phase of this project. These experts were selected due to their
experience in conducting workshops and their knowledge in enhancing the
creative confidence of professionals. Seidman (2013) argues that “At the root
of in-depth interviewing is an interest in understanding the lived experience
of other people and the meaning they make of that experience” (p.9). These
interviews helped me to understand the need for an online tool to enhance
creative confidence and what are the expectations of the users.

5.2.2. Questionnaire
A questionnaire (as a Google form) was sent to 40 professionals who are
working in startups in Auckland in order to understand user expectations. I
used this method because I could reach more individuals without gathering
any of their personal information and it is one of the most convenient ways to
analyse data.

5.2.3 Brainstorming
Brainstorming sessions with my supervisors always helped me to come up
with new ideas and gain a different perspective of the project. These sessions
especially helped me to critically analyse my concept and the design process.
d.School Stanford suggests, “Brainstorming is a great way to come up with a lot
of ideas that you would not be able to
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generate by just sitting down with a pen and paper. The intention of
brainstorming is to leverage the collective thinking of the group, by engaging
with each other, listening, and building on ideas” (Bootcamp bootleg, n.d.).

5.2.4 Affinity map
In this project, I have used Affinity maps to analyse the data I gathered
through a questionnaire survey. Naylor (2020) suggests, “Affinity diagrams
help you organize information into groups of similar items to then analyse
qualitative data or observations”.
5.2.5 Empathy map
I used Empathy maps to put myself in the “user’s shoes and align in pains and
gains – whether at the beginning of a project” (IBM Design Thinking Field
Guide, 2017). It helped me to understand the exact needs of the users and
what they expect to achieve by using my online platform.
5.2.6 Journey map
“A journey map is a visualisation of the process that a person goes through
in order to accomplish a goal” (Sarah Gibbons, 2018). I designed journey
maps for primary user personas to understand and assume what users would
experience by using my product.

5.2.7

Competitor analysis

In order to understand the good practices and bad practices of similar
products, I analysed the IDEO design kit, Creative Confidence, and
Brainsparker websites. DaSilva (2020) states, “competitive analysis provides
strategic insights into the features, functions, flows, and feelings evoked by
the design solutions of your competitors. By understanding these facets of
competitors’ products, you can strategically design your solution with the
goal of making a superior product and/or experience”.
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5.2.8

Paper prototypes

In the design process, I have mostly used low fidelity prototypes as a tool to
think about how the website should work. Explaining this method, d.School
argues, “You reverse the typical direction
– of thinking of an idea and then building it – to using the building as a tool to
ideate” (Bootcamp bootleg, n.d.).

5.2.9

Wireframing (sketches and digital)

During this project, I did many rough sketches of wireframes of the website
and the app. These sketches helped me to understand the faults in my product
and to gain key insights to improve at every stage. These wireframes were
designed digitally before moving on to the high-fidelity prototype. Hannah
(2019) argues, “Wireframes provide a clear overview of the page structure,
layout, information architecture, user flow, functionality, and intended
behaviours”.

5.2.10 Roleplay
I used this method when I was designing the facilitator notes on the app. I
wrote a rough script on how I would conduct a workshop and voice record it.
This process was done a few times in order to improve the script.
This method helped me to create empathy towards the primary user (the
facilitator).

5.2.11 Card-sorting
I designed an online, hybrid card-sorting activity (using Optimal Workshop) to
understand how the user will expect the Information Architecture (IA) to be.
“Card sorting is a well-established research technique for discovering how
people understand and categorize information” (“Card Sorting 101”, 2020).
For this activity, I picked 10 participants who are working for startups in
Auckland. I gave them the option to sort cards into categories and the option
to create their own categories as well.
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5.2.12 Findability testing
After designing the website and the app, “Tree testing” was conducted by
using five participants who are working for startups. According to the
Optimal Workshop website, Tree testing helps to understand how easily the
users can find information on a website, and exactly where they get lost.
“Tree testing helps you evaluate the findability of topics on your
website” (“Optimal Workshop - Treejack”, 2020).
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Conducting a questionnair with startups

3

Analysisng the data and deisgning contenet

Desiging digital wireframe of the website (Low-fi prototype)

7

8

Conducting a card sorting activity and analysing data

Finalizing the site map

Designing the wireframes for the App (Low-fi prototype)

Designing the digital wireframes for the App (Low-fi prototype)

Designing the logo and UI lelments

Designing the Website and the App (High-fi prototype)

Conducting a findability test

Identifying future developments for the project
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Table 01: Timeline of the project “Workbench”

Designing the site map (Prototype)

10

Critically analysisng the wireframes and understand necessary improvements

Designing paper prototypes and testing (Low-fi prototype)

6

9

Analysisng the data and identifying themes and activities/challenges

5

Developing the criteria (filters) for selecting activities/challenges and testing
with selected startups/ experts

Collecting/analysisng existing tools and resources to enhance creative skills

2

4

Project identification & finalising the research question

1

Feb

March

This project has been conducted in Auckland from February 2020 to November 2020.

6.0 Plan of Work (Timeline)
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7.0 The User-Centered Design
Process of Workbench
The following section will discuss the design process of the Workbench
website and facilitator app. The process will be explained using the UCD
process; Research, Design, Concept and Test.

7.1 Research
During the interview I conducted with Raul Sarrot, a design thinking
facilitator and the owner of Freshfish suggested that individuals will not
learn how to be creative by talking or reading about it. During this interview,
he mentioned that “you can talk about Creative Confidence as much as you
like, but if they don’t practice it will be just gone with the wind. People learn
by doing things. So, you need to do creative activities with them. This will
help them to discover their creative potential”. According to the research
conducted by David & Tom Kelly on Creative Confidence, suggests various
activities to unlock creativity in individuals. Fill Thirty Circle exercise, Wallet
challenge, Gift giving exercise and alternative uses test are some of the many
exercisers used by facilitators to enhance Creative Confidence at design
thinking workshops. These activities help people to switch to a play mode
and explore their creative potential. During the research stage, I came
across many activities that could help enhance Creative Confidence in
various blogs, websites, YouTube and books. At this stage, I started
developing a database of activities that will help to enhance Creative
Confidence. Refer to figure 06 to the activities I gathered from the IDEO
Octopus blog.

Fig 06: Activities to enhance Creative Confidence by IDEO Octopus
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Since these activities are scattered across various resources and not with a
proper structure, it is difficult for a startup owner/manager to find what’s
the best activity for a workshop to enhance the Creative Confidence of her/
his team. During the interviews, I conducted with Glenn Roberts (Principal
Consultant, Datacom Systems Limited), Joanna Smith (Managing Director
and Facilitator at Language Fuel) and Stephen McKernon (Service Design
Lead at Auckland Council)), they agreed that it would be very convenient to
have a toolbox with activities to enhance Creative Confidence.
Based on these findings, I developed a questionnaire survey to determine
what the startup community's expectations were regarding a toolbox to
enhance Creative Confidence. I sent the questionnaire to 40 people who
work for startups, and I received 32 responses. According to results from the
survey, 81% would be interested in participating in activities to build their
Creative Confidence (refer to the graph below).

Fig 06: Graph on individuals who are interested in activities to enhance Creative Confidence
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Most of the survey participants showed an interest in developing their
skills for visualizing ideas, creative thinking, and storytelling.

Fig 07: Bar chart of Creative skills individuals are interested to develop in order to enhance
Creative Confidence.

The graph below illustrates how much time they would prefer to spend on
participating in activities to build Creative Confidence.

Fig 08: A bar chart on how much time individuals prefers to allocate for a workshop on enhancing Creative Confidence.

After considering the above research results, I decided that the website
would include activities which take (a) less than five minutes, (b) less than 15
minutes, and (c) 30 minutes to complete.
Refer to Appendix 03 for the full results of this questionnaire survey.
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7.1.1

Affinity Map

The Affinity map below illustrates the useful information I have gathered
through the results of the questionnaire. I have labelled the key insights which
will be useful for the design process.

Fig 09: Affinity map with key insights
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7.1.2

User Personas, journey maps and empathy map

In the context of a startup, the decision-makers and the facilitator to conduct
a workshop would be the startup owner or a consultant. To understand these
prime users, I have developed the following user personas.

Fig 10: User personas of primary users
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As the next step, I selected Joanna (Startup owner) and Glenn (Consultant &
design thinking facilitator for startups) as my prime users and designed two
user journey maps.

Fig 11: User journey map of Glenn Roberts
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Fig 12: User journey map of Joanna Smith
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In order to understand the user’s attitudes, behaviours and pain point I designed an empathy map (Refer to figure 13). I have labelled the key insights
which will be useful for the design process.

Fig 13: Empathy map for the primary user
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7.1.3

Competitor Analysis

To understand how the designers of the existing toolkits have used
UCD practices when developing online platforms, I have analysed
three websites.
1. Design Kit (www.designkit.org)
2. Brainsparker (www.brainsparker.com)
3. IDEO Creative Confidence (www.ideo.com/post/creative-confidence)
Refer to Appendix 4 for the Competitor Analysis.
7.1.4

Summary of Key Insights

• There is both a need and an opportunity for a toolkit that enhances
Creative Confidence. The primary users of this tool are the facilitators,
and the secondary users are those who participate in the workshops. The
tool must offer all the necessary materials, instructions, and worksheets
for both groups of users.
• Figure 14 is a graphic representation of my thinking process to come to
the conclusion that both the facilitators and the participants should be
seen as users in this project.

Fig 14: My thinking process of identifying the primary and the secondary users of the project

• The online platform should consist of activities which will help to enhance
creative confidence by developing visualisation and storytelling skills and
offering prototypes and fun activities to enhance creative-thinking skills.

Fig 15: Four creative skills to enhance Creative Confidence of individuals
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• The best way of showcasing activities to enhance creative confidence is
the mini-workshop format. These workshops are categorized according to
time (5 minutes, 15 minutes, and 30 minutes), difficulty levels, and
creative skills.

• At the end of each workshop, there should be a reflection/discussion
section which will give all participants the opportunity to share their
ideas. This will help to improve communicating their ideas without being
crippled by the fear of being judged by society. Furthermore, it will
enhance creative collaboration.
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7.2 Concept
With the insights gained from the research phase, I determined what the
unique selling proposition of this online platform should be:

• Offer creative workouts rather than just giving motivational reading
materials.

• Take away the pressure of the creative process and create a safe space to
experiment (play) with their creative skills.

7.2.1

Jobs-to-be-done framework (JTBD)

To understand the user's specific goals in using this online platform, I came
up with a few options for the "Jobs-to-be-done framework". (Refer figure
16).

Fig 16: Brainstorming JTBDs for different possibilities
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After a brainstorming session with my two supervisors I concluded the JTBD
framework as follows;

Fig 17: JTBD Framework for an online platform

By analysing workshops conducted by IDEO on gift-giving exercises and
wallet challenges, I have realised that to conduct a successful workshop the
following tools and materials are essential.

•
•
•
•
•
•
•
•

Instructions to the facilitator
Presentation slides
Speaker notes
Worksheets for the participants
Stationary
A timer
Upbeat music to play during the activity
Reflection questions

The website should be a tool that makes life easy and help the facilitator
conduct a workshop with minimal preparation. And the website should give
maximum support for anyone to conduct a workshop without any hassle.
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7.3 Design & testing:
low fidelity prototype 01
Considering useful insight gained from research and decisions made during
the concept phase, I designed a rough paper prototype for the website (refer
to figure 18).

Fig 18: Low fidelity paper prototype: main pages of the website

Furthermore, I designed content that should be on an instruction page for
the facilitator (refer to figure 19).

Fig 19: Low fidelity paper prototype: Key content for a workshop
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At this stage, I designed a site map (figure 20) and a couple of basic digital
wireframes (figure 21) to test how the layouts should be designed.

Fig 20: Prototype: Site map version 1

Fig 21: Prototype wireframes of the home page and the workshop page version 1
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7.3.2 Key insights from the low-fidelity prototype
After a brainstorming session with my supervisors following problems were
identified in the prototype 1. These insights will be explained using some of
the factors that influence the user experience.
Usable: The questions raised during the brainstorming session were the
following: How does this website help both the facilitator and the
participants to have a positive experience?

• How to include presentation slides and the facilitator notes on the same
•
•
•
•
•
•

screen?
Where should I include the facilitator notes and in which format?
Is it important to include “print-ready” worksheets for the participants?
How to give confidence and control of the workshop to the facilitator?
How and where to include a music library that is available during the
workshop?
Where to include the text for an e-invite which the facilitator can use to
organize the workshop?
Should there be reflection questions and a key takeaway section as
rewards?

Useful: More than on theories and concepts, users are keen on knowing how
the website will help them. Therefore, I have to highlight the function and the
usefulness of the website clearly on the website.
Findable: I decided to redesign the Information Architecture (IA) to steer the
user to relevant sections. A card sorting activity should be conducted in order
to improve the IA of the website. Filters such as skills, difficulty level and time
should be visible and should be included in the navbar.

Desirable: The homepage should convince the user that it is easy to use. The
process of how to use the website should be included on the homepage in
a simple graphic format. As the next step of the project, a logo and a style
guide should be designed.

Credible: Improve the content of the “Our Approach” page. It should consist
of the concept of Creative Confidence and the research process of the
project.
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After referring to the literature related to human reading patterns, I decided
to redesign the layout according to the “Z-pattern”. Bank (2014) suggests,
“The Z-pattern is perfect for interfaces where simplicity is a priority and the
call to action is the main takeaway” (refer to figure 22).

Fig 22: Use of “Z-pattern” for the content on the home page.

Experts suggest that the ‘Z pattern’ works for most of the websites because,
“most Western readers will scan a site the same way that they would scan a
book - top to bottom, left to right. From this simple foundation you can
pretty much go anywhere: add multiple calls to action, shrink the height of
the Z, extend it, do whatever you’d like that makes sense to the goal of the
site” (Jones, 2010).
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7.3.3. Mapping the screens for the facilitator and the participants
In order to understand what the facilitator and the participants should see
at each phase of a workshop; I did the following sketch of different
screens (refer to figure 23).

Fig 23: Map of screens at each phase for the facilitator and to the participants

This sketch was converted into a set of digital wireframes in order to understand the user flow of the website (Refer to figure 24).
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Fig 24: Mapping user flow : Before, During and After the Workshop
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7.3.4 Key insights from the mapping screens
Mapping the screens and the user journey helped me to identify out that
the need for an app for the facilitator with instructions and facilitator
notes.
• This was a significant breakthrough moment in the project.
• The function of the app should to provide notes for the facilitator.
The website should be the starting point for any workshop. It should consist
of instructions for the workshop and act as a presentation slide for the
participants.
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7.4 Design & testing: Prototype 02 for the website
In order to understand how the website and the app should function together,
I designed the key wireframes for the workshop page and the facilitator notes
on the app (refer to figure 24).

Fig 25: Mapping User flow of conducting a workshop – Version 01

7.4.1 Key insights
After a brainstorming session with my supervisors, I realised that I have to
design another set of screens for the participants rather than simply showing
them the instruction page for a better user experience. The website and the
app should synchronise, and the facilitator should be able to control the workshop through the app.
Furthermore, I have designed four possible user journeys for the
facilitator and the participants as illustrated in figure 26.
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Fig 26: User flow of the facilitator and the participants
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7.5 Information Architecture (IA) for the website
In order to test the IA of the website, I conducted a card sorting activity.
As the first step, I listed out 30 cards and designed a prototype of the sitemap
(refer to figure 27 for the process).
Step 01: Categories for the navbar

Step 02: Cards: Topics and content

Step 03: Prototype of the site map

Fig 27: The process of prototyping the site map

This exercise inspired me to organize a possible IA for the website
(Refer figure 28).
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Home

Creative Confidence

Workshops

Filters

Blog
Contact
Login/ Signup

Demo Video
Get Started/ Try Now
How can creative confidence help your team
FAQs
Endorsements
Expert videos
What is Creative Confidence
How can the creative confidence enhance the innovation process
Importance of developing basic creative skills
Select a workshop
Workshop discription
Workhop instructions for facilitators
Workshop materials/templates
Tips for facilitators
Timer
Facilitators
Participants
Workshop invitation
Printable workshop templates
Downloadable workshop presentation
How to use this website
Reflection & takeaways
Equipments for the workshop
Workshop setup
Number of participants
Diffculty level
Time for the workshop
Blog
Podcast
Contact Form
Subscribe to the newsletter
My profile
My workshops

Fig 28: IA for the website

After a brainstorming session with my supervisors, I selected 30 cards for the
card-sorting activity. A hybrid card sorting activity was conducted using Optimal
Workshop. I have sent the activity to ten startup employees; seven responded.
Figure 29 is a dendrogram of the result of the card-sorting activity; 57% of the
participants agreed with the IA that I proposed.
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Fig 29: Dendrogram - Results of the Card Sorting activity
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7.5.1

Site map

Based on insights gained from the card sorting activity, I designed the site
map for the website.

Fig 30: Site map for the website

7.5.2

Low fidelity wireframes for the website

As the next phase of the project, I sketched wireframes for the website (refer
to figure 31).

Based on these wireframes I designed the high-fidelity prototype for
the website. Refer to Appendix 01.
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Fig 31: Low fidelity wireframes for the website
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7.6 Low fidelity wireframes for the app
In parallel to the website, I designed wireframes for the app. Figure 32
illustrates wireframes for the app according to the user's journey in the "Fill
Thirty Circles" workshop. After selecting a workshop from the website, the
facilitator can simply log into the app and conduct the workshop using these
facilitator notes.
The app will provide options, such as selecting a music track for the
workshop, and act as a remote to control the slides for the participants. The
app is linked to the website, and when the facilitator pushes the start button
for the workshop, the participants will also see a timer on the screen.
This app is only for the facilitator's notes. If they want to select a different
workshop, the facilitator has to go back to the website, use the filters and
select a new workshop.

Based on these wireframes I designed the high-fidelity prototype for
the app. Refer to Appendix 02.
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Fig 32: Low fidelity wireframes for the app
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Images below demonstrates a couple of screens of the app.

Fig 33: Workbench app
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8.0 Brand Identity
The function of this online platform is to provide a “place” for people to work
together. To highlight this key function of the product, I came up with the
brand name ‘Workbench’ after a brainstorming session with my supervisors.
Before designing the logo and the style guide, I did a brand pyramid analysis
(refer to figure 34) in order to set a strategic foundation and to clarify the
fundamentals of the brand. "The Brand Pyramid is a useful tool to define the
essence of your brand—some may call it your brand DNA" (Branding
pyramid, 2016).

Fig 34: Brand pyramid analysis of the brand “Workbench”.
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8.1 Style Guide
Bowers (n.d.) suggests that "UI Style Guides are a design and development
tool that brings cohesion to a digital product's user interface and experience".
Before starting designing the style guide, I researched websites with similar
brand identities that offer various solutions for startups. I analysed
ATLASSIAN, IDEO Creative Difference and Optimal Workshop (refer to
figure 35).

Fig 35: Analysis of colour and typography of ATLASSIAN, IDEO Creative Difference and
Optimal Workshop
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8.1.1

Illustration style and the colour pallet

Explaining about the trend of using illustrations in landing pages Nataliva
(2020) suggests that, “Illustrations help users better understand a product,
site, or app. The use of characters helps convey information and
demonstrates the necessary actions or navigation you want the viewer to
take. It makes the product appear more original and friendly”.
I used the following images as an inspiration to come up with an illustration
style for Workbench.

Fig 36: Inspirations - Illustration styles

The use of gradients and textures have made these illustrations more lively.
Nataliva (2020) explains that the use of bold colours "create a joyful and
active atmosphere and emphasis on characters and abstract forms".
Discussing the trend in the use of the colour blue, Busche (2020) argues that
"blue is associated with low anxiety levels, calm, and comfort. The essential
human desires for safety and relaxation seem to be at the heart of this colour
choice". Since the objective of "Workbench" is to create a "psychologically
safe" place for the user, I will be using blue as the main colour. After
analysing the colour tends and illustration styles, I designed the below
illustration.
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After analysing the colour tends and illustrations styles, I designed the below
illustration.

Fig 37: Illustration style - pencil sketch

Fig 38: Illustration styles

I decided to use red and blue skin tones to symbolise diversity in my
illustrations. Primarily, I have used four different colours to symbolise the
different type of workshops;

• Blue for creative thinking: symbolises calmness and thinking
• Green for storytelling: symbolises new beginnings or personal growth
• Yellow for visual thinking: symbolises cheerfulness and happiness in
the activities

• Red for prototyping: symbolises activeness in the activities
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Colour pallet for “Workbench”

Fig 39: Colour pallet for the Workbench
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8.1.2 Typography
Workbench is an online platform that offers activities to enhance
confidence. Therefore, the key characteristic of the typeface should be
"confidence". After trying a few font options, I decided to use "Lato" as the
typeface for the content. Lato has been selected due to its variations (9
weights). Font "Karla" has been selected as the typeface for all the
headings due to its compatibility with Lato and its characteristics, such as
its ease of use (legible) and professional appearance.

Fig 40: Typefaces for Workbench
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8.1.3

Buttons

“A button triggers an event or action. They let users know what will happen
next”. (“Atlassian design system”, n.d.). Figure 41 illustrates the hierarchy of
buttons for “Workbench”.

Fig 41: Hierarchy of buttons for Workbench

20 pixels to 10 pixels of border-radius have been added to each button in
order to add a personality and playfulness to them.
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8.1.4 Iconography
"Icons are abstractions. They simplify objects, ideas, and commands into
graphic symbols that may be quickly identified by the human eye" (Bowers,
n.d.) A set of icons has been designed to create visual guidance and offer
the users a better experience.

Fig 41: Hierarchy of buttons for Workbench
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8.1.5 Cards for the Workshops
I designed a card for each workshop so that users can select the
appropriate workshop easily. Laubheimer (2016) states that a card is a
"snapshot-like display intended to encourage users to click or tap to view
more details" (refer to figure 42 to investigate the structure of
"Workbench" cards).

Fig 42: Cards for the workshops

Figure 43 demonstrates a few sketches I designed for the cards of
other workshops.

Fig 43: Sketches for the Cards
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8.2 The process of designing the logo

Selected Logo design

A workbench is a rough surface with rigid edges
for crafting-type activities. I wanted the design of
this logo to create the opposite feeling, with an
organic shape and soft edges.

Fig 44: The process of designing the logo
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Fig 45: Workbench logo
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9.0 The Website's Home Page
Seidel (2013) suggests that the home page fulfils three main functions: It (1)
captures the attention of the visitor, (2) informs the visitor what the website
does, and (3) directs the visitor where to go next. When I was designing the
home page, my focus was always on giving potential users an idea of what
Workbench can do for them. I also wanted to highlight that the main
purpose of the website is to enhance the users' creativity. Therefore, I
wanted to make it colourful and playful. I decided to use an illustration of a
facilitator who is enjoying delivering a workshop as the hero image. The
following images illustrate my design process of developing the hero image.

Fig 46: Pencil sketches of the hero image

Fig 47: Test versions of the hero image

(Refer to figure 48 for the selected hero image for the home screen.) To make
it playful and imply coming up with new ideas, I added visual elements such as
bulbs and paper rockets.
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Fig 48: Hero image of the workbench

I also wanted to include short paragraphs with illustrations about how
Workbench can help the user. Figures 49 and 50 show the first test
illustrations I designed for the homepage.

Fig 49: Pencil sketches for the content of the home page
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Based on these sketches I designed multiple test versions of
illustrations.

Fig 50: Test versions of illustrations for the content of the home page
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After a few iterations, the below illustrations were selected for the home.
These illustrations were set adhering to a "Z-pattern" layout.
When analysing the competitor websites (refer to Appendix 4), I have
realised that they use videos of experts in the field and user endorsements
as a tool to convince the user. To create credibility, I have included videos
of experts explaining how developing core creative skills can lead to
enhancing the Creative Confidence of individuals. Refer to figure 51 for an
analysis of the Workbench homepage.

Fig 51: Critical analysis of Workbench home page

64

9.1 Selecting a workshop (Filters)
Based on the insights gained from the questionnaire and expert interviews, I
realised that users would search the workshops by:
a. Workshop type: Visual Thinking, Prototyping, Creative Thinking and
Storytelling
b. Time: 5 minutes, 15 minutes, and 30 minutes
c. Difficulty levels: Easy, Medium, and Difficult
After a few iterations, I have designed the filters below for the website. I did
not include the filters in the app because the user has to select the workshop
by logging into the website.

Fig 52: Navigation bar and filters

10.Conducting a workshop
The key function of the Workbench website is to assist facilitators and
participants. Therefore, the most important page of this website is the
"Workshop" page. After many iterations, the following layout has been
designed for the "Fill Thirty Circles Workshop": (1) what a facilitator would
see on the app and (2) what the participants would see on the screen (refer
to figure 53).
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Fig 53: User journeys of the facilitator and the participants during “Fill Thirty Circles”
workshop
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The facilitator can select a workshop using filters such as skill type, time, and
difficulty levels. The card-sorting activity and the interviews with experts,
which I conducted with seven participants, has inspired me to create these
filters. Layouts for the app have been designed adhering to the UI principles
and information design.

Fig 54: Facilitator notes on the app for the Fill Thirty Circles workshop
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The colour theme of yellow was selected according to the theme colour of
"Visual Thinking" workshops. I have used different weights of typefaces and
colour variations to create contrast and show the hierarchy of information
on the layout. Newbold (2020) suggests; "When you highlight information,
you are drawing attention to the uniqueness of the highlighted nuance. Use
highlights to emphasize, direct the eye, create visual interest, organize
information, or help people navigate a document."
I have used the same icons as on the website to make the user familiar with
the visual language.
The buttons and the timer on the app are visually aligned with the buttons of
the website. Therefore, the facilitator could change/control the participant’s
slide without going back to the laptop.
Content for the facilitator’s narration was developed after role-playing the
workshop by myself a few times.

Refer to appendix 02 for high fidelity prototype of the app.
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11.0 Findability test
In this test I gave 03 tasks to namely:
1. You want to conduct a workshop to enhance the visual thinking of your
team. Where would you find this?
2. You want to learn the steps to conduct a workshop. Where would you find
this?
3. You want to find out more about what is “Creative Confidence”. Where
would you find it?
In order to evaluate the 'findability' of this project's website, I shared a
link of the website's homepage and some tasks through the 'Treejack'
online tool (Treejack by Optimal Workshop) with participants. Out of five
participants, three responded. The following graphs illustrate the success
scores and the directness scores of the three participants.

Fig 55: Results of the findability test
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12.0 Conclusion
Adhering to UCD principles while designing the Workbench platform provided
me with a systematic framework to follow. It helped me to understand what to do
next at each phase of the project. Since there are a limited number of toolkits
designed to enhance professionals; Creative Confidence, continuously analysing
the efficacy and relevance of this product is essential.
I believe Workbench will help individuals/teams enjoy the creative process while
developing their Creative Confidence, which will ultimately help them excel in the
Design Thinking process as they develop innovative solutions. Furthermore, I
anticipate that these resources will create the cultural conditions that will enable
people to feel comfortable when trying new things and learn from their mistakes.
It will help the individuals/teams reduce their fear of failure.
For the next step of the project, I will investigate incorporating machine learning
functionality in order to improve the user experience. The goal for adding machine
learning would be to embed features into Workbench that generate suggestions
on what workshop the user should select, based on his or her needs. Furthermore,
I will add a section with KPIs to measure the "Creative Confidence" of
professional teams so that they can use it to support and develop their
competitive advantage.
Apart from the known activities to enhance Creative Confidence in the Design
Thinking field, how activities used in 'Art therapy' can enhance the Creative
Confidence will be an exciting research area when developing the Workbench
website further. In addition to the workshops' instructions, good workshop
practices and etiquettes need to be added to the Workbench facilitator app. After
fully developing the Workbench website and the app, I will introduce them to
New Zealand startups.
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Appendix 01: Workbench website
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Fig 56: Site Map
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Fig 57: Conducting a workshop
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Fig 58: Home page
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Fig 59: Workshops
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Fig 60: Workshops with filters
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Fig 61: Fill Thirty circles workshop - Full description
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Fig 62: Participants’ slides during the workshop
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Fig 63: Our approach page
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Fig 64: FAQ page
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Fig 65: Contact and sign up pages
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Fig 66: Login page and My account page
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Appendix 02: Workbench app
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Fig 67: Low fidelity wireframes for the app
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Fig 68: High fidelity wireframes for the app
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Appendix 03: Questionnaire
32 responses
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Appendix 04: Competitor Analysis
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