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ABSTRACT 
Creative processes involve a repertoire of digital devices 
ranging from mobile phones over tablets and desktop 
computers to electronic whiteboards and wall-sized 
displays. While some integration across multiple devices is 
supported more sophisticated kinds of integration that 
connect devices and amplify their potential are limited. 
Many creative practices also rely on physical materials and 
tools. This will workshop investigate how the combination 
of physical and digital artifacts can support creative work 
practices. In this context, we propose to examine: 
Individual and social creative activities; Creativity methods; 
Emergence and transformation of design ideas; Generative 
design materials; Design constraints. 
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INTRODUCTION 
Today, more and more forms of human activity involve a 
repertoire of digital devices ranging from mobile phones 
over tablets and desktop computers to electronic 
whiteboards and wall-sized displays. While some 
integration across multiple devices is supported by access to 
shared data, e.g. via cloud computing services, more 
sophisticated kinds of integration that connect devices and 
amplify their potential are limited. Interestingly, many 
creative practices such as design and architecture, to a large 
extent still rely on physical materials and tools like for 
instance pen and paper, Post-It notes and whiteboards, 

which are not connected to nor supported by digital means. 
Blended Interaction has emerged as a promising approach 
for conceptualising interaction in physical environments 
augmented by ICT to blend the power of digital computing 
and the physical environment. Blended Interaction seeks to 
combine the virtues of physical and digital artifacts in a 
complimentary way [6]. This approach is well suited for 
developing digital support for creative work practices that 
acknowledge the benefits of current analogue tools and 
practices, so that the desired properties of each are 
preserved. This workshop, will investigate how Blended 
Interaction Spaces (BIS) can support, augment and 
potentially transform creative work practices.  

Specifically we examine the following themes to advance 
research on IT supported creative practices: 

• Individual and social creative activities 
• Creativity methods 
• Emergence and transformation of design ideas 
• Generative design materials 
• Creativity constraints 

 

INDIVIDUAL AND SOCIAL CREATIVE ACTIVITIES 
While creativity research has historically focused on the 
individual lone-genius creator that notion has recently been 
challenged by researchers arguing for team-based creativity 
[9]. We pose the thesis that the individual vs. social creation 
dichotomy is artificial: real-life creativity almost always 
takes place in both spheres, albeit at different times, leading 
to the research question: how can Blended Interaction 
Spaces facilitate seamless integration of individual creative 
sessions (e.g. using iPads and mobile phones) with 
collaborative ones (e.g. using wall sized displays in 
combination with iPads), hereby allowing for ideas to 
travel across platforms and contextual boundaries? 

CREATIVITY METHODS 
A number of interaction design methods support ideation 
and creativity [1] e.g Future Workshops [7] and Inspiration 
Card Workshops [4]. However, few traditional creativity 
methods are supported by digital means. We wish to 
explore the potential for doing so, as well as discuss the 
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pros and cons of using it to support creativity methods, 
leading us to these questions: how, and to which extent, can 
creativity methods be supported and/or augmented by 
Blended Interaction Spaces, and how can new methods 
harness the potentials of Blended Interaction Spaces? 

EMERGENCE AND TRANSFORMATION OF DESIGN 
IDEAS 
Design ideas often emerge from specific sources of 
inspiration, and are shaped through negotiation and 
transformation mediated by design artefacts [5]. While 
ideation is central to the development of novel interaction 
concepts that pervade the CHI community, little has been 
done to examine how ideation and concept development 
can be supported via IT. Likewise, there are few digital 
tools that can help researchers explore the emergence and 
transformation of ideas through a design process and thus 
provide richer data for understanding the creative process, 
which in turn could lead to the development of more fruitful 
methods and tools to support it. This leads to the questions: 
how can we develop Blended Interaction Spaces to support 
creativity methods, and how can we track and analyse the 
emergence of design ideas and the transformation of design 
ideas across devices in Blended Interaction Spaces? 

GENERATIVE DESIGN MATERIALS 
Schön [10] coined the term generative metaphors, 
generative in the sense that "it generated new perceptions, 
explanations, and inventions" (ibid 259). Based on 
experiences from our own work, and supported by insights 
from the field of creativity studies, we suggest extending 
the concept to generative design materials, i.e. digital and 
physical artifacts that, when employed in a design process, 
support the development and refinement of design concepts. 
This leads to the questions: how can generative design 
materials, digital as well as physical, spur ideation and 
create momentum in a creative process? What are the 
differences between using digital and physical materials for 
this end, and how can we combine the two in meaningful 
ways? 

CREATIVITY CONSTRAINTS 
Leading creativity scholars argue that constraints are 
integral to the creative process; in spite of this, research into 
constraints has been limited and it will therefore be at the 
vanguard of future creativity research [11]. Although 
constraints act as obstructions in a process by determining 
what cannot be done [8], they also give rise to new 
opportunities and inspire creative breakthroughs [1] [12], 
which leads to the questions: what is the nature of creativity 
constraints and how can they be balanced and managed in 
a creative process? 
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