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1. Don’t critique ideas.

 

 

Send the Judge on Vacation

 

–

 NO Idea Skeet

 

2. Use freewheeling imagination.

 

Possible, Impossible, even ridiculous

 

3. Build on others’ ideas.

 

Leapfrog, i

nvent, re

-

invent, de

-

invent

 

4. Aim for quantity.

 

 

More is Better 

–

 the best may be the last

 

5. Record each idea.

 

Value everyone and everything 

–

 

 there is time sort the list later.
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	Exploring effective brainstorming and how to sort ideas into the most possible and reasonable alternatives.
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It is a kind of game, it’s playing around, and it’s a lot of fun.  Imagine talking with the family about how to spend your vacation. Everybody throws out ideas and thinks up various unique and exciting possibilities. One thought sparks another, which leads to another – or to a different “twist” or variation. Somebody tosses in an idea that’s suddenly on another train of thinking altogether. Maybe it’s a downright silly idea, but it starts another whole list of interesting or unusual possibilities. Let your imagination run loose, and just have a good time thinking up one wild idea after another. The wilder the better!

That’s brainstorming. Aside from a few simple rules, it’s a no-holds-barred way of taking off the brakes off your imagination. You don’t bother to evaluate the ideas that come to mind - just let ‘em come! It doesn’t have to be “practical”. You can get practical later. In brainstorming, it’s not logic or sensible solutions you’re after. It’s not quality you want so much as sheer quantity – the more ideas the merrier.

So what do most of us do??
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If brainstorming is fun, and play, why do we need to learn it.  Well, it seems that our culture has developed a “counter brainstorming game” which we like to call “idea skeet.”  You know the game.  Someone starts coming up with ideas and everyone jumps in to “shoot down” each idea as they are tossed out.  It’s like we were all deputized into a posse and we come after the “idea guy” with guns blazing.  

Unfortunately, the idea guy gets pretty tired of having his ideas shot down, so he quits generating them and the posse just has to look for another victim to “shoot” at.  This type of culture makes it more fun to kill ideas than to generate them.  If we can turn that around, we can really make progress solving problems and implementing solutions.  

The rules of the game
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Brainstorming does have rules. They’re not too hard to follow, but everybody in their brainstorming group does have to agree to stick with the rules or brainstorming won’t work very well... and it won’t be much fun either.

If you wanted to brainstorm a list of rules for making brainstorming work, you’d probably come up with these rules yourself, but you don’t have to. Way back in the 1930’s a creative advertising executive named Alex Osborn set out to discover a foolproof method for generating wonderful ideas. He was bothered by the fact that a complex or difficult problem, by itself, seemed to overwhelm the mind with negative thoughts like “I can’t,” or “There’s not a way out of this mess.”
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Alex Osborn wanted a way to put such thoughts aside. To “forget”, at least for a little while, about all the reasons a problem could not be solved and to free-up the imagination to simply imagine ways it might be if there were not limits.

What Alex Osborn found out as he invented brainstorming was this: intuition, locked up in the creative side of the mind, can produce many, many alternatives that the critical judge of the conscious mind cannot. The rules of brainstorming, then, send the judge on a little vacation, so that the “undisciplined” half of the mind can come out to play! In a group, this mental free-for-all almost always means that one person’s crazy idea ignites the minds of the others. Scores, and even hundreds, of ideas are produced.

From all of this comes, eventually, at least a few truly new and truly elegant possibilities. A little tailoring, a little practical thinking later can turn such creative imagining into ideas that work.

Basically, here’s what makes brainstorming work:
1. Group dynamics: Brainstorming works best in a small group of four-to-ten people.

2. A target: There is a single, defined question that everybody understands.

3. An open book: All suggested answers are publicly recorded, none are “edited” out.

4. Equal opportunity: All group members have plenty of opportunity to express themselves.

5. Encouragement: All possible answers are actively sought out, including - maybe even especially - the impractical, wild, or “out-in-left-field” ideas.
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