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1. Preparation

Period during which the individual 

acquires the knowledge and skills 

necessary to solve the problem. 2. Incubation

Period during which the person is 

not actively working on the solu-

tion of the problem.

4. Verification

The process of determining if 

the solution will work and

 implementing it.

3. Ill
umination

The insig
ht as to

 the so
lution.

Divergent 
Thinking

Convergent 
Thinking

Guilford, 
1956

Press 
Impact of the imme-
diate environment on 

mental processes. 
(Rhodes, 1961)

Process
Mental processes 

involved in creating 
ideas.

Rest
To not actively work 
with the idea or the 

project.

Make Mistakes
Reach a dead end, 

go back and try 
something else.

Temporary Input
“Renting a brain”. 
Someone gives 

temporarily input for 
the idea without 
being part of the 
whole process.

 Formulate
To put down in writing the 
idea or things associated 
with the idea. For instance 
writing about the charac-

ters, the feeling in the 
show, premises, locations, 
themes or to write a trial 

manuscript.

Elaboration
In their study of screenwriters, Bourge-

ois-Bougrine et al., (2014) found similar com-
ponents related to the creative process, such 

as developing characters or identifying objects 
within or specific characteristics of different 
scenes. Elaboration, or expanding on and 

developing an idea, is an important part of the 
creative process (Torrance, 1979). 

Inspiration from 
Unexpected Source

Getting new infor-
mation, inspiration 

when not seeking it.

Pilots
Try out the idea. Filming parts of the 
show or the entire show without the 

intention of broadcasting it. “Garagepi-
lot” is filming the idea with low costs 
and with no advanced equipment to 

see how an idea works on video.

Analyze
To dwell on, reject and 
choose from the ideas 

generated earlier.

Benchmark
To compare other 
shows, programs 

with the idea to see 
how it differs and 
how it is similar to 

the generated idea.

Concretize
To go beyond writing 
towards hands on. To 
find people, location 

and actual things that 
can be filmed.

Idea
Formation and 

refinement of the 
overarching idea.

 Research
To dig deeper and 
learn more about 

a subject.

Brainstorm
To associate freely 
about a topic in an 

organized way 
during a special 

timeframe.

Toss Ideas
To exchange ideas about a topic in 
an unorganized way with a chosen 
friend, colleague, or family member.

Chaos
A stage of uncertainty 
when selecting a path 
from all opportunities.

Time Away From The Problem
Engaging in undemanding tasks that encourage mind-wandering 
(Baird et al., 2012), time away from the task (Sio & Ormerod, 2009) 
and even REM sleep (Cai, Mednick, Harrison, Kanady, & Mednick, 

2009) can facilitate creative problem-solving.

Risk-taking and 
Psychological Safety

Because creative ideas are, by definition, original 
and untested, creative endeavors involve risk and 

failure (Simonton, 2004). A work climate that is 
non-judgemental, and allows for risk-taking and 
knowledge-sharing, enables creative productivity 

in teams (Kessel, Kratzer, & Schultz, 2012). 

Experience and Diverse 
Perspectives

In cohesive teams, idea generation 
benefits when focal members have a 
broad experience base and work with 

external collaborators (Fleming, 
Mingo, & Chen, 2007). 

 Luck, Associative
Processes, and Inspiration

Creative discoveries may involve some degree 
of luck or chance (Simonton, 2004). Individuals 
who are high in creativity may generate more 

associations between various stimuli, and 
these associations may be highly original 

(Benedek & Neubauer, 2013). In the creative 
process, inspiration is evoked by stimuli exter-
nal to the individual, and provides a fresh way 

of seeing things (Oleynick, Trash, LeFew, 
Moldovan, Kieffaber, 2014). This can act as a 

motivating factor in creative endeavors. 

Blind Variation and Selective Retention
Creativity will be highest when ideas generated are 

novel, surprising, and useful. Because of the original 
nature of creative ideas, thought-trials and trials in 

implementation may be necessary to identify which 
ideas are best, as well as which components of various 

ideas should be kept or changed (Simonton, 2013).  

Evaluation and Resistance to Premature Closure
Evaluation is likely woven into all parts of the creative process (Basadur, 1995). It is where convergent and divergent 
thinking come together, and a judgement is rendered based on some criterion, such as whether an idea is useful, or 
whether taking a particular approach will lead to a marketable product (Runco, 1994). How decisions are made may 

relate to whether a given individual has a preference for more radical ideas, or staying within a well-known framework 
(Kirton, 1976). Staying open to making changes to selected paths may maximize creative potential (Torrance, 1979). 

Understanding Context
Several models of creativity note the importance of under-

standing how a creative product will fit with the social 
context (e.g., Csikszentmihalyi, 2014; Zhang & Sternberg, 
2011, ). Upon comparing ideas to those that have already 

been implemented, difficulties can be diagnosed and 
outside information can be integrated into continued idea 

development and refinement (Torrance & Safter, 1990). 

Implementation of Ideas
Creativity is a foundational component of innova-

tion (Amabile, Conti, Coon, Lazenby, & Herron, 
1996), or actually implementing creative ideas 
(Woodman, Sawyer, & Griffin, 1993). Because 

creating a television show involves actually bringing 
something into being, creativity must be constrai-
ned within the parameters of what can likely be 
implemented with success (Runco, 2014). This 
includes such hands on components as finding 

available show hosts or shooting locations. 

Problem-finding and Problem-definition 
A discovery-oriented approach to considering new 

ideas has been associated with higher levels of creati-
vity (Csikszentmihalyi & Getzels, 1971). Generating 
ideas can involve finding a suitable “problem,” defi-
ning that problem, and exploring potential solutions 

(Runco & Chand, 1995).  

Domain Knowledge 
A thorough understanding of the domain or 
question of interest can influence idea gene-
ration and selection. Under the right circum-
stances, knowledge can be retrieved, selec-

ted, combined or transformed to create 
original ideas (Runco & Chand, 1995). 

Ideational Fluency 
and Divergent Production

The more ideas you have, the greater the 
chance they will be original (Hocevar, 1979). 
Brainstorming individually and in groups can 

each be effective, but this effectiveness 
depends on contextual variables and outcome 
goals (McMahon, Ruggeri, Kammer, & Katsiko-
poulos, 2016). More original ideas may occur 
later as time progresses in idea-generation 

exercises (Benedek & Neubauer, 2013).

Organizational Factors and Social Relationships that Influence Creativity 
Variables such as positive relations with peers and supervisors and intellectual stimulation positively 
influence creativity (Hunter, Bedell, & Mumford, 2007). Interest and support from family and friends in 

regard to discussing and pursuing creative ideas is related to creative performance at work independent 
of the influence of organizational support for creativity (Madjar, Oldham, & Pratt, 2002).

Tolerance of Unknown and Perseverance
Tolerance of uncertainty (Kornilova & Kornilov, 2010) has been associated with higher levels of 

creativity. The degree of belief in the ability to be creative among members of one’s work 
network is associated with higher levels of creative productivity in individuals. This effect is 
stronger when work networks are less dense (Grosser, Venkataramani, & Labianca, 2017).  

Product
Ideas expressed as 
“either language or 

craft” (Rhodes, 1961, 
p. 307).

Persuasion
Creativity must 

influence others to be 
socially recognized 
(Simonton, 1990). 

Person
Characteristics that support 

creative thinking and behavior such 
as openness to experience, varied 

interests, nonconformity, and 
intrinsic motivation. (Rhodes, 1961)

Potential
Everyone has poten-

tial to be creative, 
which can be develo-
ped (Runco & Cayir-

dag, 2012). 

Foundational Research 
The structure-of-intellect model (Guilford, 1956), which elabora-
tes on components of convergent a divergent thinking, is semi-
nal in the field of creativity research. Though it is now widely 
accepted that the creative process is not always linear, Wallas’s 
(1926) model of the creative problem solving process is integral 
as well. Much research and theory have built on these widely 
recognized ideas, and they are reflected in the center of our 
graphic to denote this.

Definition of Case Study Elements
Morney (2011) conducted a qualitative study to identify elements 
of the creative process during the making of the television format, 
Strömsö. These 14 elements are highlighted in the shaded boxes 
in our graphic. The elements are nonlinear and some recurred 
throughout the creation of Strömsö, but they are loosely organized 
by where they best fit with different components of the Wallas 
(1926) model. 

Connection to Creativity Literature
The text boxes emanating from each element provide a compa-
rison of the 14 Elements (Morney, 2011) to a sample of the crea-
tivity research literature. This reveals the complex nature of the 
research fields of creativity and media studies, as well as their 
potential to illuminate the creative process.  Viewed from cogni-
tive, developmental, behavioral, social, educational, and cultural 
lenses, vastly exponential perspectives emerge. Focusing in on 
a more discriminant viewpoint, common principles such as incu-
bation, ideation, fluency, divergent production, insight, perseve-
rance, and problem solving clearly connect these seemingly 
disparate areas of research. 

Framework for the Study of Creativity
Rhodes (1961) provided a useful framework for the study study of 
creativity. Typically, creativity research focuses on the creative 
person, creative process, environmental press, or creative product. 
Our work is primarily concerned with the creative process. 
However, interactions abound between different subsets of the 
framework. So, in our examination of the creative process, we also 
make reference to people, environments, and products. It has also 
been suggested that two additional components be added to the 
framework; “persuasion” and “potential.” 

Conclusions and Directions 
for Future Research
The 14 elements found in the case study resonate with creativity 
literature. This is a beginning of a theory, which will need more 
study to become a formal theory. Whether there is a temporal 
order to the 14 elements has not been ascertained, and there is 
still much to explore about how other factors influence the creati-
ve process in this particular field. Further exploration of the crea-
tivity literature may shed more light, as would additional qualitati-
ve investigations in real-world environments. The information 
gained so far could also be utilized to construct a measure of 
elements of the creative process in the creation of new content, 
and this could be administered to different teams to see if the 14 
elements are constant across organizations and individuals.

Research Question: How do the 
results from the case study of a popular 
television format, Strömsö, compare 
to the creativity research literature?

Case Study
The television program Strömsö 
broadcasted since 2002 by the
Finnish Broadcasting Company, YLE.


