
 

 

ICD 500 Innovative Communication Design: Creative Concept Development 
Credits: 3 
 
Course Information 
 
 URL:  TBA 
 
 INSTRUCTOR: 
  Matthew LeClair  
  Email: matthew_leclair@umit.maine.edu 
  Skype: matt.leclair 
  Synchronous Hours: TBA  
 
 COURSE DESCRIPTION:  Creative Concept Development is a hands-on course exploring the nature of —and practical ap-

plications for— creativity. Throughout history, creativity has been seen as everything from a divinely inspired gift to a sign of 
mental illness, from a trivial pursuit to a critical part of our national security. The truth is a combination of all these things, and 
a little more. Throughout this course we will be defining a working definition of creativity for ourselves while building strategies 
for developing, stimulating, and maintaining creativity, and for using it to accomplish our personal and professional goals.    

 COURSE OUTCOMES:  Upon completing this course, students will: 

‣  Develop strategies for developing and using creativity 
‣  Develop a working definition of creativity and understand its importance in contemporary society 
‣  Identify the various aspects and types of creativity 
‣  Tap into the power of creative communities 

 
     

 
 
 
 



 

 

Instructional Materials and Methods 
 

 REQUIRED MATERIALS:   
 
 This class will require you to document & share your creative output online. This may require access to digital video or still 

cameras, scanners, microphones or other devices, depending on the nature of your work.  

 
 REQUIRED READINGS:   

 
All required readings are provided online. 

 

 RECOMMENDED READINGS:   
 
 Where Good Ideas Come From by Steven Johnson 
 
 
Course Structure 
 
 CLASS FLOW:  The overall structure of the course focuses on three Phases, detailed below.  Projects will be assigned to allow 

for creative and technical investigation into the content of the phases. Within each phase, related topics will be addressed.  
Each topic will have content delivered in the form of video tutorials or lectures, and assignments relevant to the material.  
Within each topic you will be expected to: 

‣  Watch all of the lectures and tutorials listed in the topic’s introduction and read any assigned material. 
‣  Submit the assignment. 
‣  Add comments to the submissions of at least three other students.  You will be provided with specific aspects of the  

assignments to focus on when critiquing your classmates’ work. 
 

 This course is designed to be completely asynchronous so there are no specific times for meeting with other students or the in-
structor.  All interactions, including the submitting of assignments and the providing of feedback, will take place online.  While 
the material for the course is available for you to access at any time, there are specific deadlines that must be met.  Falling be-



 

 

hind has serious repercussions on your ability to give and receive feedback in a timely manner, and it is suggested that you refer 
to the course schedule to ensure that you are keeping up with your course commitments.      

 PHASES: 
 
 Phase 1:  Introducing Creativity. In this phase we’ll be grappling with the essential questions of creativity. What is creativ-

ity? What is it good for? What are the myths and realities of creativity? What are the different aspects of creativity? What 
can we do to become more creative and utilize that creativity in our daily lives?   

 Phase 2:  Applied Creativity. During phase two we will examine different aspects and definitions of creativity by applying 
them to our own creative process. This will be done through a series of projects, each focusing on a unique aspect of crea-
tivity.  

 Phase 3:  Extended Creativity. Phase 3 explores how creativity can be sustained and utilized, even when one is not en-
gaged in a specific project that requires it, such as in Phase 2.  

 

Course Policies  
 
 ATTENDANCE:  Attendance in an asynchronous online course is a somewhat nebulous concept.  While the class does not 

meet at a specified time, there are scheduled deadlines that must be met.  It is expected that you will accomplish all of the tasks 
by their assigned deadlines.  Participation in the class' online discussion is also critical to your success in the class and the fre-
quency and depth of your interactions with other students and the instructor will be considered as your attendance in the 
course, and thus part of your grade.  If you for any reason think you may have an issue meeting the participation requirements, 
either on a specific day, week or overall, please contact your instructor.  It is much easier to make accommodations ahead of 
time than after the fact.   

 PARTICIPATION:  Participation is a vital and required part of your involvement in this course. The more you add thought-
ful, insightful comments to the discussion the more you, and other students, will benefit.  Questions are always welcome and 
should be asked publicly so that everybody can see the answer unless there is a reason to ask privately, in which case you may 
contact the instructor directly.    



 

 

 Students and instructors play an important role in maintaining an environment that is optimal for learning, and are expected 
to treat each other with respect. Class discussions are interactive and diverse opinions will be shared; please be thoughtful in 
sharing your perspectives and responses with one another.  Disruptive behavior is defined as any type of activity that would in-
terrupt, in a negative manner, the normal flow of information exchange. Such conduct will not be tolerated because it inter-
feres with the financial and educational investments of other students. Students that exhibit such unacceptable behavior will be 
asked to leave the discussion forum, and their future presence as a member of the class will come under the review of an officer 
of the University.   

 FINAL GRADING STANDARDS:  This is a graduate level course and you are expected to perform accordingly.  Meeting 
the requirements in an average manner will result in a "C" as the final grade.  Better than average effort and execution will re-
sult in a "B".  An "A" is reserved for those students who demonstrate exceptional creative development, application, innova-
tion, effort, and an in-depth understanding of process.  That being said, I should also remind you that a “C” is a failing grade 
for a graduate student.  Failure to complete any of the required components of your grade with an average or better effort will 
result in a "D" or an "F" as your final grade.  

 GRADING: Your grade is based on your completed projects, and your participation in the course.  The three projects are 
worth 75% of your grade, and your participation is worth 25%.   There is no provision for extra credit.    

 After submitting each assignment you will get feedback from the instructor and your peers.  Students are encouraged to rework 
all projects based on the feedback given during critique, and may resubmit the project for re-evaluation.  The goal of doing an 
assignment is to learn, and learning requires applying feedback instead of just moving on to the next task.  This reworking of 
the project provides the opportunity to improve the grade as well as the quality of work the student produces and their under-
standing of the relevant concepts and techniques. Your assignment will not receive a final grade until you decide it is done, 
though the instructor reserves the right to apply diminishing returns to multiple submissions. 

 INCOMPLETE: A grade of incomplete may be granted to students who have suffered serious illness during the academic 
term, resulting in failure to complete all assignments by the end of the quarter. Proper documentation is required and must be 
attached to the petition for a grade of incomplete. A student who has missed over 25% of the course may not be eligible for an 
incomplete.  Please contact your instructor as soon as you believe there may be an issue that could interfere with your ability to 
complete the course.  

 ACADEMIC HONESTY:  Academic honesty is expected. Any act of academic dishonesty will result in zero 
points awarded for the assignment or exam, probable failure of the class, and referral of the offending stu-



 

 

dent to an officer of the University for disciplinary action.  Examples of academic dishonesty include the use 
of materials from past assignments, the use of materials without proper citation or attribution, and the use 
of materials from assignments that are being submitted for credit in other classes.   

 STUDENTS WITH DISABILITIES:  If you have a disability for which you may be requesting an accommodation, please 
contact Ann Smith, Coordinator of Services for Students with Disabilities (207) 581- 2319, or ann.smith@umit.maine.edu as 
early as possible in the term. 

 

Timeline 
 

 PHASE 1: Introducing Creativity 
‣  What is creativity? Why is it important?  

o Importance: from peak experiences to global economic competitiveness 
o A brief history of creativity 
o Big C and Little c creativity 

‣   Perspectives on Creativity 
o Creative myths and why they’re harmful: 
o  Dominant creative myths (inspiration, individualism, originality, etc) 
o  Contemporary understandings of creativity 

 
 
  

PHASE 2: Applied Creativity 

 

 

‣  Classical Creativity 



 

 

o Understanding “inspired” creativity 
o Finding Inspiration 
o Pitfalls and uses of classical creativity 

 
‣  Remixing 

o Remixing, reinterpreting, and recycling in the creative process 
o Avoiding the “Simpsons Already Did It” trap 
o Remixing as cultural cornerstone 
o When is remixing stealing? When is it creativity? 
o Strategies for Creative Remixing 

 
‣  Chance Operations in the Creative Process 

o Randomness and controlled chaos as creative tools: sometimes you just have to roll the dice 
o Developing personal oblique strategies 
o Strategies for bringing chance into the creative process 

 
 

‣  Restraint for Creativity 
o Establishing boundaries to increase creativity  
o Defining challenges, from the simple (a deadline) to the absurd (must not contain the letter “e” (see: Oulipo) to the 

complex (artists multiples) 
o Strategies for using restraint in the creative process 
 
 

‣  Creativity and Play 
o Hard Play vs. Goofing Off, and why both are necessary  
o Finite and infinite games 
o Eureka moments 
 

PHASE 3: Extended Creativity 

‣  Collaboration 
o The collaborative tradition in creativity 
o Different faces of collaboration, from non-linear non-local collaborations to face-to face 



 

 

o Why is collaboration so difficult? Why is it so essential? 
o Strategies 

 
‣  Creative Networks 

o Sustaining creativity through connections with others  
o Ongoing plans for continued creative development 
 

‣ Living Creative 
o Creativity & daily life 
 
 
 

 
 


