
HIDDEN 
DESIGN
A week in the life of a creativity puppeteer



My input and direction can severely limit the creativity of the team, 
and limit the individual authorship in their contributions. 

HOW CAN I AS AN INDIVIDUALIST MAKER DESIGN 
AND ORGANIZE COLLABORATION THAT RESPECTS 
INDIVIDUAL MAKERSHIP (AUTHORSHIP, STYLE, WAY 
OF WORKING) WITHIN A SHARED DESIGN VISION?



Intervention: ‘open call’ for creative crazy solutions



OBSERVATIONS: 

I am not their regular coach and although I know them all, there was a subtle sense of interruption of the training. 

The  players were very self-conscious and inhibited

There was a reluctance to ‘rehearse’, sometimes they started their play without every player knowing the plan. 

All the solutions were very similar to usual exercises they would have done in previous trainings. 

AGE 12-13



Quick adaptation: 

For the younger age group I decided to keep the 
briefing a bit more simple, and emphasize that 
they can be adventurous. 



OBSERVATIONS: 

The young players were much less ‘cool’, and were bouncing with excitement.

Once we started new ideas kept coming and they wanted to keep going. 

In terms of actual rugby-usefulness the ideas were limited and all over the place. 
 

AGE 8-9



OBSERVATIONS: 

Although very aware of the camera, this did not seem to have any impact on their contributions.

AGE 8-9



Tweaks

In the briefing be a little bit more directive about 
what I’m looking for. 

Explicitly mention they can rehearse. 

Discuss the results briefly with the players before 
giving them another moment to come up with a 
plan. 



OBSERVATIONS: 

Even though this is the first week of training this group, I am established as their head trainer.

AGE 10-11



OBSERVATIONS: 

The players were eager and excited about trying things out, and were rehearsing (I did suggest they could)
In terms of useful results some ideas were actually good. 
There was a very open exchange, I did not notice any inhibition. 

AGE 10-11



Conclusions:

When stimulating creative interaction within a group, the  emotional safety within 
group is a huge factor.  This is also affected by age. 

The relationship with (credibility of?) of the coach within the group is a factor in the 
teams willingness to take risks. 

There is a fragile balance between too little and too much input: too little direction 
can leave the teammembers uninspired, or results may be totally irrelevant to the 
goal. 

If teammembers are not used to be called on their creativity in a specific context it 
will take time to get them to ‘play’. 



Useful lessons

As small and futile as an experiment may seem, they can sometimes lead to 
substantial insights. 

There are many more parallels between coaching rugby, teaching animation and 
coaching creative teams than I was really aware of. 

Trust and emotional safety are essential for creative interaction. 

Too little information can actually be counterproductive when trying to stimulate 
creative experimentation. Some fuel needs to be provided to allow it to spark. 


