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This book presents new ways of facilitating design thinking, through
the combination of cognitive design strategies and information
technologies. It provides readers with an in-depth understanding of the



traditional and digital design processes and activities that are employed
in architecture, computational design, communication design and
graphic design. In response to evolving design practices, including the
growing use of artificial intelligence (Al), this fully updated and
expanded edition features a new chapter on digital design
collaboration, along with extended discussions on the role of
technology in shaping creative and collaborative processes. The book is
divided into three parts: Part |, which focuses on creativity, uses
evidence derived from empirical studies to develop an understanding of
the way computational environments shape design thinking and may
lead to more inventive outcomes. Part Il considers the cognitive,
sociotechnical dimensions of design teams, crowds and collectives. It
investigates the ways digital design platforms promote interactive and
collective thinking. Lastly, Part Il addresses culture, examining the
linguistic and cultural context of the globalised design ecosystem.
Providing valuable insights into design thinking, this book helps

readers engage with their local and global environments. It will appeal
to academics, researchers and professionals with an interest in
understanding design thinking in the context of creativity,

collaboration and culture.



