
Mindmapping, Brainstorming & Storyboards 
 

By Ertan Demirkan 2011 



 



 
 The Mind Map is an expression of Radiant Thinking 

and is therefore a natural function of the human mind.  
 

 It is a powerful graphic technique which provides a 
universal key to unlocking the potential of the brain.  
 

 The Mind Map can be applied to every aspect of life 
where improved learning and clearer thinking will 
enhance human performance.  
 



 Mind maps are diagrams using words, symbols and 
drawings used as a way to record ideas and thoughts 
on paper. 
 

 You can use mind maps to describe any situation, task 
or problem etc. 
 

  In the design process mind maps provide a means for 
the designer to consider all the aspects of a design 
project or a particular design problem. 



The Mind Map has four essential characteristics: 
 The subject of attention is crystallized in a central 

image. 
 The main themes of the subject radiate from the 

central image on branches. 
 Branches hold a key image/word printed on the 

associated line - details radiate out. 
 The branches form a connected nodal structure. 

 



 



The mind map process: 
 

Step One: Prepare 
 To map out your own thoughts, set aside 30 minutes, find a 

comfortable, well-lit place to work, and think of a topic that 
is important to you. 

 
Step two: Generate 
Center image 
 Begin by drawing a picture or symbol that represents your 

topic in the center ofthe page. From this central image draw 
branching lines that radiate out. 

 



Key words 
 Use key words in your mapping. Learning to select just 

one key word will help you develop the habit of paring 
down your notes to the truly essential elements. 

 Print words clearly so there is no confusion when you 
return to the map later. 

 
Lines 
 Print your key words on top of the lines so that the 

words will look and feel connected to the central 
image and other branches of the map. 



Add emphasis 
 When a word is important, record it so that it jumps out 
 
Stick to the rules (especially at first) 
 • The one-word-per-line rule is one of the most challenging 

guidelines, and for good reason. You are forced to distil the 
information before writing it down. 

 
Symbols 
 • As you generate ideas, you can use symbols either with 

keywords or instead of them. With practice it is often faster 
to draw an image than it is to write the word.and grabs your 
attention. 



Associate freely 
 Let your mind move to any associations related to your 

topic. Use several colors for branches, symbols, and key 
words, and add dimensions if possible. 

 Remember that this map is for you. These drawing should 
help you remember your ideas, but they don't have to be 
masterpieces – just  recognizable. 

 
If you need more space, try these options: 
 If you have room elsewhere on the map, continue there. 
 Take an idea that you want to expand and make it the basis 

for a new map. 
 Tape your map to a larger sheet of paper and continue. 



Step three: Incubate 
 Moving completely away from the task – if only for a 

moment – and then returning to it helps integrate the 
information.  

 After creating your initial map, post the map where you can 
see it, think about it, and add new ideas that occur to you 
over a period of several days. 
 

Step four: Organize 
 After  you have taken a break you can return to the map 

with a fresh perspective. 
  You can prioritize and highlight important points and 

group related ideas using symbols, arrows, and lassos. 



Review 
 The organizing phase offers another chance for you to 

review your map and ask yourself some revealing 
questions: 

 • What were your objectives when you started? Are 
they still the same? 

 • How does seeing the whole picture and all the 
parts influence your thinking? 

 • What was surprising? 
 • Do you notice any imbalances? 
 • Do you need to fill in any areas? 





 Example of a mind map. 



How To Read A Mind Map 
 Start in the centre - that is the FOCUS of the Mind Map. 
 Words/Images closest to the central image show the MAIN 

THEMES of the Mind Map. This is the start of the radiant 
hierarchical structure. 

 Select one main theme and read out from the centre along 
the branch. This provides greater levels of associated detail. 
Proceed around the Mind Map, either in the order of your 
choice or as suggested by the author. 

 Notice links between the branches. 
 



 

 Example of a mind map. 



 

 Example of a mind map. 



 

 Example of a mind map. 



 

 Example of a mind map. 



 

 Example of a mind map. 



 Brainstorming is a group creativity technique by 
which a group tries to find a solution for a specific 
problem by gathering a list of ideas spontaneously 
contributed by its members.  
 

  Organizations commonly employ teams of members 
to use creative techniques such as brainstorming in a 
variety of different project types and at different stages 
of the process to generate ideas and new solutions. 



 Rule 1 - Focus on quantity: Generate as many solutions as 
possible. Quantity counts! Don‘t give long explanations along 
with your ideas, just toss them out using key words only.  

 The more ideas you generate individually or collectively, the 
better the chance that you come up with an innovative solution. 

 
 
 Rule 2 - Welcome unusual ideas : Wild ideas are welcome. 

This point cannot be overemphasized; the more odd, weird, 
impossible, or crazy ideas are generated, the better are the 
chances of coming up with a truly original solution in the end. 

 The only limit here is to avoid words and ideas that could be 
hurtful or offensive to your team members because the stress 
that is caused will 

 inhibit creative thinking in addition to undermining the team 
spirit. 

 



 
 Rule 3 - Withhold criticism: Do not judge ideas; do not put 

down ideas or the people who express them (including yourself!) 
Humour, favourable comments, laughter, and applause are O.K.  

 There is no such thing as a dumb idea. 
 There is also no such thing as a right or wrong answer in 

brainstorming. 
  
 Brainstorming is a deferred-judgment activity—idea evaluation 

and critical judgment come later in the creative problem-solving 
process. 

 
 End: Combine and improve ideas: Good ideas may be 

combined to form a single better good idea, as suggested by the 
slogan "1+1=3". It is believed to stimulate the building of ideas by 
a process of association. 
 



 As short sentences, during a Brainstorming session: 
Do not allow criticism or debate. 
• Be comfortable, happy and confident. 
• Suspend judgement. Neither positive nor negative allowed. 
• Great ideas can sound foolish at first. 
• The recorder writes down every idea. 
• Let your imagination soar. 
• The wilder the idea the better. 
• Wear funny hats. Assume different personalities. 
• If nobody is laughing, it’s not a good session. 
• Shoot for quantity. 
• More ideas are better. 
• Pressure “not to waste time” is a form of censorship. 
• Set goals for ridiculously high number of ideas. 
• Be patient when there are silences. 
• Mutate and combine ideas. 
• Suggest variations on ideas. 
• Have ideas visible at all times on large sheets of paper. 



Voting with a threshold. 
• All participants have a quota of votes to give to their 

favorite ideas. 
• Can give more than one vote to an idea. 
• Minimum number of votes for an idea to be considered. 
• Have more rounds to narrow ideas again and maintain 

everyone’s participation. 
Voting with campaign speeches 
• Voting, (e.g. 3 votes per person). 
• Person who didn’t vote for it should argue in favour of 

an idea. 



 Narrowing 
• Repeat to narrow the ideas down even more. 
• Blending ideas into a single one 
• After narrowing, try to combine ideas into a bigger one. 
• All participants can own the new one. 
 
 Applying criteria to reduce the ideas 
• If a list of criteria exists, apply them to remove ideas 

that don’t fit. 



 



 



 



 



 



 



 



 



 A design concept is an idea for a design.  
 
 For instance a design concept for a website might 

sounds like "It will be mostly dark muted colors with 
some orange highlights, and use the theme of circles 
that will be repeated throughout the site".  

 It is usually accompanied with a design mockup, which 
is a representation of the idea that isn't fully finished 
or implemented the way the final product will be.  



 





 



 



 



 



 



 



 



 



 



 



 



 



A storyboard is a sketch of how to organize a story and a 
list of its contents. 
 

A storyboard helps you: 
 Define the parameters of a story within available 

resources and time  
 Organize and focus a story  
 Figure out what medium to use for each part of the 

story  
 



 Stories and Storyboards are valuable tools in the sale, 
specification, design, implementation, and 
introduction of Knowledge Management solutions. 

 They focus attention on the people who will use the 
solution and the value it will bring. 

 The process of creating a storyboard helps designers 
put themselves in the shoes and setting of the people 
for whom they are designing. 

 It often prompts invention and ingenuity as problems 
end-users encounter are recognized and opportunities 
to solve them are devised. 



 The story can serve as a “user experience testbed” as 
prototypes are developed and critiqued.  

 Take a proposed design for the system, and run through 
the story imagining the protagonist using it.  
 

 Does the system solve the problems the protagonist 
encounters? 

 Does it “fit in” with the story and the protagonist’s 
environment? 

 Does the solution provide the intended value to the 
people in the story? 

 What changes to the system should be made so it does? 
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 The End 
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