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The UNIVERSAL TRAVELER is more than a guide to creative problem-solving and
clear thinking; it is your passport to success. The described is
universally relevant; based on the premise that any
piration, no matter its size or degree of complexity, cC
same logical and orderly ‘systematic’ process employed to solv ki
problems. Only the wording and methods vary and then, in appearance alone.
Systematic process, derived from the study of human control systems known
as Cybernetics, forms the basis for modeling most social, industrial, and
economic problem situations. To provide an everyday application hod
leading to a more orderly life process, we have translated the te
terminology of systematic problem-solving into conversational lar
plified techniques. The resulting ‘user-friendly’ approach tc
i is called SOFT SYSTEMS. Once learned and internalized wi
X
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i NTRODUCTION
0
CREATIVITY

Life is a continual sequence of encounters.
Some are unavoidable; to be enjoyed or suf
fered by choice. Others can be controlled

i y. Creative problem-solving is a
s dealing iﬂtelligeutlw with those
situations that can be f:@ntl'oll A cre-
ative problem-solver is a ‘desic

J

i

n intending to improve what exists or tc
find clear paths through dilemmas or chal

lenging situations and arrive at satisfying

solutions.

In general, in order to improve something
and do it creatively, it is necessary,
first, to identify what it is that actually
needs improving; second, to understand the
interactive factors involved; and third, to
develop the required skills and tools (meth
ods) to manage the task.

Creative Behavior differs from normal behav-
1 which is either primarily objective o1
gLinll ly subjective. Creativity require
] gness to join subjectivity with ok
tivity. It involves learning to think and

behave “wholly” instead of one way or an-
other; to alternate between what you sense
or feel, what you already know or think you
know, and what you might discover by trying
something new. The primarily OBJECTIVE per
gson, for example, knows everything by name.
Once named, no further examination of con-
tent is required thereby eliminating the
otential for deeper understanding and iono-
vati The primarily SUBJECTIVE person,
being a here-and-now sense-response mecha—

nism, continually delights in sensory expe-
1 : little for names or th

hus creating a more
n the extremes of

TO GAIN MORE THAN
allows you to deal

™ ST iy lete



Creative wholeness leads beyond the hs
now of sensory response and remember
rience and knowledge. It opens the ga i
deeper understanding of the natural balance
between divergent and convergent thinking

and the freedom toc control your behavior.

Allowing yourself to alternate between
thinking and feeling may be difficult at
first. Adults live in social wvirtual worlds
of words and symbols. It is only human to
become more objective and less subjective
with age. Knowing the names of things =aves
you lotg of time and stopping to smell the
roses or enjoy reality is considered a waste
of time. It may require freguent practice to
overcome the habits related to ‘normal’ be-
havior. It is far more 'mormal’ to “think”
all day long and save “feeling” for “after
work” or the weekend. Because of being
unique, balanced behavior is often viewsd as
careless or maladjusted and even at times
subversive to the institutions that normalcy
creates to perpetuate normalcy. Since con-
formity is the shortest route to acceptance
in a mass society, behaving uniquely is a
sure way to become an outcast. But accept-
able unique behavior is possible for anyone,
who by intention is adventurous, pride-less,
self-disciplined and self-believing, who has
interest in resolving problematic condi-
tions, and who continually develops an abil-
ity to be “whole.” When learned, the new
behavior will seem every bit as natural as
the old.

In brief, CREATIVITY doesn'’'t come free. It
ig not a gift or quirk of birth. Some people
don‘t “just have it” while others do not.
Nor does it come from luck or magic. Cre-
ativity is learnable behavior reguiring
steady and determined effort. If vyou accept
the fact that the goal of creativity is in-
novation, you should realize that creating
something “new” is NOT NORMAL but DIFFERENT
from normal, perhaps even ‘abnormal.’

CAUTION!! If you believe you are behaving
creatively and your behavior is readily ac-
cepted in normal society, one of two condi-
tions is prcbable: either you have condi-
tioned society to accept your abnormal ac-
tions or your input is really not as unique
as it seems.



ome ke Crti'_ve
Behavior

1tive behavior

: avior. Said 1other way, cre-
ativity and consciousne of procedures

hand in hand. If
your position rela-
tive to what has gone before and what is yet
to come, your ability to decide from both
the broad view and the specific view is

ind methods

you become more aware of

(process)

increased allowing you to become more accu-
rate in your predictions and choices
throughout every journey.

Proven suggestions for developing conscious-
ness of creative procedure and methodology

aLrel

FREEDOM FROM PRIDE (SELF-DISCIPLINE)
BELIEF IN SELF AND THE ABILITY TO SUCCEED
CONSTRUCTIVE DISCONTENT

WHOLENESS

ABILITY TO CONTROL HABIT

L I
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FREEDOM FROM PRIDE (SELF-DISCIPLINE)

ag resgpect for quality or
structive counter-creative

¥ cts from the attainment of
goals. It is difficult to see cl

arly with

c e
your nose in the air. PRIDE stands in the
g reativity by inhibiting

way OI creatlvlil
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hand,

It requires

1 1 5
ruth-revealing behavior.
ge of conviction and fear-
less acceptance of the responsibility for
being what you are, and taking steps to in-
sure improvement. Modifying behavior to meet
specific situations need not limit freedom

or work against the needs of others in-

BELIEF IN SELF AND THE ABILITY TO SUCCEED

Belief in your ability to
n and
you

you might
tion.

the maintenar

wait for someone Lse To

Ego-strength and leadership are closely re-
lated. Leaders with low self-belief are
‘e. The norm is to subdue ego and beccme a

er; D social game of self
and ma
1als I

; in denyi i :

you bury it, the less it serves you as part
of your behavior. Begin to believe in your
own creative potential and you will begin to
behave more creatively.”

CONSTRUCTIVE DISCONTENT

as prerequisite to meaningful

as is dissent to bei

young, every
improvement. Yet, it is usually
a constructive attitude that

: turning potentially
into nothing more than

the lack of

Constructive discontent is a necessity for
the creative problem-solver. With maturity,
your discontent wanes. Society teaches that
“fault-finders” disturb the status quo. It
soon seems “good” not to “make waves

“rock the boat” and "“let sleeping dogs lie”
but not heard.” Only a con

attitude can maintain the once
ondition.

L



WHOLENESS

Everyone both senses and knows. It is natu-
ral to both feel and to think or decide.
With age the more you know, thes less you
tend to feel. It’s faster that way. A normal
adult will smother sensitivity in favor of
automatic judgment and moving on to new
knowledge. But remaining sensitive doesn’t
mean re-learning the same things over and
over again. It simply allows for a more
balanced whole. By alternating between fee
ing and knowing, between sensing and decid-
ing in a conscious way, you maintain control
of your WHOLE potential.

}—

ABILITY TO CONTROL HABIT

Behavior in general is a combir
habits. Habits simplify 1if:

from discoveries turned to } i nd ac
tions which, when repeated unt T rized,
become automatic. Since the maioril

basic discoveries occur during childhood,
most habits and resultant behaviors form
early and strengthen with age. Az habits
work for you, they can alsc work against
you. The habit of believing you knoy T
thing so well that it preempts di WETY
always works against you in term: £ behav
ing creatively.

come more innovative, 1
in control of habits...
an unknown path and to chance the unproven
by developing new, replacement habits when
the old ones get in the way. In the end,

only your value judgment determines how

helpful or hindering you: i

terms of personal problem-solving ability @

In order to see things differently and be
fu
=]

lwaye ready to take

12



It is normal to hold ba
wary of making mistakes o
guestions. Yet few errors
ties and the asking of any
ter how innocent, suggests willi:
learn. The most common barriers
behavior are self-gensrated pride
jealousy and competitiveness.

active person is not put
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being associated with tabc

logsing the securit

of losing the love
f g

taking a stand
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Fear stems from lack of preparation and the
accompanying anxiety when dealing with the
unknown.

Since creative problem-sclving suggests div-
ing head-first into the unknown, fear might
be your most formidable enemy. Being afraid
is both natural and normal. Trying to be
fearless is risky business since fear evokes
caution which at times can be a life-saver.
But when caution deters progress and cre-
ativity through misdirecting your energy,

it is working against you.

It’s unreascnable to imagine escaping fear
altogether. But by changing your focus from
“I'm afraid to be wrong” to “I'm trying to
be right,” the positive point of view can
help in overcoming this major block to a
more creative life.

Humans are social creatures and no healthy
person would enjoy being an outcast. But
behaving ‘off the wall' or ‘out of the box'
can make you just that. Fear of being alone,
apart from the norm, stops most people from
even considering doing or saying something
that might be judged as unusual.

Then again, what if you do try something
unusual which turns out to be all wrong?
Will you be judged as a fool? The mere
thought of wearing a dunce cap is enough to
stop normal people in their tracks. It is
true that the plane could crash and the boat
could sink but the odds against either di-
gaster happening keep air and sea lanes
busy. Only self-belief, the hope of being
right instead of wrong, can outweigh such
fears.

14



rstand how
all things are or can be organized and in-
ter-related. It is a basis or foundation on
which to build. It 1s an ordering system
within which we can deal with pieces and not
lose sight of the totality that contains
them. Logic is a way, an orderly way, to
include sensory response in a conscious pro-
cess.

IN SHORT...

LOGIC

makes
SENSE

b

(Organized knowing develops meaningful feel-
ing.)

LOGIC is both basis and context for order.

LOGIC is a guide for mental activity.

LOGIC is devoid of everyday linguistic
content...It has no semantics.

LOGIC is syntax rather than definition.

LOGIC is a structure for reason.

LOGIC is a series of operations or methodi-
cal transformations.

LOGIC is neither metaphysical nor philo-
sophical.

LOGIC is the basis of scientific
methodology.

LOGIC provides an organizational framework.

LOGIC is in flux.

LOCIC simplifies process.

15



The DESIGN
PROCESS

is a Problem-Solving:
JOURNEY

Gym teachers and geologists, writers and
e makers and motorcy-
levator operators,
X ans are all prob-
lem-solvers. Everyone is problem-solver.
Some just do it better than others, by de-
sign. By generating unigue and/or particu-
larly satisfying solutions, a designer is
said to behave creatively. Since problem-
solving is intertwined with living, you are
oblem-solving journey

truck farmers, movi

creative problem-solving (design) pro-
5 1s most easily understood as a sequence

stages or stopovers on a journey to a
ven destination. A full round-trip itiner-
offers experience at each of those
' alized through experi-
oriented travel in-
plication of incen-
actions and

intern

=

Barnes,

Churchman,




::??ﬂ;:aGETTIHG STARTED

initial intentions; accept the prob-
a challenge; allowing the

become the generator of process;

1L OL

GATHERING FACTS AND FEELINGS

Becoming familiar with the insides and

outsides of the problem; discovering what

the “world of the problem” contains.

DETERMINING THE DESTINATION
(ESSENTIALS FOR SUCCESS)

Determining the wmain issues of the problem;
T :

~eptualizing and clarifying aims, ends,

Al s £ g blem resolutrion.

Identifying all possible ways of realizing
the goals.

§\=b CHOOSING FROM THE OPTIONS

‘ompatring the lestinat
‘
1

LUrLl il i | |
ways of getting there; determining the best

match({es) .

TAKING ACTION

ti to the selected “bsst ways;”

intentions.

MEASURIMNG SUCCESS

Reviewing the journsy to determi
gree of success and its ove

was learned? How can the

experience be us
to make future travel more meaningful and/ox
enjoyable? 1 7



About ANALYSIS and
SYNTHESIS

When comparing varied approaches to problem-
solving it soon becomes clear that certain
common-denominators exist which unite them

11. In particular, two “basic” stages
emerge. The first is ANALYSIS or breaking
the whole into parts for closer examination.
The second is SYNTHESIS or resolving the

examined parts tc form a new whole.

analysisiisynthesis|

to apply what 1s learned from

s to form a Synthesis, a third con-
nective link or bridge is often suggested.
When included, the basic process becomes

analysisp definitior| synthesis

Further sub-divisicn becomes personal and
specific or dependent on the type of problem
considered. In general terms, Synthesis,; for
example, breaks down into idea-finding,

idea-selecting and action-taking. If Accep-
tance is added at the beginning and Evalua-
tion tacked onto the end, a sequence of
activiti evolves. That seven stage
is presented in the following pages.

l smton ” g [@ alY@]’@dln@].[Tdeatej.[Tsel ecMrlmglement llnil

If orderly thinking seems as if it might
hamper your creative freedom, try to realize
that most procedures can be viewed or ap-
plied in a variety of ways. How you see
something is largely up to you. Procedural
stages need not follow one another linearly
like coaches of a train where moving forward

depends on passing through successive cars
one at a time. There are other versions.



You might view the stages of p1
eed ac back and forth action where y«

forward without always looping ; G ohank
—— t_ on yourself; where progress only cccurs by
Lsﬁil‘ﬁ’l 1 looking backward before moving forward.
U analyze H
= {definc]my
= ideate] =y
Q:L deate
FB [
\

| T— _-;AJE —== —~—|Jselecti‘
'L_“_ LSS T—;z——‘::‘
\

\ - jlrl_:;_ij: fgfk,—f' "'—_—?-—\"*f:‘; = __;T—ﬁ,—__;—_-{evaluate
@
branChlng You might go on and on, nevsr stopping,

solving one problem after another or dealing
with the same problem again and
always getting a bit closer to

evaluate
®

ldeate

M‘ implement

anaIyLe
|5

Vdeate lideate] deatel
You might regard the design process as an

operation where certain events occuriring at
various stages determine more than ons con-
nection and progress to a resolution is more
expansive than direct.

® & @

@
Clrcular Of course the most natural way to view pro-

cess 1s as a scattering of piec

stage progressing concurrently w

’ g ﬁﬁ?’m Ry ers rather than‘as a connected ‘ 2

= events. . .morf: like a horse race- ‘ =aeh

‘;-r Y stage competing for attention-than like a

= mule-train - which is straight-forward and
6‘- £ Y linear but more eagily controlled.

‘ In all cases, the important thing to rea
is that although only cne horse may |
front at any moment, the others are

& part of the race and that each stage i:
ways in process, i.e., the problen-solver
~’\e’e rarely relieved from dealing with all
) of accepting, analyzing, defining, ids
deciding, acting, and evaluating throughout
the process.

In reality the conscious solving of problems
and the PROBLEM-SOLVING PROCESS does procesd
endlessly. The ultimate version would have
to be SPIRAL—a continuum of sequential
round-trips progressing ad infinitum like
entwined atoms within a DNA molecule.

21
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a word about

Problem-Solvin
Methods V'8

Because travel usually entails trying the
untried, it can at times be complex and
Learning ‘how to’ travel

/. Much like lecting
and overnight

] ind tailoring
lem and problem
within each

ng with their other supplies, experi
enced travelers (creative problem-solv
ers 1sually keep notes to remind them of

the best ways to get from place to place.

'h information regarding technique or
approach is called 'method.'’

DESIGN METHODS are practical ways for
getting from one design stage to another.
'reating your own design methods is easy

not be complex

thods is an ideal method in itself. It

18 a way to i1mprove remembering a par

with

needs for methods. mmon

metheod of making notes, for example, is
‘alled by dozens of different names.
s that complex prob-
mplex techniques while

are

ht be handled mc
i i of logic,
In

vart

niques in order




irist Traps

INTUITION CAN GET IN YOUR WAY

U and respect your intuition. It embod
es your background knowledge and is your
basic reference data-bank. Being insightful

9
guide to
t. Eo

is can

i

is to allow your past to serve as a
g future...but don't allow insigh

ol every decision. Fresh analys

1ige everything you think.

gh

TOOL UP IN ADVANCE. Don’t be caught with-
out your camera or other record-keeping de-
vice such as a notebook, sketchbook, re-
corder, etc. Good records often eliminate
the need to re-discover experiences over and
: ealizing their importance.

1g about an expe:

10d for learning i

rience is a
ts benefits and

OWVEIlL met

SLEEPING AT THE WHEEL

Don’t wait until you're half-way there tc
"nllt_ you’ve been missing much of the ac-

ion. Attempting to recreate experience
without “sensory notes” can cause you to
miss even more. KEEP ALL YOUR SENSES AWAKE
and yvou’ll increase the value and enjoyment
of any process.

PUNY TRAVELERS MISS A LOT

Problem-solving travelers need to rely on
both physical and mental health in order tc
function completely and properly. It's a
cinch that when you don't feel well, whethex
consciously or subconsciously, you won’
perate at full potential.

TRY TO STAY CALM by self-control. Too much

of fee or tea will only shatter your nerves.

SNACK CAUTIOUSLY. A high-protein peanut
butter sandwich can help you stay the course
longer than a high-energy short-lasting

DON'T EXPECT SUCCESS FROM WORK WITHOUT
REST. When tired, take a break. Then proceed
on vour journey with renewed energy.

BEWARE OF OVERVALUING EARLY SUCCESS.

51



After the inertia is broken there is usually
much more traveling to do. Similarly, if a
“first” idea is not properly evaluated in
terms of overall cbjectives and ends up be-
ing your ‘“only” idea, it can cause even more
trouble. Remaining conscious of the entire
PROCESS at every stage allows vyou to con-
sider new alternatives and to make your
limitations and your cbjectives as you go.

DON"T BE FRIGHTENED BY BIGNESS. There are
tools for dealing with all contexts, large
or small. Seek the tools that fit the task.
A consciously-applied PROCESS-METHOD combi-
nation can smooth out even the most un-
friendly or unfamiliar appearing situation.

EXPERIENCE IS THE BEST TEACHER. Relax and
learn. You will only be “at home” with what
you discover to be true yourself.

DON'T BE HALF-WITTED. Knowledge acquired

with age creates a tendency to cease explo-
ration and to become a KNOW-IT-ALL or SENSE-
IT-NOT. Remember that wholeness requires
both sensitivity and knowledge. It helps to
enhance curiosity, unigueness, doing the
unexpected and adventure. The older, more
educated and experienced you become, the
more you know and the less sense you imagine
to need.

THINK BEFORE YOU LEAP. Quick solutions to
unstudied and undefined problems can be even
more problematic after the fact. When prob-

Q

lem situations arise take some side trips to

1

Analysis and Definition before jumping to
answers and cecnclusions. Instead of asking
*What can I do about some apparent problem”
stop to guestion whether or not a true prob-
lem exists.

(]




Basic Methods

In the world of ways-to-do-things there
seems to be an unlimited number of varia-
tions on two fundamental methods:

Perhaps you’ll recognize the following basic
‘techniques’ in your persocnal behavior.

Trial and Error

The most basic of scientific methods is
known by all as ‘trial and error.’' If at
first you don’t succeed, try and try again.
Trial and Error is the seed that breeds hun-
dreds of simple and complex offsgpring.

Checklists

List-making has many variations including
checklists, lists of components or parts,
lists of purposes and reasons, lists of op-
tions and possibilities, lists of cautions
and fears, lists of things to do, etc., etc.
Brainstorming, possibly the most popular
among consciously applied design methods, is
a list-making technique.

Learning to make lists is fundamental to
becoming more methodical and process-aware.
Shopping lists and cother daily “to-do” lists
are good places to begin. Become a better
list-maker and you’ll be on your way to more
successful (creative) problem-solving.




Process Specific Methods

Like Nature with its dynamic changing sea-
sons, nothing is static about creative prob-
lem-solving. The dynamic alternation between
convergent and divergent thinking involved
in the following sequence of generic methods
is a ‘natural’ progression. Conscious ‘fo-
cus’ on any detail of a ‘big picture’ re-
guires that you first broaden your scope to
see the whole, then narrow down to see the
parts.

ACCEPTANCE

The start of any eventually satisfying jour-
ney is a willingness to go. I'LL BUY THAT
is the basic method. It requires assigning a
percentage of your assets to a particular
activity; narrowing (converging) choices
from everything potentially possible to the
few that are realistically doable. How you
get started is a personal matter. Knowing
what drives you to accept a challenge and
become involved becomes all-important to
success. Reward moves scme; some depend on
threat. Which will it be - a carrot or a
whip?

ANALYSIS

The basic method is WHAT'S INVOLVED?
Before you can develop an understanding of
any situation, you need to get the facts.
Often cloaked within the fuzzy issues of
initial problem statements, you'll need to
apply some variation of this method to un
cover them.

Finding facts and how they interrelate re-
guires searching for related
information...gquestioning all sides of the
situation...examining the
details...involvement in fair and impartial,
open-minded research. (Divergence)

DEFINITION

The basic method is ESSENCE-FINDING.

This convergence method involves the digest-
ing of information tc reveal “essential”
guidelines. When boiled down to the impor-
tant aspects or interrelationships, those
“essences” allow you to formulate a “con-
cept” or basis for further options, deci-
sions and actions. Once identified, the es-
sential ingredient (s) provides direction to
a successful conclusion. This key stage of-
ten requireg forming an attitude or taking a
stand.

34



LUEAT LTUN

'he next basic step, a divergent
IDEA-FINDING; the search for

“means” to translate initi

ity. The task is to elop

choices or “options.” Findinc ends
on your ability te widen your thinking from
the narrowed definitive stage that came
before it. Deferring judgment until a suf-

ficient number of options 1
all-important at this phase.

m

generated 1is

IDEA-SELECTION

The basic method, THE BEST WAY, entails
comparing what you want with what you can
have. From analysis you uncovered the
facts. From facts ycu determined essence.
With ideation, a variety of wavs (options)
to realize that essence was revealed. Where
before, ideas were without clear purpose,
they are now more or less meaningful in
terms of the ‘definitions’ stated. What
remains is to decide (converge) which of
those “ways” will best do the job.

IMPLEMENTATION
MAKE IT REAL!, the next basic method, is
another divergent experience. It evokes

action by formulating plans and translating
abstract ‘wvirtual’ thoughts and words into
concrete reality. It’'s almost like return-
ing to “Go” except vou now know where
you're headed and the path vou plan to
take. Making it happen can entail many more
decisions. It is here where sub-problems
are most likely to occur and where begin-
ning problem-solvers often lose sight of
the stages in the process that led them
this far...almost to the end.

EVALUATION

For the final convergent stage of the pro-
cess, the basic method is HOW'D I DO?
Since evaluation involves comparing aims
and intentions with attainment and achieve-
ment, it is here where plans for improve-
ment are formulated. But why wait until the
end to check on progress when ongoing
evaluation can serve as both guids and
travel companion throughout the journey?
ACCEPTANCE is the logical initial Design or

Which specific situation
bothers you ?

35



Some lessons le€arned

from Problem-
olving...by

experience

Don't believe everything you hear ...or
read.

If you haven’t been there before, you
may have to feel your way slowly.

Having been there before can stop you
from finding new ways to get there.

The solution of one problem might trans-
fer to other kinds of problems
Programmed process need not rule out
“chance.”

When Analysis leads to Definition, once
impossible situations turn into solvable
problems.

If you want insight, you have to break
through the surfaces of things.

Obvious answers are often the hardest to
E iirid

Different points of v
through different sets of eyes.

It is easy to look. To see takes effort.
Creative thoughts come f
‘fresh’ eyes.

seeing with

There are more ways than one to get to
the same place.

Facts and understanding are closely con-
nected.

One thing leads to another. Follow the
clues

Until translated into lessons, unpleas-
ant memories can block discovery.
Intuition is the subconscious accumula-
tion of past experiences. Great experi-
ences lead to deeper feelings.

211 experience is permanently locked in
the brain waiting to be call
vice.

b
led into ser-

113



by logic

1. A subconsciocus random sample of thoughts
can stimulate a need for order.

2. It makes sense to set limits to every
intention.

3. Thinking in itself does not evoke cre-
ativity which also depends on feeling

4. Trying to solve one thing is often ac-
complished by solving something else.

5. When you examine only part of a problem,
it’'s a good idea to keep the whole prob-
lem in mind.

[op

Proper assessment of all ideas is essen-
tial.

7. Losing your guide (security and habit)
is one way to discover new paths.

8. A successful problem solution is depen-
dent on the relationship of many sub-
solutions.

9. There is always some form of relation-
ship between all things.

10. The solution to one problem often opens
the possibility for new problems to
DECHY .

11. It is easier to reach a goal when the
path of objectives is clear.

12. A weak understanding can lead to an
ineffective conclusion.

13. Clear judgment requires clear standards.

14. The “playful you” is always there to
help when the “logical you” gets stuck.

15. Solving the components can solve entire
systems.

16. To determine the solution to a mystery,
you must find the essential clues.

17. Some problems require side-trips into
strange new territory before they can be
resolved.

18. Finding simple ways to deal with complex
situations is always possible.

19. Some problems are so connected to other
problems that they cannot be considered
by themselves alone.

20. A well-kept journal of a process pro-
vides an automatic product.

i



by planning

1. Principles and rules take many different
forms.

2. Experiments can be costly but worth
every cent.

L

Unrelated principles can block relevant
principles.

=

Unpleasant journeys leave few good
memories.

5. Perfect balance is theoretical. Reality
is dynamic.
6. Complex problems can be simply defined.

7. A unique point of view is often found
within existing points of wview.

co

Some things just can’'t be dealt with
properly when taken out of context.

9. Experience can sometimes lead to prema-
ture and incorrect conclusions.

10. Playing-around will at least get you
moving.

11. To learn by doing you must first get

started.

12. Clear thinking relies on balancing logic
with experience.

13. Unproven principles can get you into
trouble.
14. Expect the unexpected. Change 1is the

only constant.

15. Know what you don't know. Dealing con-
sciously with your ignorance develops
awareness.

fa
oy

Perception and reality are never equal.

17. Good record-keeping prolongs the appre-
ciation of experience.
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