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Abstract. In design professions like architectural design, engineering, product 
design, urban design, or systems design, it is important for business to innovate 
and solve problems creatively. However, peoples` creativity is not naturally in-
exhaustible and personal traits, biological conditions and several other external 
influences determine human ability to solve problems creatively. That makes it 
hard for profes

hypotheses. We further suggest an online experiment to evaluate our designs.  
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1 Introduction 

In today’s world, we are often faced with wicked problems. Therefore, we need new 
digital solutions that allow for a better tomorrow. Creativity is a crucial pillar in this 
regard to tackle those problems and innovate [1]. From that practical point of view, the 
practice of design is based on creativity, and further competitive advantage calls out for 
creative problem solving. In the realm of design practice and design professions like 
architectural design, engineering, product design, urban design, or systems design, it is 
important for business to solve problems and make decisions creatively. However, peo-
ples` creativity is not naturally inexhaustible. For example, personal traits, biological 
conditions, and several other external influences determine human ability to solve prob-
lems creatively [2]. Especially for design practice it is important to understand creativ-
ity as a resource that is never complete and perfect. 
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knowledge from prior experience in an inappropriate manner” [4]. To prevent or solve 
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them with open arms. Additionally, there are several objects placed in the room (e.g., 
pliers) that can be used. Most subjects were not able to solve the problem. The solution 
is that the pliers can be used as weight and pendulum to reach one of the cords, while 
holding the other one. Primary representation led the subjects to see the pliers as what 
they semantically mean. Primary representation means a direct relation to the reality, 
where the individuals only see the actual meaning (i.e., pliers are pliers). The ability of 
secondary representation led the subjects see the pliers as weights. Individuals` ability 
of secondary representation helps to see the real world in another way [4]. Further, the 
third ability of representation, the meta-representation helps to solve the problem and 
understand the pliers/weights as inspiration and part of the solution. In summary, sec-
ondary representation and meta-representation can help to change the perspective and 
leave the problem space to enter the solution space, which is shown in Maier’s study. 
Training the GAN. While traditionally designers and in our particular case architects 
rely on heuristics, and we stressed out the problem of individual experience and overall 
the concept of bounded creativity (i.e., fixation), AI as a statistical and data-based con-
cept seems to be promising [14, 15]. Machine Learning can help to enrich the individ-
uals’ repertoire and complement individuals’ intuition based on countless previous so-
lutions [16]
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present an expository instantiation [19] (Outcome D) to suggest an evaluation strategy 
[22]. The construction consists of three different activities: data acquisition, data anno-
tation, and algorithm training. We collected site plans of already published competition-
winning results. For data annotation, we considered the following elements of the site 
plans: surrounding buildings, existing buildings on the site, the site, the building, access 
to the building, and access to the site
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Fig. 2. Design Theory for AI-driven inspiration 
 
Evaluation. We will conduct an online experiment following a two-step approach (i.e., 
ex
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