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Abstract

Research output investigating the effectiveness of scenario planning has grown over
the years. However, a theoretical explanation of scenario planning effectiveness is not
documented in the literature. Additionally, scenario planning is often viewed as related
to creativity; yet the literature is slim regarding the relationship between the two.
Accordingly, this doctoral work investigated the effectiveness of scenario planning in
general and further specifically examined the role of creativity in scenario planning
effectiveness within the shipping industry.

This work addressed the identified gaps through three original scientific contributions
employing a mix of methodological approaches. First, a configurative literature review
of scenario planning effectiveness was conducted. Critical Interpretive Synthesis was
used for evidence synthesis. Synthesising the literature showed that several areas
desired by scenario planning were supported with evidence. However, it also affected
its users in undesirable ways. Scenario planning may not be for everyone, not in every
condition. Furthermore, the relationship between creativity and scenario planning was
not researched extensively. The literature was not able to inform the parties interested
in the role of creativity in scenario planning effectiveness for research and practice

purposes.

The case study findings showed that the maritime scenarios were not as creative as
Shell scenarios. It is revealed that the degree of creativity in scenario planning varied
depending on what was desired by practising scenario planning. Creative ideas played
a significant role in scenario planning projects that aimed to transform the maritime
scenario users’ understanding of a given issue. Creativity is also added value to the

scenario planning process.

Vi



Table of Contents

Declaration of Authenticity and Author’s Rights............ccccociiiiiiiii i
ACKNOWIEAGEMENTS......eoiiieee e ii
CoNnference PreSENTAtIONS .........ccuuieiiiie e e ciee e see et e e e snreeeeneeas v
N 01 1 - Uod PRSPPI SPRRPRRSI vi
TaDIE OF CONLENTS. ......iiieiiiee e e e et eesnteeesnreee s vii
S 0 0 1= ] £ SRS URRSPRRRTI xii
LISE OF FIQUIES. ...ttt ettt Xiv
List OFf ADDIEVIATIONS .....c.vvieeiii et XVii
Chapter 1: INTrOQUCTION ....c.uviiiiiiie e 19

1.1, INtroduCtion t0 WOTK ......c.veveiiiieiiiie e aaee e 19

1.2.  Introduction to scenario Planning .........cccooveiiieniiiiie e 22

1.3.  Setting the Scene: Shipping Industry, Strategic Thinking, Scenario Planning

AN CrEALIVITY ...eeiviie e e e e e e et e e e e snae e e snneeeanes 23
1.4, Statement of the Problem ..., 27
1.5, Statement Of PUMPOSE ....cc.viieiiie ettt 29
1.6.  RESEArCh QUESLIONS......cuvviieiiiiiee ettt ettt 31
1.7.  Research REFIEXIVILY .......coeoiiiiiii e 32
1.8, CONCIUSION. ..ottt 32

Chapter 2: Scenario Planning Effectiveness Literature Review: A Critical Interpretive
Synthesis 0f ReSearch EVIAENCE ..........ccoiuieiiiie i 35

2.1. Systematic Literature Review and Critical Interpretive Synthesis.................. 35

Vii



2.2. General Trends iN the LITEIatUIe ......oeeeeeeeeeeee e aaaes 36

2.2.1.  Study Design, Quality and Sample Characteristics..............c.ccoevvenne. 37
2.3, CIS FINAINGS. ...ttt 39
2.3.1.  The SynthesiSing ArgUMENTS ........cccviiiririieiee e 42
2.3.1.1.  Scenario planning as an enhancing ProCess............cccceerveerveerveannns 42
2.3.1.2. CRANGE....eie s 45

2.3.1.3.  Drawbacks and Requirements of Scenario Planning and Research..47

2.3.1.4.  Scenario Planning and Its Comparison with Other Long-Term

PIANNING TOOIS ...t 56
2.4. Discussion and Recommendations for Future Research..................cccve.... 58
2.5, Future Research DIreCtION.........cceevureeiiieesiiieesiie e s siee e seeesaeeesaee e 63
2.6.  Creativity and Scenario Planning Effectiveness.............ccccovvveeviieeiiinnennn, 69
2.7. CONCIUSION ...ttt ettt 76

Chapter 3: ReSArCh DESIGN .......vveeiiieeciee ettt e e saae e aee e 78
3.1. Business and Management Research OVErview............ccccooeveevvveeiineevinneenn, 80
3.2. Philosophical Stance of the WOrK ..........cccvveiiiiiiiiiciee e 82
3.3. Methodologies and Methods ............cooveeiiiec i 84

3.3.1.  Competing Methodologies and Methods...............cccoveeviive e e, 86

3.3.2.  Systematic Review and Critical Interpretive Synthesis....................... 96

3.3.3.  Pilot Study: Semi-structured interviews and thematic analysis.......... 106

3.3.4.  Multiple Case StUAY ........ccoveeiiiieiie e 120

3.3.5.  Quality Criteria for the Worki............ccccoeeiiiiiiiii e 163

viii



3.3.6.  CONCIUSION. ...ttt 167
Chapter 4: Comparative Qualitative Content Analysis FINdings .............cccevvveenne. 171
4.1. Results of Qualitative Content Analysis of Creative ldeas....................... 171
4.2.  Conclusion and interpretation of findings..........c.ccoceviiiiiiiiiiicien, 193

4.3. Discussions of Findings in Relation to Past Chapters and Future Research

Directions

Chapter 5: Scenario Teams’ Creativity Assessment and the Quintain Findings......205

5.1. Within-case Analysis Findings: Scenario Teams’ Creativity Assessment....205

5.2. Defining creativity in the scenario planning CoOntext...........cccoovevveiieenncene 231
5.3. TeNtatiVe ASSEITIONS ......ccvvieiiiieeiiieeeiieeeseeesiee e st e e st eessraeeesaeeesnreeeaneeeas 237
5.4. The QUINtAIN FINGINGS ...ccvvieiiiee e sneee s 248
5.4.1.  Transformed understanding .........cccceevieeeiiieeiiiee e 250
542, AAded VaIUB......cccoiiiiiiie e 257
5.4.3.  Issues within and around Creativity ............cccceevvveiiineciiie e, 260
5.4.4. Requirements for creativity in scenario planning effectiveness......... 266
5,45, CONCIUSION....ccuuiiiiiiiiiiiie et 280
5.4.6. Interpretation of Findings and DiSCUSSIONS...........cccccveevivveeiiieeeiiinnnn, 285
5.4.7.  Summary of FINAINGS........ccceiiiiieiie e 324
Chapter 6: Discussions and CONCIUSION ...........cociveiiiie i 327
6.1, INErOTUCTION ..ot 327
6.2.  Summary of FINAINGS........ccoviiiiie e 327
6.2.1.  Summary of Systematic Review Findings.........c..cccoeveeviveeiiineeiiinnnn. 327



6.2.2.  Summary of Exploratory Pilot Study ...........cccceviieiiiiiiiiiciie, 330

6.2.3.  Multiple Case Study FINAINGS .......c.cooveimiiiiiiiieiiiereenee e 331

6.3.  Implications fOr PraCtiCe .............cooviiiiiiiiiiieie e 343
6.3.1.  Implications for scenario teams and USEIS ...........cceerverrveiiieenneennns 343
6.3.2.  Implications for Scenario Consultants.............ccoovveriernieiiieniiennn, 345
6.3.3.  Implications for the Maritime Stakeholders............ccccoviiiininnnn, 349

6.4. Contribution to KNnOwIedge..........cooviiiiiiiiii 350
6.5, LIMITALIONS ...eoiiiiiiiiiiieie e 354
REFERENGCES ...ttt sttt nne s 360
APPENDICES ... oottt ettt ettt ar et 392
A.1. Appendix 1: Definition of TEIMS .....c.ooiiiiiiiiiiieiie e 392
A.2. Appendix 2: The Pilot Study FINAINGS .....cvveeiiieiiiieecie e 399
A2.1. The FINAINGS ..veeeiiieeiiie st rae e enee e 399
A2.2. Conclusion and Research DireCtions............ccoovervviienienienieiece e 422

A.3. Appendix 3: Systematic Literature Review Table of Scenario Planning

Effectiveness Research and Critical Appraisal FIndings............cccovevvvieviieennnen. 427

A.4. Appendix 4: Participant Information Sheet for the Shipping Industry
StAKENOITEIS ... 442

A.5. Appendix 5: Letter of Invitation to Potential Participants and Participant

Information Sheet for the Scenario Developers and USers............ccccoveevivveeiinnn, 450
A.6. Appendix 6: Multiple Case Study Interview Questionnaire ........................ 458
A.7. Appendix 7: Application of Worksheet 1 for the Cases Studies.................. 459



A.8. Appendix 8: Case REPOITS..........coiiiiiieriiieiee it 460

AL CASE . 460
ALBL2. CASE 4 ... 466
ALBL3. CASE B et 469
ALBLA. CASE 7 et 472
ALBE. CASE 8 .. 475
ALBLB. CASE 10 ... 479
ALBLT.CASE L3 .. 481
ALB.B.CASE 14 ... 484
ALBLO. CASE 15 .. 488
ALB.L0. CASE 16 ..t 492
AB.LL. CASE 18 ... s 495

Xi



List of Tables

Table 2. 1: Synthetic Constructs and Contributing Translations and Publications....41

Table 2. 2: Synthesising Arguments and Contributing Synthetic Constructs............ 42

Table 3. 1: Some approaches to qualitative and quantitative evidence
SYMENESIS . ..ot 91

Table 3. 2: List of Pilot Study PartiCipants ............cccoceerieiiieniieniece e 113

Table 3. 3: Different Philosophical Positions for Research and Their Implications for

the Use of Generic Styles of Thematic AnalysiS..........ccocvviieiiiinieiiieniciee e, 115
Table 3. 4: Generating initial codes in Thematic Analysis ..........c.cccoooviiiiiieinnnne. 119
Table 3. 5: Search Results of Maritime SCenarios...........cccovvverveenieiiie e, 126
Table 3. 6: Inclusion and exclusion criteria for maritime Scenarios...............c........ 126
Table 3. 7: Sampled Maritime Scenario PUblIiCations............cccccvevvveeviieesiiee s 134
Table 3. 8: Sampled Shell Scenario Publications...........cccceeviveeviie i 136

Table 3. 9: Example of included extracts from the scenarios and the categorisation

Table 3. 11: Example of discarded eXtracts ..........ccccccvvveeiiieeeiiie e 142

Table 3. 12: List of scenario publications’ names and the publishers/ scenario teams

WhO are iNVIted fOr an INTEIVIEW ... ..ot 149

Table 3. 13: List of participating interviewees, interview durations, projects and

NUMDBEr OF PArTICIPANTS ....vveiiiiiiie e 156

Xii



Table 4. 1: A summary of the sub-categories forming novelty and associated topics in
Set 1 Cases Maritime SCENAIO........oueeueerieriet e, 174

Table 4. 2: A summary of the sub-categories forming Novelty and associated topics in
Set 2 Cases MAritiMe SCENAIO .......ueuiueeeeiieeeiieeesieeeaiieeanteeeasraeeasrereesraeeesseeeaseeens 176

Table 4. 3: Set 1 Cases — Breakdown of ideas with novelty, utility and surprise, N
stands for novelty, U for utility and S for surprise. NXU indicates an idea being both
novel and with utility, NXUXS indicates an idea being novel, with utility, and

010 S]] o TR PP P PP PP PUPTRPRPP 186

Table 4. 4: Set 2 Cases — Breakdown of ideas with novelty, utility and surprise, N
stands for novelty, U for utility and S for surprise. NXU indicates an idea being both
novel and with utility, NXUXS indicates an idea being novel, with utility, and

K010 1] T PP UPR PP PTRPP 187
Table 4. 5: Descriptive statistics of two sets of case studies by word count............ 188

Table 4. 6: Breakdown of novelty, utility, surprise and creativity results between and

1o ORI KLY 0 T £ 190

Table 4. 7: Cross-set comparison of subcategories for novelty ...........cc.cccoveeieen 192

Table 5. 1: Cases retained for further investigation in this chapter

.......................................................................................... 207
Table 5. 2: Case 3 scenario team’s creativity assessment of their scenarios ........... 221
Table 5. 3: Interpretation of participants’ creativity definition through QCA ......... 234

Table 5. 4: Interpretation of participants’ creativity in SP context definition through

Table 5. 5: Theme-based assertion findings in six themes to explain the role of

creativity in SCENArio PlanNINg..........coveiiiii i 241

xiii



Table 5. 6: Thematic illustration of the quintain findings............cccccooviiiiiiennnene 249

Table 5. 7: Summary of the case objectives, perceived role of creativity in SP
BTTRCTIVENESS ..ottt et e e et e et e e r e e e e e anrre e 268

Table 5. 8: Summary of the case objectives, perceived role of creativity in SP
BITECHIVENESS ... 269

Table 5. 9: Summary of the case objectives, perceived role of creativity in SP

effectiveness Source: Author’s data colleCtion ........o.vvveveei i 273

Table 5. 10: Summary of the case objectives, perceived role of creativity in SP

BTTRCTIVENESS ...ttt e e et e et et e e ae e e nnra e e eree e 276
Table A. 1: Summary of themes

......................................................................................... 400
Table A. 2: Systematic literature review table and critical appraisal findings......... 441

List of Figures

Figure 2. 1: Theoretical Framework of Effective Scenario Planning........................ 60

Figure 2. 2:Research direction generator for scenario planning effectiveness research

U e ettt ettt e e e e e e e 85

Figure 3. 2: PRISMA flowchart of search strategy and outcomes................c......... 100

Figure 3. 3: The synthetic construct “Networking — collaboration” (boxes represent

ErANSIALION) ... e 104

Xiv


https://strath-my.sharepoint.com/personal/gokhan_gokmen_2017_uni_strath_ac_uk/Documents/V30%20Thesis%20Gokhan%20Gokmen.docx#_Toc115910934

Figure 3. 4: The relationship of a synthesizing argument to first, second and third order
constructs. CIS, Critical Interpretive Synthesis. ... 105

Figure 3. 5: PRISMA systematic review of the maritime scenarios........................ 127

Figure 3. 6: On the left: Process model of deductive category application (structuring)

— on the right: application of the model in the Work............ccccoooveiiiiiie e, 138
Figure 3. 7: Initial coding frame — main Categories..........cccovvvviriiiiieniie e 140
Figure 3. 8: Data analysis HHUSTration ............ccoovieiiiiiieiiiciie e 157
Figure 3. 9: Application of Worksheet 1 fOr Case 6..........cccccovvviieiiieiiieinieiiieninns 159
Figure 4. 1: Hlustration of subcategories and their connected categories................

.......................................................................................... 172

Figure A. 1.  Application of Worksheet 1 for the case

SEUAIES . . et e 459
Figure A. 2: Graphic design of Case Study 3.........cccveiiiieiiiire e 465
Figure A. 3: Graphic design of Case Study 4..........cccveviireiiiie e 468
Figure A. 4: Graphic design of Case StUdY 6...........cceeviireiiiieiiiec e 472
Figure A. 5: Graphic design of Case StUdY 7.........cccvveviireiiiee e 475
Figure A. 6: Graphic design of Case Study 8...........ccceevviveiiiie i 478
Figure A. 7: Graphic design of Case Study 10.........ccccccovreiiiiie e 481
Figure A. 8: Graphic design of Case Study 13.........cccccoovveiiiieiiiee e 484
Figure A. 9: Graphic design of Case Study 14..........ccccoovvveiiiiieiiiee e, 488
Figure A. 10: Graphic design of Case Study 15........ccccocvvveiiiieiiiec e 491

XV



Figure A. 11: Graphic design of Case Study 16

Figure A. 12: Graphic design of Case Study 18

List of Charts

Chart 2. 1: Number of publications by journals

XVi



List of Abbreviations

Abbreviations

3PL

CIS

CO2

COSCO

CTS

DRSPAR

EU

EV

GHG

IMF

IMO

LA

LCF

LNG

MSC

Full Words

Third-party Logistics

Critical Interpretive Synthesis

Carbon dioxide

China Ocean Shipping Company

Container Trade Statistics

Drawbacks and requirements of chosen scenario

planning approach and research

European Union

Electric vehicle

Greenhouse Gas

Intuitive logics

International Monetary Fund

International Maritime Organisation

La prospective

Low carbon fuel

Liquified natural gas

Mediterranean Shipping Company

Novelty

XVii



N/A

OESO

PIL

PMT

PS

QCA

SP

SPICOST

STM

SU

SWOT

TA

TEU

TRA

Not available/applicable

Organisation for Economic Cooperation and

Development

Pacific International Lines
Probabilistic modified trends
Port state

Qualitative content analysis
Surprise

Scenario planning

Scenario planning and its comparison with other

strategy tools

Scenario team member

Scenario user

Strengths, Weaknesses, Opportunities, Threats
Thematic analysis

Twenty-foot equivalent unit(s)

Theory of Remote Association

Utility

Xviii



Chapter 1: Introduction
1.1.Introduction to work

This work explores scenario planning in the context of effectiveness — the success of
producing outcomes as desired by scenario users. The author has systematically
reviewed the existing literature regarding the effect of scenario planning. A
configurative approach to synthesising the research evidence, Critical Interpretive
Synthesis, is applied. The author has further populated the review with purposive
sampling, e.g., hand-searching and cross-reference checks following a non-systematic
review approach. Scenario planning is perceived as an effective intervention by its
users. It is found effective for thinking, learning/unlearning, judgement, belief and
decision making, reducing cognitive biases, and firm performance. Additional
effectiveness areas such as scenario planning users have their voices heard, find
opportunities for networking and collaboration, and take action collectively are also
revealed. The CIS of research evidence also demonstrates that scenario planning brings
several side effects to its users and is found ineffective in several areas. Scenario

planning may not be for everyone, not in every condition.

The literature review also reveals several research directions. Creativity and its role in
scenario planning effectiveness is a research area that is under-investigated in the
literature. A qualitative exploratory study with the shipping industry stakeholders is
conducted to explore the relevance of conducting scenario planning research in the
industry and identify a research gap that does not only contribute to the scenario
planning literature but also to the strategic maritime literature. These aims are achieved
by investigating the stakeholders’ future-looking activities and strategy-making
practices. The study also discovers whether scenario planning is used by any of the
participants in the study. The findings have revealed that short, medium and long-term
thinking using various sources of knowledge and tools is utilised in the industry.
Strategy and decision-making are informed by forecasting, scenario planning,
brainstorming sessions and desk research such as maritime consultancy reports.

Published maritime scenarios are found very similar by a participant based on her
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previous experience with the scenarios and a scenario planning project she was part

of.

The author previously identified creativity as an under-investigated research area in
the scenario planning literature and made a similar observation to the participant; the
maritime scenario published by different organisations were very similar to each other.
Therefore, the author has decided to focus on the relationship between creativity and
scenario planning effectiveness within the shipping industry in the continuation of the

work.

Before investigating the role of creativity in scenario planning effectiveness, the author
first questions the creativity of maritime scenarios. The maritime scenarios are
compared for creativity against Shell scenarios. The author has approached creativity
following a three-dimensional definition; novelty, utility and surprise are looked for in
the scenarios. A comparative qualitative content analysis (QCA) of the scenarios is
conducted. Only secondary data — the scenarios — is used for this part of the analysis.
The findings demonstrate that novelty, utility and surprise are identified in every Shell
scenario. The number of creative ideas in Shell scenarios has not varied greatly across
the sample. The maritime scenarios, however, have not included creative ideas
frequently across the sampled publications. The lack of novelty and surprise in some

maritime scenarios has meant that such scenarios have zero creative ideas.

Lastly, a Stakian multiple case study is conducted to triangulate the author’s creativity
assessment of the maritime scenarios and further investigate the role of creativity in
scenario planning effectiveness. According to the maritime scenarios’ developers,
their scenarios are creative. However, similar to the author’s creativity assessment by
comparative QCA findings, the scenario teams’ creativity assessment has resulted in
the infrequent presence of creative ideas across the scenarios. The scenario developers
have brought up process creativity, which is another aspect of creativity, in the study.
The creative process is perceived as creativity and contributed to their subjective
assessment of their scenarios. Even when the scenario teams have not identified any
creative ideas in their scenarios, they have perceived the scenario development process

as related to creativity.
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Creativity plays a role in scenario planning effectiveness in two areas. The first area is
its role in transforming the scenario users’ understanding. Transforming scenario
users’ understanding is explained in three sub-themes: discovering beyond usual,
choosing and combining creatively, and reaching a shared understanding and taking
ownership of the scenarios. The second area is creativity’s value-adding function.
Examples of the added value function are artistic touches, humour, trust playfulness

and innovative idea development during the scenario development process.

The study findings assert that the role of creativity in scenario planning depends on
the scenario planning projects’ purpose — What is aimed with their application. The
projects that aim to transform the scenario users’ understanding of a given matter
utilise all three sub-themes. Those projects have reported their achievements and all
three sub-themes reported in the findings contribute to accomplishing them.

The projects that are not concerned with transforming the scenario users’
understanding utilise creativity as an added value and focus on choosing and
combining ideas creatively for scenario development. One of the main differences in
this group of scenario projects is that discovering beyond usual ideas is not observed.
Therefore, from the creativity viewpoint, the scenario development process relies on

choosing and combining ideas during the scenario construction stage.

This introductory chapter continues by providing the historical context of scenario
planning, demonstrating its position in strategic thinking, and linking it to the shipping
industry and creativity research. The research problems are also laid out in this chapter.
Several definitions are provided in the thesis to help readers unfamiliar with scenario
planning, creativity and maritime literature and they can be found in Appendix 1. The
rationale for choosing creativity and its relationship with scenario planning
effectiveness as a research gap is presented following the discussions on the state of
scenario planning literature in this chapter and further detailed at the end of Chapter 2.

The following section starts by introducing scenario planning to the reader.
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1.2.Introduction to scenario planning

MacKay and McKiernan (2018) trace the origin of scenario thinking to the early
Babylonians’ celestial science. The modern origins of scenario planning are found in
the work of Herman Kahn (MacKay and McKiernan, 2018; Bishop, Hines and Collins,
2007) and the RAND corporation (Barrella and Amekudzi, 2011; Bengston, 2019;
Bishop, Hines and Collins, 2007; Bradfield et al., 2005) and its application to business
at Royal Dutch Shell (Chakraborty et al., 2011). Pierre Wack’s Harvard Business
Review Papers (Wack, 1985a; Wack, 1985b) based upon his time at Royal Dutch Shell

have been frequently cited in the literature (Amer, Daim and Jetter, 2013).

Since RAND Corporation and Wack’s (1985a; 1985b) involvement in scenario
planning at Shell and his Harvard Business Review articles, interest in scenario
planning has grown (Volkery and Ribeiro, 2009). Open foresight (Schmidthuber and
Wiener, 2018; Wiener, 2018; Wiener, Gattringer and Strehl, 2020; Zeng, Koller and
Jahn, 2019) and the Coronavirus pandemic have further contributed to businesses’
ambition to discover future uncertainties. Current discussions around open strategy
and open foresight indicate an anticipated expansion of foresight tools, including
scenario planning and their more comprehensive application (Venugopal, Gokmen and
Sunner, 2021).

MacKay and McKiernan (2018) suggest that multiple definitions of scenario planning
are used interchangeably. For instance, a comprehensive literature review on scenario
planning by Amer, Daim and Jetter (2013) has included and presented a wide range of
scenario planning methods. Various terminologies exist in the literature, for instance,
scenario building, scenario planning, scenario techniques and scenario thinking
(Varum and Melo, 2010). Subtle differences are present in these terms, and scholars
acknowledge the differences but do not exclude them in the literature (Varum and
Melo, 2010; Amer, Daim and Jetter, 2013; Balarezo and Nielsen, 2017).

Chermack, Lynham and Ruona (2001) and, more recently, Crawford (2021) have
collated scenario planning definitions. Porter (1985, p. 63) defines scenario planning
as "an internally consistent view of what the future might turn out to be - not a forecast,

but one possible future outcome”. Ringland (1998, p. 83) defines scenario planning as
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"that part of strategic planning which relates to the tools and technologies for managing
the uncertainties of the future". Schoemaker (1995, p. 13) offers "a disciplined
methodology for imagining possible futures in which organisational decisions may be
played out" as a definition for scenario planning. Scenario planning is also described
as “a futures process that combines the creation of several stories of plausible futures
with the strategic responses required to deal with them.” (Adapted from McKiernan,
2012, cited in McKiernan, 2017, pg. 68). Finally, Schwartz (2012, p. 21) defines it as
"a tool for ordering one's perceptions about alternative future environments in which

one's decisions might be played out".

1.3.Setting the Scene: Shipping Industry, Strategic Thinking, Scenario Planning
and Creativity

The author’s background in marine transport and his interest in strategy have laid the
foundations of this scientific work. As an essential mode of transport (Duru, Bulut and
Yoshida, 2011), shipping plays a vital role in the global economy (Stopford, 2009). It
is capital-intensive (Omrani and Keshavarz, 2015), highly cyclical (Chen, Meersman
and Voorde, 2012, Chiste and van Vuuren, 2014, Nielsen et al., 2014), and is
composed of non-linear, uncertain, and behavioural factors (Duru, 2016, Greenwood
and Hanson, 2015). In an “unpredictable, highly volatile and competitive marketplace,
a capacity for innovative, divergent strategic thinking at multiple organisational levels
is seen as central to creating and sustaining competitive advantage” (Liedtka, 1998, in
Graetz, 2002, p. 32).

Mintzberg and Porter have central positions on the interrelationship between strategic
thinking and strategic planning. Mintzberg argues that strategic thinking and planning
consist of distinct thought processes. Strategic thinking is creative and strategic
planning is analytical. In contrast, Porter believes that analytical tools achieve strategic
thinking (Heracleous, 1998). Strategic thinking is characterised by synthesis,
divergent, creative, intuitive, and innovative, while strategic planning is logical,

systematic, conventional, prescriptive, and convergent (Graetz, 2002).

Both strategic thinking and strategic planning are needed — neither is sufficient without

the other. Creative, revolutionary strategies arising from strategic thinking still have
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to be implemented through convergent and analytical thought. However, strategic
planning is not able to create original strategies unless it promotes a “creative mindset
in the process, as in the case of using alternative scenarios for the future” (Heracleous,
1998, p. 486). Furthermore, strategic thinking is concerned with “exploring options”
whereas strategy development is with “making decisions and setting directions” and
“strategic planning is about implementing actions” (Voros, 2003, p. 13). Hax and
Majluf (1988) divide strategies into two camps, deliberate and emergent. Another
school of thought in the strategy domain is strategy-as-practise (Jarzabkowski and Paul
Spee, 2009; Fenton and Langley, 2011; Jarzabkowski, 2005).

Foresight is located under strategic thinking (Shoemaker, 1995) and scenario planning
is one of the foresight tools (MacKay and McKiernan, 2010; Rohrbeck, Battistella and
Huizingh, 2015; Tapinos, 2013; Lew, Meyerowitz and Svensson, 2018; Cook et al.,
2014a; Cook et al., 2014b; Hirsch, Burggraf and Daheim, 2013). Given that this work
focuses on scenario planning, strategic thinking that precedes strategic planning is at
the core of this research. Therefore, scenario planning as a foresight tool is closely
related to strategic thinking. Foresight is meant to unfold a broader range of
perceptions about the strategic options available, steering strategy-making towards a
potentially wiser direction. Foresight is related to exploration and options.

Implementing the options is the domain of strategic planning (\Voros, 2003).

Following the success of the Shell scenarios, scenario planning gained traction in
various environments, e.g., corporate strategy and policy making. Scenario planning
research has grown to an identifiable size (Amer, Daim and Jetter, 2013; Balarezo and
Nielsen, 2017; Varum and Melo, 2010). However, foresight and foresight tools such
as scenario planning have shortcomings. According to Bowman (2016), scenario
planning does not belong to a unifying theory and several scenario planning techniques
shift between a large number of frameworks. Scenario planning literature has
repeatedly reported that the methods used in scenario planning are chaotic and one
reason given for that is the insufficient theory (Spaniol and Rowland, 2018).
Furthermore, a recent discussion on the epistemological paradigm (Fergnani and
Chermack, 2020) and the comments received from various experts on scenario
planning, e.g. Cairns (2021); Hodgkinson (2021); Kishita et al. (2021); Minkkinen
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(2021); Miinch and von der Gracht (2021); Phadnis (2021); Schoemaker (2021), reflect
the domain’s current situation in terms of the reputable scenario planning experts’ non-

agreement on essential issues.

Several research papers have criticised SP’s shortcomings from different aspects.
These shortcomings of scenario planning are about its aims and how they are
sometimes not achieved through its application. Such criticism is based on the
scholars’ investigation of what scenario planning literature has promoted and what is
achieved in practice; for example, see Bartholomew (2007) on scenario planning
ineffectiveness for land-use transportation projects, and see Mason (2003) for the

scenario planning failure cases.

Despite its limitations, scenario planning is an alternative to linear thinking. It has
much to offer to the strategists, e.g., helping broaden horizons and think the
unthinkable (Wack, 1985a; Wack, 1985b). However, it is a practice-based approach,
and further research on scenario planning effectiveness is required. For instance,
Moats, Chermack and Dooley (2008) have pointed out the necessity of evidence
support for scenario planning effectiveness and recommended additional research on
the issue. Scientific support on why and how SP may or may not work is not
completely laid out in the literature yet but research output on the effectiveness of
scenario planning on scenario users has grown in the past few years (Burt and Nair,
2020; Phadnis et al., 2015; Schmitt Olabisi et al., 2016; Totin et al., 2018).

In terms of creativity, it is often misunderstood (Patston et al., 2018; Runco, 2010a)
so far that it has even been considered “deviant behaviour” by some people (Runco,

2010a, p.236). It is also often mistaken for only highly original or novel ideas.

Scholars and practitioners have yet to agree on a creativity definition universally. For
instance, single-dimensional, two-dimensional, and three-dimensional definitions of
creativity exist (Runco and Jaeger, 2012). However, Stein’s definition introduces the
notions that are mostly agreed upon. Those are a creative work is novel and accepted
useful or satisfactory by a group (Stein, 1953). Regarding creativity and scenario
planning, the latter is considered both science and art (Schwartz, 2012; Van der

Heijden, 2005). Amer, Daim and Jetter (2013) have laid out a summary of scenario

25



validation criteria, including creativity/ novelty necessary for validating the scenarios.
Considering one of the objectives of scenario planning intervention is challenging
mental models and introducing changes, novelty is a commonly used validation
criterion (Crawford, 2019).

Scenario teams may uncover a “novel” future state during the scenario planning
exercise. For example, Pierre Wack, a prominent figure in scenario planning, is known
for his role at Shell and for experimenting with scenario thinking (MacKay and
McKiernan, 2018) in the business setting for the first time states:

Scenarios deal with two worlds, the world of facts and the world of perceptions.
They explore for facts, but they aim at perceptions inside the head of decision-
makers. Their purpose is to gather and transform information of strategic

significance into fresh perceptions (Wack, 1985b).

These “fresh” perceptions make up the novelty in the scenarios. Wack (1985b)
continues: “This transformation process is not trivial — more often than not it does not
happen.”. This is where Wack also acknowledges that scenario planning does not
always lead to uncovering a “novel” future state. He concludes his thoughts: “When it
works, it is a creative experience that generates a heartfelt ‘aha’ from your managers

and leads to strategic insights beyond the mind’s previous reach” (Wack, 1985b).

The vitality of fresh perceptions as a signifier of the successful scenario planning
process, the “aha” moment, is apparent. Therefore, challenging conventional thinking
is another ambition for applying scenario planning to “reframe perceptions and change
the mindsets of those within organisations” (Wright, Bradfield and Cairns, 2013 pg.
633). Challenging conventional thinking can happen through exposure to non-

conventional ideas.

Boden’s (2010) approach to creativity identifies two different senses of “novel’ that
lead to the differentiation of P- level and H-level novelty. P- level novelty refers to the
occurrence of an idea to a person for the first time, whereas H-level novelty indicates

an idea new to human history. The P and H-level novelty perspectives are akin to
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subjective and objective novelty concepts — P- level novelty corresponding to
subjective and H-level to objective novelty (Kaufmann, 2003).

Scenario teams may not necessarily come up with H-level novel ideas, but instead with
P- level novel ideas, or there may not be any novel ideas. It has different implications
in consideration with Wack’s comments. In one scenario, there may not be any novel
ideas in the scenario development process; in another scenario, there may be multiple
P- level novel ideas: meaning new to the person who has it, which are then passed on
to other scenario team members. H-level appears to have the highest likelihood of
leading to an “aha” moment. However, conventional thinking can be challenged, and
“aha” moments can be observed in situations where P- level ideas are novel to the rest
of the scenario team and users. Experiencing the “aha” moment is closely associated

with novelty and surprise.

1.4.Statement of the Problem

Scenario planning is often not investigated for effectiveness (Wright, Bradfield and
Cairns, 2013). Although scholarship in scenario planning has grown over the years,
scholars have focused on why to exercise it and the recommendations for good practice
aspects (Varum and Melo, 2010). The problem concerning the lack of scenario
planning theory (Burt and van der Heijden, 2008; Burt, 2011; Chermack, 2004) has
improved over the years, but the theoretical explanation of scenario planning is still
considered insufficient by some scenario planning scholars, e.g. Spaniol and Rowland
(2018). Developing a unifying theory of scenario planning is still being pursued
(Crawford, 2019). Given the state of the SP literature, this doctoral work is not
concerned with developing a meta-theory of scenario planning. The author believes
that working towards the development of a middle-range theory of scenario planning
effectiveness is a step forward for practice and knowledge. Additionally, various
schools of scenario planning are observed in practice. Therefore, the author reckons
that instead of excluding a type of scenario planning school, scientific work can be

established in a unifying fashion including all schools.

In terms of scenario planning effectiveness and creativity, novelty is reportedly an

essential part of scenario planning (Amer, Daim and Jetter, 2013) and necessary for its
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effectiveness - including surprise (Van der Heijden, 2005, p.145). However, there is
not enough research on the role of creativity in SP’s effectiveness. Adding to this
unclarity, scenario planning scholars sometimes use creativity and novelty

interchangeably.

Regarding business and management research in the shipping industry, a recent
systematic review of the strategic management research literature in the maritime
industry has revealed valuable insights. Wang and Mileski (2018) have concluded that
strategic maritime management is an emerging discipline that closely resembles the
emergence phase of strategic management from decades ago. For instance, until 1990,
only three research papers investigated the industry from the strategic management
perspective. The dominant lenses in the past decades investigating the industry have
been the competitive advantage theory (Porter, 1997), the resource-based view
(Barney, 1991) and the dynamic capability theory (Teece, Pisano and Shuen, 1997).

Since the late 2000s, scenario planning has started receiving attention from the
maritime industry (Arctic Council, 2009; Corbett et al., 2010; Ruske et al., 2010;
Wartsila Corporation, 2010; Storgard et al., 2012; Dalsgren et al., 2013; Fang et al.,
2013; Wolters et al., 2013). However, maritime economics and forecasting models still
dominate the research in the industry, e.g., seaborne trade forecast, merchant fleet
forecast, and port throughput forecast (Fiskin and Cerit, 2021). Further research is
called for using qualitative techniques (Mansouri, Lee and Aluko, 2015) in scenario

planning investigating the maritime industry (Bathke et al., 2022).

A scientific investigation of scenario planning effectiveness and more specifically the
role of creativity in scenario planning effectiveness within the shipping industry is a
timely and relevant research area. A theoretical framework grounded in available
research evidence and further discovering the role of creativity in scenario planning
effectiveness would lay the ground for a middle-ranged theory of scenario planning

effectiveness.
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1.5.Statement of Purpose

This doctoral work addresses the identified gaps through original scientific
contributions employing a mix of methodological approaches. It constitutes a
necessary scientific inquiry on scenario planning effectiveness in general and further

explores the role of creativity in SP effectiveness within the shipping industry.

First, the work aims to understand better the effectiveness of scenario planning on
scenario users through critically synthesising evidence of the SP’s effectiveness on
scenario users in Chapter 2. The chapter presents an inductively developed theoretical
framework using the critical interpretive synthesis (CIS) approach to systematic
review. The CIS findings explain SP’s desired impact areas, requirements for effective
practices, side effects, ineffectual conditions, and comparisons between scenario
planning and other strategy tools. The CIS findings are further discussed and a research
agenda is presented.

Despite the reported relevance of scenario planning and creativity in the literature,
creativity is seldomly researched. The literature review of SP effectiveness has not
identified any research output that set out to test the role of creativity in SP
effectiveness. Therefore, in the continuation of Chapter 2, a brief literature review of
creativity is also presented to establish the position of creativity in scenario planning.
The review consists of the definitions of creativity and scholars’ approaches to
conducting creativity research. Contextuality of creativity and creativity assessment
are also discussed in the chapter. The chapter concludes with the chosen definition of
creativity which guides the remaining parts of the doctoral work and finalises the

research questions that are pursued.

An important side note about this doctoral work is that its industrial focus is the
shipping industry. The relevance of investigating scenario planning effectiveness
within the shipping industry is not established in the literature. Furthermore, the work
aims to contribute to not only scenario planning literature but also strategic maritime
management literature. The author aims to identify a research gap and offer scientific

findings that contribute to industrial knowledge and practice. Hence, the necessity of

29



an exploratory qualitative pilot study investigating the forward-looking practices of
the stakeholders has emerged. The investigation has aimed to

o explore the suitability of scenario planning research, and
e identify a research gap by discovering long-term thinking and strategy-making

approaches in the industry.

The findings can be found in Appendix 2. The study findings are decided to be
presented in Appendix 2 to sustain the focus of the work on scenario planning
effectiveness and creativity. In that way, it is judged that the reader would remain
focused on the primary issues this work is investigating.

Chapter 3 introduces the chosen research design to answer the research questions.
Methodologically, the original contributions presented across all chapters in this work
develop and present a tailored approach for pursuing a range of research questions
related to SP’s effectiveness and creativity and mechanisms to support evidence-based

management practices.

Chapter 4 aims to understand whether maritime scenarios are creative or not. The
maritime scenarios are compared against Shell scenarios for creative ideas.
Comparative qualitative content analysis is conducted to answer the related research
question. Maritime and Shell scenarios are identified systematically and selected
following theoretical and snowball sampling strategies. The author concludes the

chapter with his interpretation of the findings.

In Chapter 5, the work continues delving into creativity and scenario planning from an
effectiveness viewpoint, expanding on the previous chapter's findings by applying
Stake’s multi-case study approach. It is applied to further inquire into the scenario
team’s definition of creativity, their creativity assessment, their perception of the role
of creativity in scenario planning, and their perceived effectiveness of scenario
planning. The investigation provides further evidence on scenario planning
effectiveness and creativity-related components concerning the CIS framework,
drawing on the interviews with scenario developers, relevant documents, and scenario

publications.
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Chapter 6 proposes answers to the research questions significant for scenario planning
effectiveness and creativity, including its capacity to broaden horizons, thinking,
learning, decision-making, networking- collaboration, and the thought leader image of
the scenario users. Finally, the chapter presents the key learning points concerning the
research questions, findings, limitations, implications for practice and contribution to
knowledge.

1.6.Research Questions

Firstly, the work aims to better understand the effectiveness of scenario planning by
synthesising evidence of its effects on scenario users. Accordingly, the following
research question is directed:

RQ 1: What are the areas scenario planning is effective on scenario users?

Based on the CIS findings, the author has decided to conduct interviews with the
shipping stakeholders to discover whether scenario planning is a relevant research area
in the industry and further identify a research gap that contributes to industrial
knowledge and practice in addition to scenario planning effectiveness literature. Their
forward-looking and strategy-making processes are explored to achieve the aims. The

following research question:

RQ 2: How do shipping industry stakeholders make strategy?

is developed and answered. The findings of the study can be found in Appendix 2.

Following the CIS and exploratory qualitative study, the importance of investigating

the creativity aspect of scenario planning is revealed.

The continuation of the work utilises case-based approaches to answer the second

research question. The following research question:

RQ 3: Are maritime scenarios creative?

is answered by conducting a comparative qualitative content analysis.
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Finally, a Stakian multiple case study approach is taken to answer the last research

question:

RQ 4: What is the role of creativity in scenario planning effectiveness on scenario

users?

The next sections present research reflexivity and conclude the chapter.

1.7.Research Reflexivity

The motivation of this work is grounded in the author’s observations on the shipping,
and more broadly, the maritime industry, from 2009 to 2017. The author has a
background in marine transportation through training and work experience. First, the
author has experienced the aftermath of the 2009 Financial crisis as a newly enrolled
undergrad student in the department of maritime business administration. The
maritime industry's financial crises and cyclical nature have caught his attention
throughout his studies. Industrial research has been informed predominantly by
economics and accompanying forecasting methods. However, despite the
advancements in research output in the field, the decision-makers were constantly
labelled as short-sighted and prone to making inconvenient decisions (Duru, 2013;
Duru, 2016; Duru, 2018). Second, through his work experience, alas short, the author
has experienced the business side of the industry. His knowledge of the industry
players’ long-term thinking practices has expanded through business connections. In
his and business connections’ experience, most companies operating in the industry
were not taking a long-term view in their decisions. Third, as a stakeholder in the
industry, he was curious about the means of making strategies for the industry that
have the potential to eliminate or reduce incompetency in making decisions. Finally,
the industry has been going through a transitioning period. The author intends to learn

about the industry's current status and potential futures and reflect on them.

1.8.Conclusion

Scenario planning literature has grown over the years. Several approaches to practising

scenario planning have been documented. However, research investigating its
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effectiveness and advancing its theory is still required; the creativity aspect of scenario
planning is mostly neglected.

Positivist approaches dominate research on the maritime industry. The industry can
benefit from research positioned in a different paradigm, asking different questions.
Strategic management research in the maritime industry has not caught up with the
discipline’s full array of perspectives. As a result, foresight and especially scenario
planning research in the industry is minuscule. However, since the late 2000s, industry
stakeholders have publicly shared their scenario planning practices.

The work advances the theory by investigating scenario planning effectiveness and
specifically further the role of creativity in SP effectiveness. It lays the groundwork
for developing a middle-range theory by investigating SP effectiveness through
critically synthesising empirical findings. Also, particular attention to the creativity
perspective offers fresh scientific insights into scenario planning and strategic

maritime management literature.

In this chapter, the rationale of the doctoral work was presented. The historical origins
and the position of scenario planning in the strategy literature were introduced to the
reader, linking it to the maritime industry. The chapter further demonstrated the
rationale for choosing the initial research gap, and the other research questions that
emerged and answered were laid out. Given the work’s transdisciplinary® (Klein,

2008) nature, the author used several definitions relevant to scenario planning,

L In this work, the transdisciplinary nature of scenario planning as a foresight tool
(Bengston, 2019; Fergnani and Chermack, 2020; Frijns et al., 2013) is reflected in the
research questions and design through including several different disciplines, e.g.
creativity research, maritime research, management research, cognitive psychology, in
consideration with the various stakeholders in the maritime industry and grounding the

research based on stakeholder problem.
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creativity and the maritime industry. They are provided to the reader and can be found
in Appendix 1.

Chapter 2 presents the systematic review of scenario planning effectiveness literature
and the critical interpretive synthesis findings, answering the first research question:

RQ 1: What are the areas scenario planning is effective on scenario users?

The chapter reviews empirical research that was expressly set out to test the effect of
scenario planning on scenario users. Evidence is synthesised by the CIS method and
the findings are presented. Chapter 2 also offers a research agenda that the author has
considered for the continuation of the work. Given the focus of the work is later
decided to be scenario planning effectiveness and creativity, special attention to
creativity literature is paid and its relevance to scenario planning effectiveness is

demonstrated at the end of the chapter.
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Chapter 2: Scenario Planning Effectiveness Literature Review: A Critical
Interpretive Synthesis of Research Evidence

This chapter introduces the taken approaches to reviewing the literature and method
of analysis and presents the CIS findings and the discussions. The CIS findings
presented in this chapter answer RQ 1. The findings are divided into three sections.
The first section provides the reader with a descriptive overview of the literature,
detailing the research design of sampled publications and the choice of scenario
planning techniques. The second section presents the CIS findings. The third section
discusses the finding and makes recommendations for future research. The final
section introduces creativity literature to the work and discusses its place in scenario
planning effectiveness conceptually. Two research questions are developed at the end
of the chapter and answered in the continuation of the work.

2.1. Systematic Literature Review and Critical Interpretive Synthesis

The work follows a systematic and configurative literature review approach which is
then enhanced by merging the findings with a non-systematic review to increase the
explanatory power of the review. The review aims to answer RQ 1, develop a new
theoretical framework and offer future research directions. Critical interpretive
synthesis (CIS) is chosen as a method of analysis since it can facilitate those ambitions
(Depraetere et al., 2021; Dixon-Woods et al., 2006b; Entwistle et al., 2012; Flemming,
2009; Flemming, 2010; Moat, Lavis and Abelson, 2013). Configurative reviews are
interested in theory generation; the choice of methods is iterative, the review findings
are “emergent concepts”, and the review is used to increase the understanding of

whatever questions are directed to the review (Gough, Thomas and Oliver, 2012, p. 3).

Systematic reviews follow closely a “set of scientific methods that explicitly aim to
limit systematic error (bias), mainly by attempting to identify, appraise and synthesize
all relevant studies” to answer a specific research question (Petticrew and Roberts,
2008, p. 9). On the other hand, non-systematic reviews pursue a “more strategic and

adaptable approach to selection and extraction” (Cook, 2019, p. 55).
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In this work, the literature review adopts a systematic approach to reviewing the
literature to identify research output that explicitly set out to test the effectiveness of
scenario planning. Twenty-two research papers are identified in the process.
Systematic reviews can identify wide-ranging studies and condense information about
each study, finding research gaps and synthesising research results through meta-
analysis (Cook, 2019).

Following the systematic review and the application of CIS, the author further
populates the literature review by taking a non-systematic approach to increase the
explanatory power of the review. By doing so, the review gives more room for
discussing the scenario planning effectiveness literature. Non-systematic approaches
to reviewing the literature enable researchers “to reflect broadly upon a theme,
drawing upon research, frameworks, and philosophy both within their field and from
other fields” (Cook, 2019, p. 56). The author reveals several research directions based
on past research output, stemming from the research interest of the identified papers’
authors. However, restricting the research directions to past research interests could be
a barrier to investigating a fresh research area. An additional non-systematic approach
that supports the systematic and configurative review has meant that drawing from
other fields is made possible. Consequently, creativity is identified as an under-
researched area in the scenario planning literature. The author has merged the CIS
findings of the systematically derived research papers which are later enhanced by a
non-purposive review process with discussing the findings in the SP effectiveness and
creativity context. The overall process has allowed for conceptualising the

continuation of the work and development of RQ 3 and RQ 4.

The next section begins with presenting the general trends in the scenario planning
effectiveness literature; identified and sampled research papers’ authors, names of the
journal of publications, and research design characteristics of the review papers are
detailed.

2.2. General Trends in the Literature

The literature on scenario planning effectiveness has grown recently, but it is still

limited. Since the first publication by Schnaars and Topol (1987) and a few years later
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by Schoemaker (1993), the matter was not scrutinised systematically until the early
2000s.

Most studies analysed in this review paper are published in journals with high impact
factors. Only three journals, Elementa: Science of the Anthropocene (About the
Journal, 2022), Journal of Leadership & Organizational Studies (About this journal,
2022), and Human Resources Development Quarterly (Human Resources
Development Quarterly, 2022), are not present in the ABS ranking, with impact factors
of 6.053, 3.448 and 4.007 respectively (see Chart 3.1).

Number of Publications by Journals

Elementa: Science of the Anthropocene

Strategic Management J.

Human Resource Development Quarterly

The Accounting Review

Journal

J. of Leadership & Organizational Studies

J. of Behavioral Decision Making

Intl. J. of Forecasting

o
[

2 3
Number of Publication n=21

Chart 2. 1: Number of publications by journals

Source: Chart created by the author based on sampled research papers following the

systematic literature review process
2.2.1. Study Design, Quality and Sample Characteristics

Regarding the research design, most researchers applied a version of experimental
designs to test the effectiveness of the scenario techniques. Forms of the quasi-
experimental design were popular amongst the researchers where they applied a pre
and post-test, and the scenarios or scenario development processes were applied as an
intervention. Consequently, questionnaires were the most common means of data
collection.
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2.2.1.1.Sample Characteristics

Five out of twenty-one studies either partially or fully include students in their samples.
For example, of the six studies in which scenario thinking impact was evaluated, five
studies sampled students doing business degrees? (Meissner and Wulf, 2013; Min and
Arkes, 2012; Schnaars and Topol, 1987; Schoemaker, 1993; Sedor, 2002) and one
sampled psychology students (Kuhn and Sniezek, 1996). Sixteen out of twenty-one
studies sampled professionals® (Chermack et al., 2015; Chermack et al., 2017;
Chermack and Nimon, 2008; Glick et al., 2012; Haeffner et al., 2012; Johnson et al.,
2012; Marquitz, Badding and Chermack, 2016; Phadnis et al., 2015; Phelps, Chan and
Kapsalis, 2001; Sedor, 2002; Totin et al., 2018; Veliquette et al., 2012; Visser and
Chermack, 2009; Zegras and Rayle, 2012; Burt and Nair, 2020; Schmitt Olabisi et al.,
2016).

2.2.1.2.Scenario Schools and Study Designs

Few studies used the IL school of scenario planning, e.g., Schoemaker (1993), Zegras
and Rayle (2012), and Meissner and Wulf (2013)*. Among four studies where
researchers presented the scenarios to subjects®, three studies employed factorial
design (Min and Arkes, 2012; Schnaars and Topol, 1987; Sedor, 2002). Among the
four, one study presented loss vs. profit scenarios (Sedor, 2002), another study tweaked

the scenario development structure by asking participants to create scenarios in an easy

2 Sedor (2002) included various subjects in their experiments. For instance, in one
experiment, students were the subjects, and in another, couples engaged to get married

were the experiment subjects.
3 Sedor (2002) Experiment 1 only.

% In Schoemaker’s (1993) study, IL school scenario planning steps are executed in one

group fully, in another group from step one to four.

5 Delivered scenarios.
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two-step or five-step way, also altering the sense of accountability of participants as in
a high vs low ranking (Min and Arkes, 2012). The last study changed the scenario
structure to an optimistic, pessimistic and middle ground one (Schnaars and Topol,
1987). In the fourth study in which the scenarios were presented to subjects, an
increase, decrease and hybrid scenario were used (Kuhn and Sniezek, 1996).
Furthermore, three studies by Totin et al. (2018); Schmitt Olabisi et al. (2016);
Johnson et al. (2012) conducted participatory scenario planning workshops using I-
NSPECT for scenario generation (Olabisi et al., 2010). Finally, Phadnis et al. (2015)
adopted Schwartz’s scenario planning approach (Schwarz, 1991). They argued that
their study was not based on the Shell School for two reasons: a) lack of subject
accountability for the decision made; and b) it was a one-off application of scenario
practice. Interestingly, Shell’s approach, also known as Intuitive Logic school of

scenario development, was used only by a few researchers.
2.3. CIS Findings

The critical interpretive synthesis of the scenario planning effectiveness literature
included twenty-one® peer-reviewed publications. To make sure the analysis captured
all empirical findings of the reviewed literature, firstly an in-vivo coding was
administered. First cycle coding produced 2039 codes and further translated into one
another to produce a reduced number of themes, concepts and metaphors (Dixon-
Woods et al., 2006b; Flemming, 2009; Dixon-Woods et al., 2005). As a result, 375
translations were then processed through reciprocal translation analysis to produce 12
third-order constructs, also called synthetic constructs (see Table 2.1). Finally, four

synthetic arguments were constructed (see Table 2.2). These were:

e Scenario Planning as an Enhancing Technique

e Scenario Planning and Change

® The process initially included nineteen papers; the author later identified two more

research papers in 2021 which were published after the systematic review in 2018.
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e Drawbacks and Requirements of Chosen Scenario Planning Approach and
Research

e Scenario Planning and Its Comparison with Other Long-Term Planning Tools.

Theory development is an essential aspect of meta-ethnography research (France et
al., 2019). CIS is a method rooted in meta-ethnography and facilitates the development
of a theoretical framework.

Synthetic Construct Contributing Articles

The Perceived Role of | Chermack et al. (2017); Phelps, Chan and Kapsalis

Scenario Planning (2001); Schmitt Olabisi et al. (2016); Visser and
Chermack (2009)

Desired Impact of Scenario | Chermack et al. (2015); Chermack and Nimon

Planning (2008); Haeffner et al. (2012); Johnson et al. (2012);

Kuhn and Sniezek (1996); Meissner and Wulf
(2013); Min and Arkes (2012); Phadnis et al. (2015);
Phelps, Chan and Kapsalis (2001); Schoemaker
(1993); Sedor (2002); Totin et al. (2018); Visser and
Chermack (2009); (Burt and Nair, 2020; Schmitt
Olabisi et al., 2016)

Have Voice Chermack et al. (2015); Haeffner et al. (2012);
Johnson et al. (2012); Totin et al. (2018)
Networking/ Collaboration | Chermack et al. (2015); Haeffner et al. (2012);
Johnson et al. (2012); Totin et al. (2018); Visser and
Chermack (2009); Zegras and Rayle (2012)

Taking Action Chermack et al. (2015); Johnson et al. (2012); Min
and Arkes (2012); Totin et al. (2018)
Adverse/Unexpected effects | Chermack et al. (2015); Glick et al. (2012); Haeffner
/ No Influence Conditions | et al. (2012); Marquitz, Badding and Chermack
(2016); Meissner and Wulf (2013); Min and Arkes
(2012); Phadnis et al. (2015); Phelps, Chan and
Kapsalis (2001); Schnaars and Topol (1987);
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Schoemaker (1993); Sedor (2002); Totin et al.
(2018); Zegras and Rayle (2012); Schmitt Olabisi et
al. (2016)

Scenario Planning May Not
Be for Everyone

Glick et al. (2012); Kuhn and Sniezek (1996);
Phadnis et al. (2015); Zegras and Rayle (2012)

Measurement Issues

Chermack et al. (2015); Johnson et al. (2012);
Phelps, Chan and Kapsalis (2001); Visser and
Chermack (2009); Schmitt Olabisi et al. (2016)

Requirements of Successful
Scenario Planning Practices

Chermack et al. (2015); Haeffner et al. (2012);
Johnson et al. (2012); Kuhn and Sniezek (1996); Min
and Arkes (2012); Phadnis et al. (2015); Phelps,
Chan and Kapsalis (2001); Schnaars and Topol
(1987); Sedor (2002); Totin et al. (2018); Visser and
Chermack (2009); Zegras and Rayle (2012); Schmitt
Olabisi et al. (2016)

Scenario Planning

Practitioners & Prior

Experience and Knowledge

Phelps, Chan and Kapsalis (2001); Visser and
Chermack (2009)

Scenario Planning and Its
Comparison  with  Other

Long-Term Planning Tools

Meissner and Wulf (2013); Phelps, Chan and
Kapsalis (2001)

Table 2. 1: Synthetic Constructs and Contributing Translations and Publications

Source: Created by the author based on the CIS findings of the sample research papers

Synthesising Arguments

Synthetic Constructs

Scenario Planning as an

Enhancing Process

e The Perceived Role of Scenario Planning

e Desired Impact of Scenario Planning
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Change e Have Voice
e Networking — Collaboration

e Taking Action

Drawbacks and e Adverse/ unexpected effects/ No influence

Requirements of Chosen Conditions

Scenario Planning e Scenario Planning May Not Be for Everyone

Approach and Research e Requirements of Successful Scenario Planning
Practices

e Measurements Issues

Scenario Planning and e Scenario Planning in Comparison to Other
Its Comparison with Strategy Tools

Other Long-Term e Scenario Planning Practitioners & Prior
Planning Tools Experience and Knowledge

Table 2. 2: Synthesising Arguments and Contributing Synthetic Constructs

Source: Created by the author based on the CIS findings of the sample research papers

2.3.1. The Synthesising Arguments

2.3.1.1.Scenario planning as an enhancing process

This synthesising argument has been constructed around the perceptions of
participants on the effectiveness of scenario planning and the empirical research
findings that were gathered as a result of investigations on SP’s effect on a variety of

areas.

The Perceived Role of Scenario Planning

Analysis showed that the studies on the desired impact of scenario research had
approached the issue from psychological, organisational, and managerial perspectives.
Albeit enriching, researchers from different backgrounds did not always make enough
effort to put the pieces together. Consequently, they did not always consider their

predecessors’ results before starting their research. Additionally, it appears that
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scenario users and academics see the foundations and outcomes of SP differently.
While scenario users tend to focus on its tangible effects and outcomes, researchers
have paid particular attention to the interaction between scenario planning and
learning, thinking, cognitive biases, judgement and decision making, and firm

performance.

During the synthesis, the questions, “Why do organizations practise Scenario
planning? What do they expect from it? and What benefit do they think they derive
from it?” emerged and were posed. Analysis revealed that scenario users think of

scenario planning as:

e ‘“an effective intervention”,

e “good for testing robustness of strategies”,

e ‘“aforum to explore and communicate”,

e “provoking and helping see the bigger picture”,

e “allows vivid description and storytelling”,

e “helping users expecting the unexpected and performance increase in

organisations” (Visser and Chermack, 2009).

Furthermore, practitioners considered SP a helpful process in terms of its usefulness
for technological awareness and firm vision (Phelps, Chan and Kapsalis, 2001), an
opportunity to hear from diverse perspectives (Schmitt Olabisi et al., 2016) and a
potential means of improving organisational resilience (Chermack et al., 2017). Most
scenario users stated that scenario planning was a valuable component of envisioning
the future of their organisation for the next 3 to 10 years. The implementation of SP

for up to 25 years was also reported.

Available evidence supports the desired impact of SP on ‘learning’ (Haeffner et al.,
2012; Johnson et al., 2012; Totin et al., 2018; Schmitt Olabisi et al., 2016; Burt and
Nair, 2020); ‘unlearning’ (Burt and Nair, 2020); ‘thinking’ (Chermack et al., 2015;
Haeffner et al., 2012; Johnson et al., 2012; Phadnis et al., 2015; Schoemaker, 1993,;
Totin et al., 2018); ‘cognitive biases’ (Kuhn and Sniezek, 1996; Meissner and Wulf,
2013; Min and Arkes, 2012; Schoemaker, 1993; Sedor, 2002); ‘judgement and
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decision making’ (Chermack and Nimon, 2008; Johnson et al., 2012; Kuhn and
Sniezek, 1996; Min and Arkes, 2012; Phadnis et al., 2015; Schoemaker, 1993; Sedor,
2002; Totin et al., 2018; Visser and Chermack, 2009); and, on ‘firm performance’
(Phelps, Chan and Kapsalis, 2001; Visser and Chermack, 2009).

Desired Impact of Scenario Planning

Studies that have inquired into scenario planning’s desired effect on decision-making
have revealed interesting outcomes. Overall, available evidence suggests that scenario
planning affects both the individuals’ and the board of management’s decision-
making. For example, a research stream on cognitive biases and scenario planning
suggests that two cognitive biases reduced by scenario planning are the framing bias
and, under certain circumstances, the optimistic prediction bias. Additionally, scenario
workshop practitioners' decision-making styles and mental models were reported to be
changed towards a more flexible way of thinking. In addition to these, scenario
workshop practitioners' “systematic thinking”, “systemic thinking”, ‘“systems
understanding”, and “systems mental model” changes were investigated. Evidence of
an increase on all accounts was reported. However, observed changes were small to
medium across studies seeking scenario planning practitioners’ perceived scenario
planning workshop effectiveness in pre-post surveys and interviews. One study could
not provide evidence of increased systems thinking among scenario planning
workshop participants, pointing out the study's limitations as the reason. The CIS of
literature has revealed that most sampled papers had the learning through systems
thinking at the core of their research (Jackson, 2003; Meadows, 2008). While several
researchers have investigated learning through systems thinking, scenario planning
impact literature does not always clearly define systematic, systemic, and systems

thinking.

How learning, cognitive biases, and thinking are processed individually among the
scenario users and how desired impacts of SP manifest collectively in groups remains
unclear. Those are particularly important as the analysis has revealed that judgement,
belief, and decision-making changes occurred through the SP process and after its

completion. Findings echo Balarezo and Nielsen (2017), pointing out a knowledge gap
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in the processes that turn SP learning from the individual level into the organisational

level.

The sample of this review includes a range of scenario planning workshops and
scenario planning applications. Regarding scenario type and effectiveness, there is no
agreement on whether one way is superior to another and if so, which way is more
effective. A similar discrepancy was observed in scenario content, information
structure, and process interpretation. However, available evidence suggests that
developing scenarios from scratch — the developed scenarios — is favourable. Itis based
on two studies in which subjects who received scenarios prepared by other parties —
delivered scenarios — either partially or entirely rejected the scenarios (Phadnis et al.,
2015; Kuhn and Sniezek, 1996). Further discussion on this is presented under SP

ineffectiveness in this study.
2.3.1.2.Change

The synthesising argument “change” was developed based on the changes among
practitioners/subjects following scenario interventions and attempts to answer how
scenario thinking affects subjects after the intervention and what changes occur. This
synthetic argument suggests that scenario planning practitioners perceived themselves
as more resilient (Chermack et al., 2017). Other changes that were formed in synthetic

constructs are detailed below.
Have Voice

Some practitioners have shown improved empowerment’ (Haeffner et al., 2012). At
the end of the workshops, they felt that they counted, and their voices were heard
(Totin et al., 2018; Johnson et al., 2012).

" “Empowerment refers to the perception that employees are involved in setting the
agenda, able to take ownership in decision making, and are accountable to the

collective vision” (Haeffner et al., 2012)
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After scenario workshops, evidence of such behaviour change was playfulness and
humour, trust and openness, and the freedom elements of a creative organizational
climate (Chermack et al., 2015). Similarly, dialogue and inquiry® have been observed
to have increased after scenario workshops among the practitioners. More support for
the impact of SP on perceptions of conversation quality and engagement contributes

to the “have voice” synthetic construct.
Networking/Collaboration

The networking/collaboration synthetic construct emerged very clearly during the CIS
process. Practitioners who knew each other before scenario workshops had a chance
to reunite (Zegras and Rayle, 2012; Totin et al., 2018). Scenario workshops also helped
create new, rapid relationships (Johnson et al., 2012). Evidence of the impact of the
scenario workshop on perceptions of conversation quality and engagement and an
improved tendency to collaborate after the workshops was strong (Zegras and Rayle,
2012). Consequently, newly built and enhanced social networks transpired (Totin et
al., 2018). The scenario experience turned into knowing people, the practitioners could
contact, exchanging ideas (Johnson et al., 2012), creating networks, and collaborating
in different events (Totin et al., 2018). Social mental model increases in already
formed organisations and networks suggest improved inter-organisational
relationships (Chermack et al., 2015). However, not every new connection remained
intact, and some of the newly-met practitioners lost contact or stopped communication
(Totin et al., 2018). A scenario practitioner stated that relationship building was
minimal. Most of them knew each other, and shortage of time was an issue due to their

busy schedules (Johnson et al., 2012).

Scholars have previously brought up the required time for scenario development

processes through workshops, e.g. one or two-day workshops were considered too

8 “Dialogue and Inquiry refer to the extent to which the organization supports
employees to express their views whether they are questioning, giving feedback, or

experimenting” (Haeffner et al., 2012).
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little by some, though there has never been an agreement on the sufficient time frame.
More discussion on this is presented in the following parts.

Taking Action

Following scenario workshops, future events were organised by those newly-met
acquaintances (Johnson et al., 2012; Totin et al., 2018), such as committee members
developing programmes and addressing the subject matter (Johnson et al., 2012).
Moreover, the reported changes transcended practitioners’ professional lives and
impacted their daily lives. After a year following the scenario workshops, such changes
were still observed (Totin et al., 2018). In some cases, former scenario practitioners
reported lifestyle changes (Johnson et al., 2012). These results bear a resemblance with
Min and Arkes (2012); when planning an event is introduced in a scenario context,

participant behaviour change was observed.

Risk-taking, an element of creative organisational climate, increased after scenario
workshops. Apart from organising new events, scenario workshops spurred bolder,
new initiatives among already formed organisations (Chermack et al., 2015).
Nonetheless, there was no evidence for the effectiveness of scenario planning on
policy and policy-making. In the case of one-off scenario workshops, it may mean that

the opposite might be true (Totin et al., 2018).
2.3.1.3.Drawbacks and Requirements of Scenario Planning and Research

This synthesising argument is developed from the evidence on adverse-unexpected
effects, ineffectual conditions, measurement issues and requirements of scenario

planning.
Adverse/Unexpected Effects/ No Influence Conditions

Available evidence suggests there is an increased confidence optimism bias (Kuhn and
Sniezek, 1996; Schnaars and Topol, 1987) and optimistic prediction bias (Min and
Arkes, 2012; Sedor, 2002) rooted in SP contrary to the claims of some scenario
planning advocates. Even though a full application of scenario planning was suggested

to ensure its debiasing effect (Meissner and Wulf, 2013), some studies that applied SP
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entirely still reported those issues. One study proposed planning difficulty tweaking to
tackle the optimism bias (Min and Arkes, 2012). This suggested approach's

effectiveness and applicability to scenario development require further research.

As discussed, evidence suggests that scenario planning affects judgement, beliefs and
decision-making. However, it was also argued that scenario construction appeared to
alter beliefs but not always in a direction predicted by reason generation (Schoemaker,
1993). Another unexpected result of CIS was that the scenario user companies tended
to perform less successfully in customer services due to focusing on commercial return
(Phelps, Chan and Kapsalis, 2001). Glick et al. (2012) supported this occurrence, who
found that scenario planning intervention resulted in an increased ‘efficiency mental

model style’ among participants.

Scenario planning is found to be ineffective as a change management and grief
processing tool (Marquitz, Badding and Chermack, 2016). Results report an increase
in complex change and grief in participants after scenario planning interventions,
contrary to the researchers’ hypothesis. Organisational death looks at events such as
business failures, downsizing and site closures and is offered as a lens to study
organisational loss and grief (Bell and Taylor, 2011). It is applied in the scenario
planning study by Marquitz, Badding and Chermack (2016). The literature reports the
scenario planning and change management relationship conceptually (Van der
Heijden, 2005; Mclean and Egan, 2008; Chermack, 2011; Wilkinson, Kupers and
Mangalagiu, 2012). Marquitz, Badding and Chermack (2016) suggest that the
unexpected result might be potentially due to the scenario planning workshop
facilitation, e.g., workshops ended too soon. Further research on scenario planning and

its effectiveness as a change management tool is required.

In terms of forecast accuracy, scenario planning was compared with quantitative
forecasting methods and performed the least accurately (Kuhn and Sniezek, 1996; Min
and Arkes, 2012). It is expected from SP as it does not aim to forecast (Amer, Daim

and Jetter, 2013), and SP’s inferior forecasting accuracy for the short term was
anticipated (McKiernan, 2015).

The other areas in which the scenario technique was found ineffective were:
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e continuous learning (Haeffner et al., 2012)

e policymaking (Totin et al., 2018)

e the degree of surprise (Schnaars and Topol, 1987; Totin et al., 2018)

e no changes in some organisational climate variables (e.g. challenge and

involvement, idea-support, debate) (Chermack et al., 2015).
Scenarios Planning May Not Be for Everyone

Another issue observed in some cases in both single and multiple scenario
development is SP’s inability to change opinions (Glick et al., 2012; Phadnis et al.,
2015; Zegras and Rayle, 2012). After scenario workshops, some practitioners still
preferred the least favourable option. Phadnis et al. (2015) argued that if a decision-
maker had a high level of confidence in the judgement prior to a scenario intervention,
altering such knowledge was difficult. They further stated that that was the case,
especially when the scenario development was a one-off application. This situation
can, at least partially, be explained by mental models. Scenario workshop participants
with financial mental models were found to be the least affected by scenario
intervention in terms of opinion change (Glick et al., 2012). Similarly, Balarezo and
Nielsen (2017) have suggested looking into the SP team formation, function and
positioning. They are concerned with participant selection criteria such as optimal
background, experiences, and personalities. “Scenarios may not be for everyone” as a
construct appears to be linked to participant personality. In their recent study, Burt and
Nair (2020) have another explanation for 'unchanged opinions'. They emphasise the
importance of ‘unlearning’ to tackle deeply rooted assumptions within the
organisations, allowing them to ‘open up to new thoughts and ideas not previously

considered.’

Scenario planning also proved ineffective when subjects received scenarios that other
parties prepared, also referred to as developed scenarios. As a result, subjects partially
or entirely rejected the scenarios (Kuhn and Sniezek, 1996). This phenomenon was
observed by other researchers and articulated as disconfirmation bias - a condition of
scenarios being inconsistent with the participants’ ex-ante beliefs (Phadnis et al.,
2015).
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Measurement Issues

This synthesis has been formed around two types of measurement issues in scenario
planning research. One of them is rooted in scenario planning, and the other one is
rooted in the study design of sampled research papers.

The difficulty of measuring the success of scenario interventions is noted by both
experts and scenario practitioners (Johnson et al., 2012; Visser and Chermack, 2009).
Therefore, the approach taken in this study to measure SP’s effectiveness is its success

in achieving the objectives.

The synthetic construct “scenario planning as an enhancing process” reveals the
existence of currently available evidence on desired changes in participant thinking,
cognitive biases, learning, judgement, belief, and decision making. For instance, after
scenario workshops, some practitioners expressed how they “stopped thinking in
silos”, and they could see how their present behaviours could connect or affect the
future (Totin et al., 2018). There is also evidence for improved systematic thinking
(Johnson et al., 2012; Chermack and Nimon, 2008; Haeffner et al., 2012; Totin et al.,
2018) and understanding complexity better (Totin et al., 2018; Visser and Chermack,
2009).

Several aspects of measurement issues hinder substantial SP effectiveness claims.
Despite a low to medium increase in practitioner systems thinking and understanding
as reported by several research papers, Schmitt Olabisi et al. (2016) reports no
evidence on the issue. They suggested that the reason for not gathering evidence for
practitioner systems thinking change might have to do with their study design.
However, there could be other valid reasons for their findings. Similarly, another study
remained inconclusive regarding enhanced practitioner understanding of the subject
matter. They reported that scenario workshops were least effective at stimulating
systems understanding, among other factors, e.g. changes in practice, learning across
boundaries, networking (Zegras and Rayle, 2012). Even though practitioners
expressed changes in their understanding of the issue, pre and post-test results did not
identify a significant improvement in the shared understanding of the problem. A

discrepancy between qualitative and quantitative self-reported results and
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psychometric testing results was observed. Researchers’ approaches to systems
thinking and systems understanding also showed differences. While some researchers
emphasised systems thinking from a social learning point of view, others developed a
psychometric test reflecting on a general system understanding following the systems
thinking definition. It has meant one study focusing on the “organisations as an
organism” aspect inquiring into changes among participants on itemS such as
“organisations are best viewed as complex networks of interrelated components”, and
“people are critical components in a complex organisational system”. Additionally,
systems thinking was used as an umbrella term to refer to “systemic thinking” and

“systematic thinking”. The latter two were used interchangeably in one study.

Analysis cannot identify a rich account of the evidence for challenging status quo
thinking. In a study conducted by Johnson et al. (2012), three interviewees expressed
“breaking free from normal thinking”. Further information on to what extent and how
this was experienced would allow for a deeper discussion. Unlearning, inquiry and
(re)learning reportedly functioned to help challenge managerial assumptions through
a longitudinal scenario planning exercise (Burt and Nair, 2020). While the previous
research focused on learning, the role of ‘unlearning’ offered a newer perspective to
scenario planning effectiveness literature. Arguably, the closest experience to
challenging scenario participants’ thinking is thinking differently. Current evidence

supports thinking differently among scenario participants

e in the form of changing mental models (Glick et al., 2012),

e through decreased framing bias (Meissner and Wulf, 2013),

e about priorities of the elements discussed during the scenario practice (Johnson
etal., 2012),

¢ shifting understanding through learning (Totin et al., 2018),

all of which relate to challenging usual thinking in the form of “reframing perceptions
and therefore the mindsets” (Wright, Bradfield and Cairns, 2013). The challenging
status quo thinking phenomenon could be investigated in terms of creativity. However,
it appears that scenario planning researchers have not factored in creativity in their

empirical studies to investigate the effectiveness of SP on scenario users’ thinking.
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Creativity and challenging SP wusers’ thinking as well as shifting SP users’
understanding is a research area worthy of investigation.

Although evidence on enhancements in decision making, strategy development and
firm performance is not particularly rich, few studies have attempted to demonstrate
SP’s effectiveness in those areas. SP appears to motivate practitioners towards more
flexible strategies (Phadnis et al., 2015), foster communication in scenario users
companies for strategy making, provide means of testing strategy robustness through
storytelling (Visser and Chermack, 2009), and improve decision making (Phelps, Chan
and Kapsalis, 2001).

There is a growing interest in the validation aspects of future studies in general (Lehr
et al., 2017; Shala, 2015; Kuusi, Cuhls and Steinmuller, 2015b; Guimaraes Pereira,
Von Schomberg and Funtowicz, 2006; Kuusi, Cuhls and Steinmaller, 2015a).
However, almost none of the studies analysed in this review tested the scenarios
against factors such as plausibility, internal consistency, coherency, transparency,
creativity, novelty and surprise (Bradfield et al., 2005; Lehr et al., 2017; Van der
Heijden, 2005; Uruefia, 2019; Kosow, 2015; Greeuw et al., 2000; Walton, O’Kane and
Ruwhiu, 2019). Meissner and Wulf (2013) ran a consistency and plausibility test, but

other factors were missing.

Evidence shows that “a changed judgement is likely to become favourable if the
investment is found useful in the scenario” (Phadnis et al., 2015). Phadnis et al. (2015)
presented a single scenario to decision-makers for their decision-making on a real-life
investment plan. However, the researchers did not investigate whether their approach
caused a potential representativeness heuristic (Tversky and Kahneman, 1974). It is
also unclear in the study whether decision makers’ perception of the usefulness of the
investment plan concerning the scenario acted as a confirmation bias (Tversky and
Kahneman, 1974). Another critical aspect to consider is ‘usefulness’. Do the scenario
practitioners/users often approach the scenarios in terms of given future scenarios’
usefulness in relation to their ex-ante ideas and decisions? For instance, Phadnis et al.
(2015) presented a single scenario to a group of subjects different from those who

developed it. They concluded that “if a decision maker’s judgement of a long-term
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investment changes after evaluating it using one scenario, it will become (a) more
favourable of the investment if it is found useful for the scenario, and (b) less
favourable if it is found wasteful for the scenario”. However, the question of whether
practitioners in a scenario development process focused on the usefulness aspect of the
outcome (scenarios) in relation to their existing ideas and plans remained
undiscovered. Their study also does not differentiate whether the usefulness of the
ideas or the usefulness of the overall scenario was a criterion for the scenario
participants who rated highly for favourability when the scenario was perceived useful.
Nevertheless, scenario practitioners’ perception of usefulness in the development

phase should be researched further.

Most sampled studies neglected confounding variables®, and only a few recognised
their potential ill effects on study results. The confounding factor “company size”
required further investigation in one study. Even though the follow-up research
concluded that the size effect was minimal (Phelps, Chan and Kapsalis, 2001), other
confounding factors such as layoffs, merger and acquisition activity, changes in
leadership, and changes in organisational structure (Chermack et al., 2015) might have
discredited the results. Additionally, Wright, Bradfield and Cairns (2013) point out
that the study by Phelps, Chan and Kapsalis (2001) was criticised for methodological
weaknesses by Harries (2003). The criticism is directed to the case studies evaluating
scenario planning. Regarding Phelps, Chan and Kapsalis’s (2001) study, Harries
(2003, p. 802) finds the scenario users’ self-reports in the study not an objective
measure and considers the “mismatch between verbal reports and behaviour” a

weakness.

Phelps, Chan and Kapsalis (2001) acknowledge the same weakness in their study,
stating that subjective performance measures contributed limited value to the

literature. Their analysis revealed that where their study participants were tasked with

% «A variable that is related to each of two variables the results of which it to produce
the appearance of a relationship between the two variables. Such relationship is

spurious relationship” (Bell, Bryman and Harley, 2018, p. 590).
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responding to whether their understanding of a given topic after scenario intervention
was increased or not, subjective and objective results were different. However, as they
pointed out, such differences in findings might be due to participants not good self-
awareness. Burt and Nair (2020) emphasised the usefulness of a process approach to
scenario planning through a longitudinal study design. Further research on the various
desired impact areas of scenario planning employing subjective, objective, and

longitudinal studies is required.

Meissner and Wulf (2013) stated that there was evidence for SP’s debiasing effect on
overconfidence and confirmation bias based on the studies by Schoemaker (1993) and
Bradfield (2008). However, Kuhn and Sniezek (1996) reported contrary results to
Schoemaker (1993), which was not mentioned by Meissner and Wulf (2013). They
also referred to Bradfield (2008), stating his research paper provided empirical
evidence for reduced overconfidence and confirmation bias among SP participants.
However, the CIS of SP effectiveness literature review has not included the Bradfield
(2008) research paper for two reasons. Firstly, reported case study findings were
preliminary. Bradfield (2008) stated that finalised analysis was on-going and
scheduled to be published, and the interpretation of data was not complete. Secondly,
a critical appraisal of the study revealed missing information on the research design,

such as insufficient information provided about their data analysis.
Requirements of Successful Scenario Planning Practices

This construct attempts to explain and discover the “right way” of practising scenarios.
Evidence suggests an increase in cognitive biases. These are optimistic prediction bias
(Min and Arkes, 2012; Sedor, 2002), the overconfidence bias (Kuhn and Sniezek,
1996; Schnaars and Topol, 1987) and the emergence of the disconfirmation bias
(Phadnis et al., 2015). Furthermore, scenario planning was not able to accommodate
continuous learning (Haeffner et al., 2012), policy-making (Totin et al., 2018) and was
ineffective in terms of challenge and involvement, idea-support, and debates
measurement (Chermack et al., 2015). Additionally, the firms that use scenario
planning for strategy making appeared to perform poorly in customer satisfaction
(Phelps, Chan and Kapsalis, 2001).
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Participatory scenario planning studies suggested that lacking diversity in a group of
practitioners caused less successful scenario interventions (Johnson et al., 2012).
Further, practitioner groups that were too convergent or divergent might prevent
divergent views from flourishing (Zegras and Rayle, 2012). It may have implications
for creative thinking and SP’s effectiveness, as Van der Heijden (2005) suggested. It
was argued that the inclusion of higher-level actors is required for extensive networks.
Therefore, a careful selection of practitioners is essential (Totin et al., 2018). Scenario
planning appears to be effective in organisations where there is no hesitation about
true openness and acceptability of engaging in challenging conversations (Chermack
et al., 2015). These results emphasise the need for practitioners who are willing to
engage with each other in an open, challenging, and true manner so that different
opinions flourish and develop. Inviting subjects is also important for scenario planning
research. Results suggested that the subjects’ background in terms of professional
experience is not necessarily an influencing factor of effectiveness. However, concerns
on the education level - as it may affect subjects’ ability to express themselves in the
workshops - were articulated (Totin et al., 2018)'°. This potential complication
indicates a need for the criterion on sample selection for scenario planning studies
considering the importance of salient feedback for qualitative research. It is another

worthy future research area.

Scenario planning should be conducive to building a collaborative environment in its
scenario workshops, but there were instances where this did not occur. For instance,
this shortcoming has been confirmed by Zegras and Rayle (2012). However, apart
from discussions on why this was the case, this phenomenon has not been investigated
thoroughly. Some practitioners complained about time pressures, highlighting the need
for more extended periods to reflect on their learning, consider plans, and anticipate

possible changes at the end of scenario workshops (Totin et al., 2018). A perception-

10 Articulation of Totin et al. (2018) based on their findings with limited supporting

evidence.
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based study on scenario practitioners reported an increased idea-time!! factor for
elaborating new ideas (Chermack et al., 2015). The scenario planning literature needs
to examine the idea-time factor; for instance, is there an optimum number of

hours/days needed to be allocated to the scenario development process?

2.3.1.4.Scenario Planning and Its Comparison with Other Long-Term Planning
Tools

The synthetic construct “scenario planning and its comparison with other long-term

planning tools” was formed around:

e the variety of scenario planning approaches used,
e practitioners’ prior experience with SP and,

e practitioners’ prior experience with other strategy-making tools.

SP approaches varied in terms of how the scenarios were developed, their time horizon
target, the frequency of scenario updates, scenario team characteristics, and scope, e.g.,
business, industrial, competitor-oriented, and global. While some organisations had a
designated department for developing scenarios, others had an ad hoc approach,
limited to a one-off intervention. Regarding the professionals’ knowledge of scenario
planning, some of the non-scenario users in the control group had no prior knowledge
of a scenario technique (Phelps, Chan and Kapsalis, 2001). Companies that hired
strategy consultants mentioned Shell’s scenario planning approach (Visser and

Chermack, 2009).

Studies also revealed that most scenario planning users aimed for short-term planning
(Phelps, Chan and Kapsalis, 2001). However, a few prospected over 25 years. This

latter time horizon may be due to the employment of external scenario practitioners.

11 “The amount of time people can, and do, use for elaborating new ideas. When idea-
time is high people can explore and develop new ideas that may not have been included
in the original task” (Chermack et al., 2015).
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Such companies focus on technology, the environment, and customer behaviour
(Visser and Chermack, 2009). More than half of the study participants stated that they
revised scenario planning whenever they felt necessary (Phelps, Chan and Kapsalis,
2001). The revision process appears to be another issue in SP practice. Developing
future scenarios from scratch and revising what is already available are two different
activities. Having a set of scenarios and revising them might mean being anchored in
an already established mindset for the future. Should the scenarios be scrapped if the
world order is unexpectedly changed? For instance, if COVID-19 and other pandemics
are a new normal, should all the previous future scenarios be scrapped instead of being
revised? Are revisions as effective as developing the scenarios from scratch? The
scenario planning literature is unable to answer to those questions. Nevertheless, since
there are no guidelines on how to update the scenarios, this aspect of SP is also another

future research area.

Only a few studies investigated the firms’ strategic planning practices, and their results
focused on the effectiveness of scenario planning. Available evidence suggests that
scenario planning has increased decision quality more than traditional strategic
planning tools and appeared to be a better debiasing tool. However, other strategy-
making tools e.g., SWOT, Porter's five forces, and value chain, also showed a
debiasing effect (Meissner and Wulf, 2013). Nonetheless, research in this area is scarce

and therefore encouraged.

The CIS findings of the literature are presented in this section. In the next section, the
author presents the theoretical framework of scenario planning effectiveness in a
diagram, explains the logic behind its construction and discusses the findings and
provides the reader with recommendations for future research areas. The future
research areas are not presented at the end of the work but in the next section. The
author judged that laying out the potential research areas in this chapter that he
gathered as a result of the CIS process would illustrate his train of thought clearly. The
research design of the work is emergent. Therefore, the author made decisions central
to the work’s direction after answering every set of research questions and proposed

new ones to pursue.
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2.4. Discussion and Recommendations for Future Research

The critical interpretive synthesis of the literature explored the use of scenario planning
through synthesizing empirical studies that investigated the effectiveness of scenario
planning with qualitative, quantitative, and mixed methods. By applying the CIS
process, a critique of the perceived role of SP (effect, adverse effect, requirements)
and the limitation of SP is presented. The four synthesising arguments, “scenario
planning as an enhancing process”, “change”, “drawbacks and requirements of
scenario planning”, and “SP practice in business and comparison with other strategy
tools”, have demonstrated the sophisticated nature of scenario planning. In a previous
systematic literature review, Balarezo and Nielsen (2017) presented the state of
scenario planning literature in general. They constructed a conceptual framework
similar to this review and “represented a stylized understanding of the different
constructs and mechanisms underpinning scenario planning” (Balarezo and Nielson,
2017, p. 4). The qualitative analysis they applied evaluated the five impact areas of
SP: improved cognition, learning, strategic decision-making and organizational
performance, in a similar way to Chermack’s (2004) scenario planning theory.
However, this review was made possible by critically interpreting the evidence and
producing new insights and fresh ways of understanding the matter. The meta-
ethnography-based structure of CIS also allowed the development of a theoretical
framework. Synthesising arguments and constructs that have built the framework was

presented in the previous section of this chapter.

Figure 2.1 illustrates the theoretical framework of effective scenario planning. The
author has carefully positioned the reported effects of scenario planning based on their
reported temporal occurrence. The synthetic arguments and constructs are positioned
according to their temporal occurrences. Temporality is illustrated by four categories;
prior to SP process, during SP process, end of SP process, and post SP process. Prior
to SP process, depending on the applied scenario planning technique, indicates the
stage before the development of the scenarios or presentation of the scenarios. During
SP process indicates the stage where the scenarios are developed with the practitioners,
e.g. scenario workshops or the presentation of the scenarios to a group of people. End

of SP process indicates the stage where the scenario development with practitioners is
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concluded. The end of SP process category represents the time frame where the
practitioners are concluding the scenario development process before leaving the final
meeting. The author has constructed this category between “during SP process” and
“post SP process” to accommodate research evidence relevant to the practitioners’
networking and future collaboration efforts. Post SP process indicates the stage where
the scenario development process is concluded with the practitioners or the scenarios

are presented to study subjects/ scenario users.

The synthetic argument “scenario planning and its comparison with other strategy
tools” (SPICOST) is positioned under “prior to SP process” as it relates to the central
decision of choosing scenario planning or other strategy-making tools for long-term
thinking. Another synthetic argument, drawbacks and requirements of chosen scenario
planning approach and research (DRSPAR), is linked to SPICOST since research
evidence for choosing and practising SP effectively is built into the synthetic
argument. DRSPAR offers research evidence related to both before the SP process and
during the SP process and therefore positioned under them.

DRSPAR is also linked with two synthetic arguments; scenario planning as an
enhancing process and change. The reason for that is DRSPAR consists of suggestions
that can improve the effectiveness areas of SP. The linked synthetic arguments were

constructed around research evidence supporting the effectiveness of SP.

The synthetic arguments, scenario planning as an enhancing process and change are
positioned under during SP process, end of SP process and post SP process. The
effects of SP are reported in the literature starting with the development/ presentation
of the scenarios and after the scenario development processes. SP is found effective
for cognitive biases, thinking, learning and unlearning during the SP processes.
Desired changes in judgement, belief and decision-making are supported with research
evidence during and at the of the SP processes. Increased firm performance is reported

after completing the scenario planning projects.
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Source: Author’s illustration, based on the CIS findings
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SP practitioners reported that they had the opportunity to have their voices heard
during the SP processes. They also reported that they found the opportunity for
networking with each other during and at the end of the SP processes, some of which
resulted in starting and actualising future projects after the completion of the SP
projects. Therefore, collaboration and taking action are positioned under the post SP
process category.

Synthetic argument drawbacks and requirements of chosen scenario planning
approach and research is placed under post SP process as there is some evidence
reporting the drawbacks of scenario planning, e.g. side effects, ineffectiveness
conditions, after its completion.

Scenario planning was evaluated and empirically supported as an enhancing approach
in its impact on thinking, judgement, decision making, learning and firm performance.
Although the findings of subjective and objective measures suggested contradictory
results in some cases, the available evidence points out the existence of the scenario
techniques’ desired impacts. Mainly, scenario planning can be seen as a means of
empowering participants, letting them have their voices, joining in discussions, and
making them feel valued as individuals and valuable to the organisations they are part
of. In this regard, the perceived increase in resilience appears to be a relevant
phenomenon to “have voice”. Furthermore, in some cases, the networking
opportunities turned into future collaborations. Finally, scenario workshops were most

likely to change participant behaviour, both in their daily and professional lives.

The requirements and drawbacks of scenario planning were identified and further
interpreted in this review. In as much as SP’s desired effects were supported
empirically, the adverse and no-effect areas were also reported. Type, content,
information structure, and participants' interpretation of the scenarios emerged as
important issues. Experiments on the subjects by manipulating the scenario type
(developed scenario, delivered scenarios), content, and information structure resulted
in conflicting findings. However, the critical interpretative synthesis of literature has

revealed that study subjects’ perception of scenarios plays a significant role. The
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findings assert that scenario planning may not be for everyone. The requirements for

successful scenario planning were outlined in line with the findings.

Regarding the construct “have voice”, as this phenomenon occurs during the
application of the techniques, it is coded in during scenario process. The “Networking-
collaboration” construct fits at the end of and post scenario process. At the end of
scenario workshops, “networking” was observed, and further collaboration based on
these new contacts was carried on in some instances after scenario workshops. The
“Taking action” construct is detected after the end of scenario workshops. SP’s impact,
adverse effects, no effects, unexpected effects, and effects on cognitive biases,
thinking, judgment, belief, and decision making were observed during, and at the end

of scenario process*?.

The synthetic and second-order constructs derived from the scenario planning
effectiveness literature are not a complete guide and require enhancements. Several
authors recommended the temporal aspects of scenario planning for further research
(McKiernan, 2017; Phadnis et al., 2015). Have voice, networking-collaboration, and
taking action constructs appear to be the relevant-sequential-phenomena in scenario
exercises. Concerning the impact of the SP techniques, further research can help us

understand more about where a scenario intervention's influence begins and ends.

This review has presented the results of a critical synthesis of the available empirical
research on the desired impact of scenario interventions and used available evidence
to develop a theoretical framework of scenario planning effectiveness. Although there
is much research to undertake in this domain, this review should be considered the first
step to building a complete picture of the effectiveness of scenario planning. So far,

what we know is that it is not for everyone in every situation.

12 For the most part, scenario quality has been neglected in the papers reviewed.
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2.5.  Future Research Direction

Analysis has revealed multiple research directions that can be pursued in the
continuation of this doctoral research. One research direction is to enhance the
theoretical framework developed through the CIS of evidence by investigating
scenario planning projects. Another approach would be conducting a longitudinal
study to measure the desired impact areas of scenario planning over a longer time.
Experimental studies can also offer much-required evidence for us to understand the

effectiveness of scenario planning.

Analysis was based on produced research evidence by several researchers and
therefore limited to the thinking patterns of the sampled papers’ authors. Suggested
future research directions predominantly reflect the sampled papers’ authors’ thinking

but also introduce novel research areas.

Further research on the various desired impacts of scenario planning employing
subjective, objective, and longitudinal studies is required. Figure 2.2 demonstrates

various research directions. A maze metaphor was used to describe those directions.

The objective of foresight practices through scenario planning should be decided upon
entering the maze, e.g., scenario planning for strategy development, policy
development. The number of scenarios varies in practice, and therefore this is the
second decision researchers should make. The next decision is about the school of
thought. Various scenario planning schools are available, such as Intuitive Logic, La
Prospective, etc. The next part of the phase requires deciding on the scenario team/
practitioners’ role. Are the scenarios merely presented to subjects in the study or are
the subjects also part of the scenario development? This decision should be followed
by what specific SP impact area or areas are aimed to be measured. The final section
of the maze focuses on the quality criteria of the scenarios. Although it is not included
as a research area, the author wanted to emphasise that checking the scenarios against
criteria should be a standard approach and therefore placed in the maze. Other research

directions also emerged throughout the analysis.
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How learning, cognitive biases, and thinking are processed individually among the
participants and how desired impacts of SP manifest collectively in groups remains
unclear. The SP processes' knowledge gap that turns SP learning from the individual
level into the organisational level is still under-researched.

The sample of this study includes a range of scenario planning workshops and scenario
thinking applications. Regarding scenario type and impact, there is no agreement on
which approach is superior to another. A similar discrepancy was observed in scenario
content, information structure, and process interpretation. Nevertheless, available
evidence suggests that developing scenarios from scratch is favourable. For instance,
scenario planning was found ineffective in some cases when subjects received
scenarios that other parties prepared. As a result, subjects partially or entirely rejected
the scenarios (Kuhn and Sniezek, 1996). This phenomenon was observed by other
researchers and articulated as disconfirmation bias - a condition of scenarios being
inconsistent with the participants’ ex-ante beliefs (Phadnis et al., 2015). However,
further research comparing different approaches and a better understanding of the issue

IS necessary.

Scholars previously mentioned the required time for scenario development processes
through workshops; for instance, some considered one or two-day workshops too little.

Presently, there is no agreement on a sufficient time frame.

Analysis was not able to identify supporting evidence for the effectiveness of scenario
planning on policy and policymaking. However, scenario planning has been used for
decades for policy development (Volkery and Ribeiro, 2009). Therefore, a special
focus on the effectiveness of scenario planning should be paid for in the policymaking

domain.

Depending on scenarios, optimism bias might be counteracted by manipulating
planning difficulty, as one study proposed planning difficulty manipulation to tackle
the optimism bias (Min and Arkes, 2012). However, this suggested approach's
suitability for wider settings and effectiveness in scenario development require further

research.
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Figure 2. 2:Research direction generator for scenario planning effectiveness research

Source: Author’s illustration, based on the CIS findings

As suggested with “scenario planning may not be for everyone”, scenario planning

appears to be ineffective for some people. Being exposed to scenario thinking through

being part of scenario development or presented with future scenarios did not always

lead to changed opinions and judgement. For instance, scenario workshop participants

with financial mental models were found to be the least affected by scenario

intervention in terms of opinion change (Glick et al., 2012). This situation has several

implications. Previously, Balarezo and Nielsen (2017) suggested looking into the SP

team formation, function and positioning. They were concerned with practitioner

selection criteria such as optimal background, experiences, and personalities.
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Developing future scenarios from scratch and revising what is already available are
two different activities. Having a set of scenarios and revising them might mean being
anchored in an already established mindset about the future. Should the scenarios be
scrapped if the world order is changed unexpectedly? For instance, if COVID-19 and
other potential pandemics are the new normal, should all the previous future scenarios
be scrapped instead of being revised? Are revisions as effective as developing the
scenarios from scratch? The scenario planning literature is unable to answer those
questions. Nevertheless, since there are no guidelines for updating the scenarios, this
aspect of SP is another future research area.

Available evidence suggests that scenario planning has increased decision quality
more than traditional strategic planning tools and appeared to be a better debiasing
tool. However, other strategy-making tools e.g., SWOT, Porter's five forces, value
chain, also showed a debiasing effect (Meissner and Wulf, 2013). Nevertheless,

research in this area is scarce and therefore encouraged.

There is a growing interest in the validation aspects of future studies in general (Lehr
et al., 2017; Shala, 2015; Kuusi, Cuhls and Steinmuller, 2015b; Guimaraes Pereira,
Von Schomberg and Funtowicz, 2006; Kuusi, Cuhls and Steinmuller, 2015a).
However, almost none of the studies analysed in this review tested the scenarios
against factors such as plausibility, internal consistency, coherency, transparency,
creativity, novelty and surprise (Bradfield et al., 2005; Lehr et al., 2017; Van der
Heijden, 2005; Uruefia, 2019; Kosow, 2015; Greeuw et al., 2000; Walton, O’Kane and
Ruwhiu, 2019). Meissner and Wulf (2013) ran a consistency and plausibility test, but
other factors were missing. It is not so much of a future research area suggestion but a
recommendation for general scenario planning practices and future scenario planning
effectiveness research. Without knowing how well the developed scenarios achieved
plausibility, consistency, coherency, creativity, novelty, surprise, and transparency and

so on, it is challenging to investigate SP’s effectiveness in several aspects.

Another critical aspect to consider is “usefulness”. Do the scenario users often
approach the scenarios in terms of given future scenarios’ usefulness in relation to their

ex-ante ideas and decisions? For instance, Phadnis et al. (2015) presented a single
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scenario to a group of subjects different from those who developed it. They concluded
that “if a decision maker’s judgement of a long-term investment changes after
evaluating it using one scenario, it will become (a) more favourable of the investment
if it is found useful for the scenario, and (b) less favourable if it is found wasteful for
the scenario”. However, the question of whether participants in a scenario
development process, e.g., workshops, focused on the usefulness aspect of the outcome

(scenarios) concerning their existing ideas and plans remains undiscovered.

Participatory scenario planning studies suggested that lacking diversity in a group of
practitioners causes less successful scenario interventions (Johnson et al., 2012).
Further, groups that were too convergent or divergent might prevent divergent views
from flourishing (Zegras and Rayle, 2012). It may also have implications for creative
thinking and SP’s effectiveness, as Van der Heijden (2005) suggested. Furthermore, it
was argued that the inclusion of higher-level actors is a requirement for extensive
networks. Therefore, carefully selecting the scenario team/practitioners is essential
(Totin et al., 2018).

Scenario planning appears to be effective in organisations where there is no hesitation
about true openness and acceptability of engaging in challenging conversations
(Chermack et al., 2015). These results emphasise the need for practitioners who are
willing to engage with each other in an open, challenging, and true manner so that
different opinions flourish and develop. The subject selection is also important for
scenario planning research. Results suggested that the practitioners’ background in
terms of professional experience is not necessarily an influencing factor of
effectiveness. However, concerns on the education level - as it may affect
practitioners’ ability to express themselves in the workshops - were articulated (Totin

et al., 2018)3. This potential complication indicates a need for the criterion on sample

13 Articulation of Totin et al. (2018) based on their findings with limited supporting

evidence.
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selection for scenario planning studies, considering the importance of salient feedback
for qualitative research.

Although it is not very apparent at first sight, creativity's role in scenario planning and
scenario planning effectiveness is a research direction worth pursuing. This direction

was acquired through:

e the realisation that there is little evidence supporting the challenging status
quo thinking and breaking free from normal thinking phenomenon in the SP
effectiveness literature, and

e reading further on scenario planning validation criteria that emerged in the

analysis.

Analysis cannot identify a rich account of the evidence for challenging status quo
thinking. In a study conducted by Johnson et al. (2012), three interviewees expressed
“breaking free from normal thinking”. Unlearning, inquiry and (re)learning reportedly
functioned to help challenge managerial assumptions through a longitudinal scenario
planning activity (Burt and Nair, 2020). Further information on to what extent and how
it was experienced would allow for a deeper discussion. Creativity and challenging
status quo thinking and breaking free from normal thinking are relevant phenomena in
terms of scenario planning effectiveness. Additionally, creativity and its dimensions,
e.g. novelty, relevance and surprise, are considered part of the scenario planning
validation criteria. However, the author has recognised discrepancies in the positioning
of creativity, novelty, relevance and surprise conceptually. There are instances in the
literature where creativity and novelty are seen as synonymous while there is little
mention of how relevance and surprise are related to creativity. Therefore, the author
presents a brief creativity research literature review in the next section. The section is
aimed to introduce the essentials of creativity to the reader and highlight its importance
to scenario planning effectiveness and this doctoral work. The overall process has
allowed for conceptualising the continuation of the work and development of RQ 3
and RQ 4.
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2.6.  Creativity and Scenario Planning Effectiveness
Stein (1953) defines creativity for the first time in the literature. According to him,

the creative work is a novel work that is accepted as tenable or useful or
satisfying by a group in some point in time . . .. By ‘“‘novel’’ I mean that the
creative product did not exist previously in precisely the same form . . .. The
extent to which a work is novel depends on the extent to which it deviates from
the traditional or the status quo. This may well depend on the nature of the
problem that is attacked, the fund of knowledge or experience that exists in the
field at the time, and the characteristics of the creative individual and those of
the individuals with whom he [or she] is (Stein cited in Runco and Jaeger,
2012, p. 94).

Although scholars and practitioners have yet to agree on a creativity definition
universally, for instance, single-dimensional, two-dimensional, and three-dimensional
definitions of creativity exist (Runco and Jaeger, 2012), Stein’s definition introduces
the notions that are mostly agreed upon. Those are a creative work is novel and

accepted useful or satisfactory by a group 4.

Since Stein’s definition in 1953, numerous scholars and practitioners have offered
various definitions; however, novelty and usefulness tend to be accepted by most
researchers (Newell et al., 1962; Stein, 1974). For instance, Barron (cited in Amabile,
2018, p. 21) stresses two criteria by which acts may be judged as original: The response
"should have a certain stated uncommonness in the particular group being studied,”

and it must be "to some extent adaptive to reality".

Kaufman and Sternberg (2010, p. 467) have observed that creativity scholars agree on
the main aspects of a creativity definition based on novelty and quality. They further
explain that “creative work is original and somehow distinctive with respect to the

work with which it is compared”. The term quality they use refers to “the judgment of

14 Italicised by the author of this doctoral work.
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some reference group that the work is not merely novel, but also good, or perhaps even

useful, according to some reference group”.

Puryear and Lamb (2020) have reviewed the creativity literature, looking for any
changes in the definition of creativity from 2004 to 2020. They have observed that the
choice of definition across disciplines, e.g., business, education, and psychology,
varied. Overall, uniqueness and usefulness are the most used dimensions to define
creativity. While uniqueness and usefulness are most common in business and
creativity research, psychometric and measurement-based conceptions are most used

in psychology-based creativity research (Cayirdag and Acar, 2010).

Divergent thinking (Guilford, 1956) is a concept commonly used in psychology and
creativity research. It is defined as “the ability to produce various responses”
(Guilford, 1968 in Cayirdag and Acar, 2010, p. 3236). It is related to “searching or
going off in various directions” (Guilford, 1956, p. 274) and idea generation (Berg,
2016). A necessary clarification about divergent thinking is that it is not creative
thinking but is accepted as an indicator of creativity (Runco and Acar, 2012).
Therefore, divergent thinking tests are “useful estimates of the potential for creative
thinking” (Acar, Runco and Park, 2020, p. 39), but they do not measure creativity
directly.

Another related concept to divergent thinking is convergent thinking (Guilford, 1956).

The difference between the two types of thinking is:

“When individuals try to generate novel ideas, they engage in divergent
thinking, which involves searching for novel associations, combinations, or
perspectives that may be useful (Guilford, 1967). When individuals evaluate
ideas, they engage in convergent thinking, which involves applying criteria,
standards, and logics based on their priori knowledge and experience...” (Berg,
2016, p. 436).

In the past decades, the stakeholder defined definition of creativity has also gained
traction in peer-reviewed research articles. The contextual differences where the

creative action occurs impact the adapted definition of creativity, leading to variance
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in the defining properties of the term. The varying descriptions of creativity are
expected given the interdisciplinary nature of creativity. However, a “lack of precise
definition contributes to a science of creativity that is inconsistent... and limits
researchers from holding a shared understanding of what creativity is and what it is
not...” (Puryear and Lamb, 2020, p. 2).

Although novelty and usefulness appear to be commonly used elements to define
creativity, a summary of the discussions in the literature is not complete without
talking about a third dimension: surprise. For instance, Bruner (cited in Amabile,
2018, p. 21) stated that the creative product is “anything that produces ‘effective
surprise’ in the observer, in addition to a ‘shock of recognition’ that the product or
response, while novel, is entirely appropriate”. Until Bruner’s (1962) definition,

previous creativity definitions focused on:

e UNCOMMONNESS,
e novelty,
e usefulness, and

e adaptivity to reality.

Bruner (1962) is not the only creativity scholar arguing the importance of surprise in
defining creativity. In a recent study, Acar, Burnett and Cabra (2017) have concluded
that surprise is the second highest factor explaining a significant amount of variance
in creativity after originality in their research. Runco and Jaeger (2012) have also
previously observed that surprise was making a strong comeback. Recently, Simonton
(2012) has made a strong case for the inclusion of surprise in creativity definition,

suggesting a quantitative three criterion definition of creativity:

Creativity = Novelty x Utility x Surprise

Like Simonton (2012), Boden (2010) advocates surprise as part of the creativity

definition. However, she further differentiates three meanings of surprise:

1. “One may be surprised because something is statistically unusual, so contrary

to common-sense expectations — like an outsider winning the Derby.”
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2. “One may be surprised because one hadn’t realised that the new idea had been
a possibility all along — like discovering a beautiful village tucked away in a
hollow between two spurs of the motorway. (Its location had always been
marked on the map, but one hadn’t examined the whole map closely).”

3. “One may be surprised by something that one had previously thought
impossible, and which one still sees as utterly counter-intuitive. (here, think of
the events categorized by the religious as miracles, or imagine the impact on

non-physicists of the introduction of wireless, or television” (Boden, 2010,
pg.71).

Her approach to creativity also identifies two different senses of “novel’ that lead to
the differentiation of P- level and H- level novelty (Boden, 2010). P- level novelty
refers to the occurrence of an idea to a person for the first time, whereas H-level
novelty indicates an idea new to human history. Drawing from Boden’s terminology,
Suwa, Gero and Purcell (2000) have introduced a third perspective; S-level — situated-
invention. The underlying basis of the S-level perspective is that “designing is a
situated act; designers invent design issues or requirements in a way situated in the

environment in which they design” (Suwa, Gero and Purcell, 2000, p. 539).

Similarly, Sosa and Gero (2003) have introduced situated creativity, arguing that “the
socio-environmental conditions within which the design practitioners produce such
(creative) solutions equally define, constrain, and facilitate their creative practice”
(Sosa and Gero, 2003. in Nguyen and Shanks, 2009, p. 656). The researchers using the
third category appear to position novelty between the personal and historical level: in
the society that exists when performing a creative task. The P and H-level novelty
perspectives are akin to subjective and objective novelty concepts — P- level novelty

corresponding to subjective and H-level to objective novelty (Kaufmann, 2003).

Finally, five strands of creativity are identified in the literature: person, products,

places, processes (Runco, 2010b) and persuasion (Simonton, 1995).

The discussions in the creativity literature demonstrated so far have three important
implications for this doctoral work. Firstly, similar to designers, the scenario teams are

bounded to the environment in which they are situated. Therefore, when assessing the
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scenarios for creativity, the environment that scenario teams are in should be
considered. The issues, environment and requirements call for thinking about the
context during the assessment. Secondly, “the creativity involved in producing
subjective novelty is just as genuine as that involved in objective novelty” (Kaufmann,
2003, p. 237-238). Kaufmann (2003, p. 236) explains the subjective and objective
novelty discussions with the following: "a general theory of creativity can be
developed through the controlled study of the conditions that facilitate or inhibit
creativity in tasks requiring subjective novelty”. Therefore, conducting a subjective
creativity assessment of the scenarios with the scenario teams is a proper scientific
investigation like the objective creativity assessment of the scenarios is. It also allows
for considering the context during the research. Lastly, creativity can be investigated
in terms of person, products, places, processes and persuasion. In the scenario planning
context, the author takes the scenarios as creative products and the scenario planning
exercise as a creative process. Therefore, the scenarios can be assessed for creativity,

similar to the assessment of other creative products.

Despite the relevance of creativity in scenario planning, creativity is an under-
researched area in scenario planning. Scenarios are not previously investigated for
creativity. Accordingly, based on the creativity and scenario planning literature

review, RQ 3 is developed, asking

“are maritime scenarios creative?”’

The author takes the scenarios as creative products and assesses their creativity. The

findings are presented in Chapter 4.

Regarding scenario planning effectiveness and creativity, scenario planning is
considered both science and art (Schwartz, 2012; Van der Heijden, 2005). Amer, Daim
and Jetter (2013) have laid out a summary of scenario validation criteria, including
creativity/ novelty necessary for validating the scenarios. Considering the role of
scenario planning intervention is challenging mental models and introducing changes,

novelty is a commonly used validation criterion (Crawford, 2019).

73



The scenario team may uncover a “novel” future state during the scenario planning
exercise. For example, Pierre Wack, a prominent figure in scenario planning, is known
for his role at Shell and for experimenting with scenario thinking (MacKay and
McKiernan, 2018) in the business setting for the first time states:

Scenarios deal with two worlds, the world of facts and the world of perceptions.
They explore for facts, but they aim at perceptions inside the head of decision-
makers. Their purpose is to gather and transform information of strategic
significance into fresh perceptions (Wack, 1985b).

These “fresh” perceptions make up the novelty in the scenarios. Wack continues: “
This transformation process is not trivial — more often than not it does not happen.”.
This is where Wack also acknowledges that scenario planning does not always lead to
uncovering a ‘novel’ future state. He concludes his thoughts: “When it works, it is a
creative experience that generates a heartfelt ‘aha’ from your managers and leads to

strategic insights beyond the mind’s previous reach.”

The vitality of fresh perceptions as a signifier of the successful scenario planning
process, “Aha” moment, is apparent. Therefore, challenging conventional thinking is
another ambition for applying scenario planning to “reframe perceptions and change
the mindsets of those within organisations” (Wright, Bradfield and Cairns, 2013 pg.
633). Challenging conventional thinking can happen through exposure to non-
conventional ideas. Drawing from the creativity literature, the author of this doctoral
work argues that P- level novelty can invoke non-conventional ideas, new to the person

but not necessarily to the history.

Scenario teams may not necessarily come up with H- level novel ideas, but instead
with P- level novel ideas, or there may not be any novel ideas at all. It has different
implications in consideration with Wack’s comments. In one scenario, there may not
be any novel ideas in the scenario development process; in another scenario, there may
be multiple P- level novel ideas: meaning new to the person who has it, which are then
passed on to other scenario team members. H- level appears to have the highest
likelihood of leading to an “aha” moment. However, conventional thinking can be

challenged, and “aha” moments can be observed in situations where P- level ideas are
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novel to the rest of the scenario team and users. Experiencing the “aha” moment is

closely associated with novelty and surprise.

Accordingly, the author develops RQ 4 based on the scenario planning effectiveness
and creativity literature review findings. The following question is developed:

What is the role of creativity in scenario planning effectiveness on scenario users?

Before concluding this chapter, the author observes the need for establishing several
definitions related to creativity. Although a definition of creativity in scenario planning
or foresight context is not provided in the literature, establishing a definition of
creativity to guide the work that includes surprise is apparent. Scenario planning and
creativity are not well researched and documented in the literature; few studies have
investigated the relationship between the two. The approach to research creativity has
a lasting impact on scientific inquiry (Puryear and Lamb, 2020). Therefore,
establishing a sound strategy to study creativity is crucial. Accordingly, the author has
come up with his definition following the creativity and scenario planning literature

and used the following definitions to guide the work:

“Creativity is an idea that offers novelty, utility and surprise to the person producing
it. Such an idea can offer novelty, utility and surprise to a person who has not produced

but encountered it.”

“Creative scenarios are the future narratives created through scenario planning that has
novelty, utility, and surprise in a single idea, and such ideas are present across the

scenario narratives.”
The novelty, utility, and surprise definitions are presented below to prevent confusion.

Novel: Of a new kind or nature; not previously imagined or thought of; (now) esp.

interestingly new or unusual (OED, 2" meaning)
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Utility: The fact, character, or quality of being useful®® or serviceable; fitness for some
desirable purpose or valuable end; usefulness, serviceableness. (OED, 1% meaning)

Surprise: Something that takes one by surprise; an unexpected occurrence or event;
anything unexpected or astonishing (OED, 3" meaning)

2.7. Conclusion

This chapter presented the CIS findings of research evidence and further introduced
the essentials of creativity to doctoral work. Findings pointed out the necessity of
assessing the scenarios for creativity and further exploring the role of creativity in

scenario planning effectiveness on scenario users.

There are several facets to creativity. For instance, creativity can be investigated as a
process, product, person, place or persuasion. The author takes the scenarios as
products and suggests they can be investigated for creativity. Another critical decision
in researching creativity is clarifying its definition in the research context. The author
follows the approach of Simonton (2012) for creativity assessment. Boden (2010) is
influential to the doctoral work regarding the P and H- level novelty differentiation she
offers. The perspective MacKay and McKiernan (2010) take on creativity in their
scenario planning paper also influenced the author while developing a definition of

creativity in the scenario planning context to guide the work.

The creativity definition that the author created guides the rest of the work.
Accordingly, the future scenarios developed for the maritime industry are assessed
following a three-dimensional creativity assessment. It has meant assessing the

scenario narratives for ideas that have novelty, utility, and surprise. The contextuality

15 Usefulness: The state or condition of being useful or serviceable; utility,

serviceableness (OED, 2" meaning)
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of creativity also suggests that employing a research strategy accommodating the
situated factors during scenario planning, the context, is necessary.

Chapter 4 presents the multi-case study findings, starting with the author’s subjective
creativity assessment of the maritime and Shell scenarios, answering RQ 3. The
findings are further interpreted and discussed in the chapter's conclusion. RQ 4 is
answered in Chapter 5. Before sharing the findings, the author presents the research
design in the next chapter.
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Chapter 3: Research Design

This chapter presents the work’s research design. An overview of business and
management research is given by introducing common research design elements to the

reader. In doing so, the author demonstrates his approach to designing the research.

Ontological and epistemological positions taken in the work are presented. It is
followed by introducing the competing methodologies and methods the author has
considered for the research. The choice of methodologies and their associated methods
are clearly stated and the underlying reason for the choices is explained. Finally, the
author illustrates how the chosen approaches are applied in the work.

First, the work utilises a systematic literature review methodology to answer RQ 1,
establish a new theoretical framework and receive guidance on future research
directions. The critical interpretive synthesis (CIS) is chosen as a method since it can
facilitate those ambitions (Depraetere et al., 2021; Dixon-Woods et al., 2006b;
Entwistle et al., 2012; Flemming, 2009; Flemming, 2010; Moat, Lavis and Abelson,
2013). The CIS findings are further enhanced by populating the review with additional
research output. By doing so, the explanatory power of the review has increased and
the depth of discussing the CIS findings has been enhanced. A non-systematic

approach to the literature review is used for that purpose.

Literature reviews can be conducted for various reasons. They aid the researchers in
investigating old theories or suggesting new ones, offering guidance to researchers
with their prospective studies or playing a summative role in the literature of interest
(Petticrew and Roberts, 2008). Like most doctoral research, this doctoral work aims to
contribute to knowledge by laying the foundations for developing a middle-range
theory. A middle-range theory is “a set of ideas and concepts relevant to explaining
social or physical phenomena within relatively specific contexts, normally empirically
testable” (Easterby-Smith et al., 2021, p. 144).

Second, the work investigates the long-term thinking practices in the shipping
industry, identifies the relevance of SP in the industry and finally aids the author with

choosing a research direction that is both relevant to the industry and scenario planning
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literature. The author conducts qualitative exploratory research with the stakeholders
in the industry for that purpose.

Third, the work questions the creativity of maritime scenarios. Rather than assuming
the scenarios are creative, the author assesses them for creativity. This part of the work
utilises secondary data. The secondary data are scenario publications. The maritime
scenarios are compared against Shell scenarios for creativity. A multiple case study
strategy has aided the creativity assessment. Assessing the scenarios for creativity has
allowed for progressing the work without making assumptions about the scenarios’
creativity. The maritime scenarios have constituted one set out of two in the analysis.
Shell scenarios have made up the second set. A comparative qualitative content
analysis between the two sets is conducted to interpret the creativity of the maritime

scenarios and Shell scenarios.

Forth, the work continues by investigating the role of creativity in scenario planning
effectiveness on scenario users, drawing from the scenario teams’ experience. This
part of the work uses a combination of primary and secondary data. The multiple case
study strategy continues guiding this stage of the work. The scenario teams’ creativity
definitions are also sought to develop a definition of creativity in the scenario planning
context. The author’s previous creativity assessment of the scenarios is triangulated
with the scenario teams’ creativity assessment of the scenarios. The maritime

scenarios’ scenario teams are invited to the study to

e learn from them about their view of the scenarios’ creativity,
e receive their definition of creativity, and

e discover their perceived role of creativity in SP effectiveness.

Additionally, the author’s creativity assessment of the scenarios has sometimes
required further elaboration. Interviewing the scenario teams also allows the author to

ask about the parts of the scenarios that are not clear to the author.

This doctoral work has been assessed by a panel of experts annually throughout its

progression. The panel members consisted of experts in scenario planning and
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innovation. The feedback received during the panel evaluations has supported the
development of the work.

The primary concern of the research design has been adhering to the epistemological
underpinnings of the taken approach to scenario planning and accomplishing the
research aims while maximising research quality. Challenges with data access have
been tackled with every ethical means available.

3.1. Business and Management Research Overview

This section introduces and discusses the philosophy of social sciences,
methodologies, and methods to identify a philosophical perspective that guides the
work. The term research philosophy refers to a “system of beliefs and assumptions
about the development of knowledge” (Saunders, Lewis and Thornhill, 2019, p. 130).
Relatedly, a paradigm is a “human construct” (Guba and Lincoln, 1994, p. 108) “set
of beliefs that guide action”, constructed by the researcher to “define the worldview of

the researcher-as-interpretive bricoleur” (Denzin and Lincoln, 2017, p. 195).

Ontology and epistemology are at the centre of debates among philosophers. Ontology
is about the “nature of reality and existence and epistemology is about the theory of
knowledge” which helps researchers understand the best means to investigate the
world's nature (Easterby-Smith, 2018, p. 64). A lack of understanding of the
philosophical nature of the research might seriously alter the quality of the research
outcome. Furthermore, how the researchers see and interpret reality will affect the
research process (Ates, 2008). Awareness of philosophical assumptions contributes to

researchers’ creativity (Easterby-Smith, 2018).

Ontological positions are presented on a continuum by various sources, e.g., Bell,
Bryman and Harley (2018); Easterby-Smith (2018); Crotty (1998); Saunders (2012).
Four central ontological positions can be summarised as realism, internal realism,

relativism, and nominalism (Easterby-Smith, 2018).

“Epistemology is concerned with providing a philosophical grounding for deciding

what kinds of knowledge are possible and how we can ensure that they are both
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adequate and legitimate” (Maynard, 1994, p. 10). Positivism, sometimes used as
synonymous with objectivism (Samy and Robertson, 2017), constructionism and
subjectivism are the three epistemological stances (Crotty, 1998). Although
subjectivism is sometimes used for constructionism, the difference is that in
subjectivism, “meaning does not come out of any interplay between subject and object
but is imposed on the object by the subject. Here the object as such makes no
contribution to the generation of meaning” (Crotty, 1998, p. 9). Whereas
constructionism states that “the view that all knowledge, and therefore all meaningful
reality as such, is contingent upon human practices, being constructed in and out of
interaction between human beings and their world, and developed and transmitted

within an essentially social context” (Crotty, 1998, p. 42).

Constructivism is “a social scientific perspective addressing how realities are made”,
assuming that the realities are created by the people — including the researcher.
(Charmaz, 2006, p. 187). “Constructivists are deeply committed to the contrary view
that what we take to be objective knowledge and truth is the result of perspective.
Knowledge and truth are created, not discovered by mind” (Schwandt, 1994, p. 236).
Constructivism emphasises that every human being’s way of making sense of the
world is as valid and worthy of respect. Different from constructivism, social
constructionism emphasises the hold out culture has on us: it shapes how we see things
and gives us a definitive worldview. Constructivism focuses exclusively on “the
meaning-making activity of the individual mind” and the focus of constructionism
includes “the collective generation [and transmission] of meaning” (Crotty, 1998, p.
58). Constructivism, however, is not a homogenous perspective; they vary in how far

they are willing to take the idea that reality is constructed (Riegler, 2012).

Constructivism is underpinned by relativist ontology and transactional/ subjectivist

epistemology (Guba and Lincoln, 1994). Transactional refers to:

. an epistemology that sees truth as arising out of the interaction of the
elements of the rhetorical situation: an interaction of subject and or of subject
and audience or even of all the elements — subject, object, audience, and

language — operating simultaneously (Berlin, 1987, p. 15).
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The conventional differentiation between epistemology and ontology disappears in
constructivist research since “the investigator and the object of investigation are
assumed to be interactively linked so that the “findings’ are literally created as the
investigation proceeds” (Guba and Lincoln, 1994, p. 111)

Crotty (1998) differentiates the research frameworks based on their grounding in
epistemology. Research framework refers to “the philosophical stance lying behind a
methodology”, providing a “context for the process involved and a basis for its logic
and its criteria” (Crotty, 1998, p. 8). He further explains that assumptions are buried in
methodologies, the assumptions that are related to the methodology that envisages the
world; “different ways of viewing the world shape different ways of researching the
world”. From a theoretical perspective, interpretivist approach is suitable for the
doctoral work, given its interest in “understanding” and “interpretation” (Crotty,
1998). Interpretivism respects the understanding of multiple realities as it has a
relativist ontological view. Interpretivism and constructivism share similar
perspectives as to “develop a natural science of the social”, emphasising “the world of

experience as it is lived, felt, undergone by social actors” (Schwandt, 1994, p. 236).

This section has explored ontologies, epistemologies, and theoretical perspectives,
predominantly guided by Crotty’s (1998) research framework. In the next section, the
author first states the ontological and epistemological stance of the work. Second, the
competing methodologies and methods are presented. Finally, the chapter details the

methodologies and methods of choice and summarises the chapter.

3.2. Philosophical Stance of the Work

Following the discussions on the philosophical underpinnings of scenario planning and
the author’s experience in supporting several scenario planning projects and research
questions, an ontological position is taken. The author’s beliefs about the truth and the
source of knowledge have also contributed to that choice. As a result, a relativist
ontology that suggests that facts depend on the viewpoints of observer is followed.
Epistemologically, the work is grounded in transactionalist/ subjectivism.

Constructivist perspective guides the work.
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The aims of the work have required understanding the shipping stakeholders and
scenario teams. The shipping stakeholders are approached for their experience and
knowledge of forward-looking industrial practices. They are also part of the scenario
team and scenario users at times. The scenario teams can consist of the shipping
industry stakeholders, e.g., researchers in the maritime industry undertaking maritime
scenario projects. The line between the shipping stakeholders and the scenario teams

is sometimes blurry.

Nonetheless, this doctoral work is interested in individuals working within a society
and the organisations that comprise scenario development activities. Therefore, this
research problem is related to the ““social world” rather than the natural world. More
specifically, the objectives of the work have required exploration of the scenario
team’s perceptions of creativity definition and assessment and the role of creativity in
scenario planning effectiveness on scenario users, which can be researched by enabling
scenario teams to communicate their experience. “The data required to study
experience require that they are derived from an intensive exploration with a
participant. Such an exploration result in language data'®” (Polkinghorne, 2005, p.
138). The languaged data in this doctoral work is the interviews with the shipping
industry stakeholders and scenario teams, the scenario publications, the scenario

narratives and the internal reports.

Hence, adopting a qualitative methodology is the most appropriate approach to this
research problem. “Qualitative methods are specifically constructed to take account of
the particular characteristics of human experience and to facilitate the investigation of
experience” (Polkinghorne, 2005, p. 138). Qualitative research is conducted when

there is a need for exploring a problem or issue and,

16 polkinghorne (2005) further explains that the alternative term “accounts” are also
used to refer to qualitative data. However, like Polkinghorne (2005), the work uses the
term “data”, yet acknowledging the differences between the terms used in quantitative

and qualitative research.
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e “acomplex, detailed understanding of the issue is needed”,

e ‘“adesire to empower individuals exist”,

e ‘“an understanding of the contexts in which participants in a study address a
problem is warranted”, and

e “atheory to address gaps in understandings is developed” (Creswell and Poth,
2016, p. 85),

The work is concerned with understanding the complex nature of scenario planning
and creativity, aiming to empower the scenario teams by giving them a voice regarding
their scenarios’ effectiveness and their perception of creativity in their scenario
planning projects. The author also aims to answer the research questions considering
the context, producing scientific research and laying the foundations for developing a

middle-ranged theory of scenario planning effectiveness.

The literature review has revealed that several approaches investigating the
effectiveness of scenario planning are used, e.g., pre-post-test experiments, perceived
effectiveness through interviews etc. Although most scenario planning effectiveness
research has come from following objectivist approaches, research underpinned by

relativist approaches also contributes to the scenario planning literature.

A snapshot of research questions and the methods used in this doctoral work to analyse

data is provided in Figure 3.1.

3.3. Methodologies and methods

The work offers empirical research findings using primary and secondary data at
different stages of the research. A literature review of scenario planning effectiveness
literature is followed by continuing the research using primary and secondary data
collection. This section presents the available methodologies and methods to the

reader. They are further unpacked in the following sections and discussed in detail.

Methodology means “the strategy, plan of action, process or design lying behind the

choice and use of particular methods and linking the choice and use of methods to the
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RESEARCH Investigating the effectiveness of scenario planning in general and further

AIMS specifically investigating the role of creativity in SP effectiveness in the context of

the shipping industry. The relevance of conducting SP research in the shipping
industry to be explored and a definition of creativity in the SP context is developed.

AN
METHOD \

Critical Interpretive Synthesis of related literature

RESEARCH
QUESTIONS

RQ1: What are the areas scenario planning is effective on scenario users?

Thematic Analysis of semi-structured interviews

l

RQ2: How do shipping stakeholders make strategy?

RQ3: Are maritime scenarios creative? Comparative  Qualitative ~ Content  Analysis

|

RQ4: What is the role of creativity in scenario planning effectiveness on Qualitative Content Analysis and Thematic

scenario users? Analysis

Figure 3. 1: Research design in relation to research questions, aims and methods in use

Source: Author’s Research Design Process



desired outcome” (Crotty, 1998, p. 3). Researchers following a subjectivist
epistemology and interpretivist theoretical perspective have multiple methodological
options available to them. While making a decision, the author considers their
suitability for the constructivist perspective.

Five methodologies commonly used in qualitative research — narrative research,
phenomenological research, Grounded Theory research, ethnographic research, and
case study research (Creswell and Poth, 2016) — are available to the author. More
specifically, their constructivist variants, e.g., constructivist Grounded Theory
research (Charmaz, 2014), constructivist case study research (Charmaz, 2014; Stake,
2006; Stake, 1995), constructivist research wusing ethnographic techniques
(Williamson, 2006; Knorr-Cetina, 1983), interpretive phenomenology (Burns et al.,
2022; Creswell and Poth, 2016) are taken into consideration for the main research part
of the work.

Methods refer to “the techniques or procedures used to gather and analyse data related
to some research questions or hypothesis” (Crotty, 1998, p. 3). Researchers following
the constructivist perspective have several methods at their disposal, e.g., observation,
interview, focus group, case study, visual ethnographic methods, theme identification,

cognitive mapping, and content analysis (Crotty, 1998, p. 3).

Methodologies chosen for this work are a systematic literature review methodology, a
generic qualitative methodology and a multiple case study. Before presenting the
chosen methodologies and their respective methods, competing methodologies and

methods are presented in the next section.

3.3.1. Competing Methodologies and Methods

Methodologies and methods for reviewing the literature

Scholars divide literature review approaches into two camps, systematic and non-
systematic (purposive) reviews. Both approaches have merit (Cook, 2008) and serve
valuable and complementary roles in producing results drawn from the literature.

However, like any other scientific study, both approaches have strengths and
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weaknesses. Therefore, researchers are expected to consider their limitations before
conducting a review (Cook, 2019).

Systematic reviews follow closely a “set of scientific methods that explicitly aim to
limit systematic error (bias), mainly by attempting to identify, appraise and synthesize
all relevant studies” to answer a specific research question (Petticrew and Roberts,
2008, p. 9). On the other hand, non-systematic reviews pursue a “more strategic and
adaptable approach to selection and extraction” (Cook, 2019, p. 55).

Systematic reviews can identify wide-ranging studies and condense information about
each study, finding research gaps and synthesising research results through meta-
analysis. On the other hand, non-systematic reviews enable the researcher “to reflect
broadly upon a theme, drawing upon research, frameworks, and philosophy both
within their field and from other fields” (Cook, 2019, p. 56).

Similar to the relationship between validity and quantitative research and validity and
qualitative research, systematic and non-systematic reviews differ in terms of the
approach taken to validity. In the former group, validity is derived from “sufficient
number of similar data sources, absence of bias in data sources”, whereas in the latter
group “, triangulation (concordant findings from multiple sources)” is sought (Cook,
2008, p. 394).

Analytical approaches to data analysis are divided into configurative and aggregative,
and idealist and realist philosophies, respectively, underpin them. Generally,
configurative approaches are interested in theory generation; the choice of methods is
iterative, the review findings are “emergent concepts”, and the review is used to
increase the understanding of whatever questions are directed to the review (Gough,
Thomas and Oliver, 2012, p. 3). On the other hand, aggregative reviews aim to test
theories with predecided methods; the review process is instrumental to theory testing,
and the review findings are informed by the interest in “magnitude and precision”
(Gough, Thomas and Oliver, 2012, p. 3).
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The choice of data analysis depends on the review's focus, the research question, and
the types of studies, e.g., quantitative and/or qualitative studies, included in the review
(Petticrew et al., 2013).

Qualitative, quantitative, and mixed-method synthesis methods are documented in the
literature (Petticrew et al., 2013; Dixon-Woods et al., 2006a; Dixon-Woods et al.,
2005). The aggregative and configurative approaches vary in terms of how they
synthesise data - narrative summary, thematic analysis, grounded theory, meta-
ethnography, Miles and Huberman’s cross-case technique, realist synthesis, content
analysis, qualitative comparative analysis, Bayesian meta-analysis (Dixon-Woods et
al., 2005), and critical interpretive synthesis (Flick, 2013; Thomas and Harden, 2008;
Barnett-Page and Thomas, 2009; Noyes et al., 2019; Petticrew et al., 2013; Harden et
al., 2018; Booth, 2016; Dixon-Woods et al., 2006a; Dixon-Woods et al., 2006b;
Flemming, 2009; Flemming, 2010; Ako-Arrey et al., 2016; Hopp and Rittenmeyer,
2015) to name a few (See Table 3.1).

Another trait of the synthesis approaches is related to their epistemological positions.
While deciding on the appropriate evidence synthesis method, the author has also
considered the available approaches’ philosophical assumptions. For instance,
qualitative evidence synthesis methods draw from idealist epistemologies, “wherein
the researcher assumes that all knowledge is constructed” (Hannes and Lockwood,
2011, p.6).

Considering the research aims — developing a theoretical framework to guide the work
- and the nature of research evidence, e.g., qualitative and quantitative evidence, the
author has considered three approaches for data synthesis — Miles and Huberman’s
cross-case method, meta-ethnography, and critical interpretive synthesis. However,
Miles and Huberman’s cross-case method has not been documented in the literature as
a review method (Dixon-Woods et al., 2005). The author has decided that as an early
career researcher, the lack of guidelines for using the method for evidence synthesis

may potentially be a hurdle and jeopardise the research quality.
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Approach

Aim to Achieve

Characteristics

Challenges

Advantages

Meta-ethnography

Theory generation

Highly iterative,

Advanced research skills

Leads to high-order

interpretive and high-quality study synthesis
required
Thematic Synthesis Theme identification, Some iteration, employs N/A Limited expertise and

complementary

information generation

critical realistic

epistemology.

experience sufficient,

transparent

Critical Interpretive

Synthesis

Theory, synthesising

argument generation

Highly iterative, more
subjective idealistic

epistemology

Transparency is difficult to
obtain, advanced research

skills required

Theory generation allows

hypotheses generation

Framework Synthesis

Theory exploration

A priori theory required,
deductive, more critical

realistic epistemology

N/A

Highly transparent

Realist Synthesis

Theory generation and

explanation

More critical realistic
epistemology, high level

iteration

Novice researchers may
struggle, may require
additional primary

research

Answer to ‘what’ works
for ‘whom’, ‘why’ and’

how’.
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(fs)QCA

Analysing complex causal
connections!” modestly, in
order to explain a

phenomenon?°

Similar to cross-case
analysis'®, some
commonly acknowledged

assumptions, mainly

Working examples using
QCA struggled to utilise
fuzzy set aspect of the

method 120

Utilises both case-oriented
and variable-oriented
techniques 2

17 Dixon-Woods, M. et al. (2005) 'Synthesising qualitative and quantitative evidence: a review of possible methods'. Journal of Health
Services Research & Policy, 10 (1), pp. 45-53.

18 Burns, J.M.C. (2010) 'Encyclopedia of Case Study Research'. In: Mills, A.J., Durepos, G. and Wiebe, E. (eds.) Encyclopedia of Case Study

Research. Thousand Oaks, California: Sage Publications, Inc.

19 Onwuegbuzie, A.J. and Weinbaum, R.K. (2017) 'A framework for using qualitative comparative analysis for the review of the literature'.
The Qualitative Report, 22 (2), pp. 359-372.

20 Thomas, J., O’Mara-Eves, A. and Brunton, G. (2014) 'Using qualitative comparative analysis (QCA) in systematic reviews of complex

interventions: a worked example'. Systematic Reviews, 3 (1), pp. 67.

21 Ragin, C.C. (2009) 'Qualitative Comparative Analysis using Fuzzy Sets (fsQCA)'. In: Rihoux, B. and Ragin, C.C. (eds.) Configurational

Comparative Methods: Qualitative Comparative Analysis (QCA) and Related Techniques. Thousand Oaks, California: SAGE Publications,

Inc.
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related to causality, are not
subject to QCAZ

Miles and Huberman’s

Cross-case method

Theory building??,
theoretical elaboration®®

Varied philosophical
underpinnings, e.g., realist
positivist, pragmatic
constructivist,

constructivist/interpretivist
23

No guidelines on using the
method for secondary data
analysis and literature

review!®

Highly systematic,
reasonably transparent 2°

Table 3. 1: Some approaches to qualitative and quantitative evidence synthesis

Source: Partially reproduced from Petticrew et al. (2013), expanded further compiling from sources in footnotes (1% 20 21 22,23, 24, 25)

22 Ejsenhardt, K.M. (1989) 'Building Theories from Case Study Research'. The Academy of Management Review, 14 (4), pp. 532-550.

23 Harrison, H. et al. (2017a) 'Case Study Research: Foundations and Methodological Orientations'. 2017, 18 (1), pp.
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Applying meta-ethnography primarily generates theory, for instance, “program theory,
implementation theory, or an explanation theory of why the intervention works or not”
(Petticrew et al., 2013,p 1240). However, the method cannot accommodate
quantitative research evidence as it is suggested for reviewing high-quality qualitative
studies (Petticrew et al., 2013).

Critical interpretive synthesis is an adaptation of grounded theory and meta-
ethnography. It can accommodate both qualitative and quantitative evidence while still
offering theory generation (Petticrew et al., 2013). The literature also notes its use with
systematic reviews and illustrates worked examples of integrating qualitative and
quantitative evidence in the approach (Dixon-Woods et al., 2006b; Flemming, 2009;
Flemming, 2010). Furthermore, critical interpretive synthesis has a constructivist
orientation (Hannes and Lockwood, 2011) which aligns with the epistemological
underpinnings of this doctoral work.

In this work, a systematic review approach accompanies a configurative data approach
— critical interpretive synthesis. The systematic review is later followed by further
integrating the relevant literature into the review to enhance the explanation power of
the findings. The process follows a non-systematic (purposive) approach and samples
additional literature by hand-searching, cross-reference checking and peer

consultation.
Methodological options and methods for the pilot and main research
Pilot research

So far, the author has decided to synthesise the research evidence on scenario planning
effectiveness to generate a theoretical framework. In continuing the work, the author
further explores the shipping industry to better understand the industry's forward-
looking practices, questioning the applicability and value of doing scenario planning
research in the industry and finalising the research gap to be pursued. The choice of
methodology and method is relatively straightforward in this part of the work.
Qualitative research methodology is suitable due to two reasons. The first is that it can

aid in achieving the research objectives, for instance, investigating a new field of study
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(Jamshed, 2014). Second, the work is grounded in constructivist ontology and
epistemology, and such positioning is associated with a qualitative research

methodology (Jennings, 2005).

Unlike the previous and the next part of the research, this part follows a generic
qualitative approach. Considering the exploratory nature of the research phase,
implementing a generic qualitative research approach can “assist in ensuring data
collection methods and analytical strategies best suit the research question posed rather
than fit the question to a particular philosophical stance” (Smith, Bekker and Cheater,
2011, p. 7). Furthermore, qualitative exploratory research supports researchers in their
quest to “identify and understand new phenomena as they arise and assess the extent
to which they are worthy of academic research” (Doz, 2011). Generic designs — also
referred to as “descriptive designs” (Sandelowski, 2000, in Smith, Bekker and Cheater,
2011, p. 2) —are far less theoretically informed than other qualitative approaches, e.g.,
phenomenological, grounded theory, ethnographic research. Therefore, generic
designs are “the least encumbered by pre-existing theoretical and philosophical

commitment” (Sandelowski, 2000).

Generic qualitative research design features are outlined by Sandelowski (2000) and
demonstrated for each feature of sampling, data collection, data analysis and data re-
presentation. Qualitative content analysis, thematic analysis, and phenomenology are
commonly used for interpreting and conveying participants’ views (Smith, Bekker and

Cheater, 2011). Section 2.3.3. demonstrates the chosen design features in detail.
Main Research

Following the literature review and exploratory qualitative pilot study, the author aims
to assess maritime scenarios’ creativity from his and the scenario teams’ views and
investigate the role of creativity in SP effectiveness. Doing so requires tapping into the
scenario teams’ experience in maritime scenario planning projects. Several approaches
to the empirical research part of the work gathering primary data can be followed,

adhering to the constructivist paradigm.
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Constructivist Grounded Theory research (Charmaz, 2014), constructivist case study
research (Charmaz, 2014; Stake, 2006; Stake, 1995), constructivist research using
ethnographic techniques (Williamson, 2006; Knorr-Cetina, 1983) and interpretive
phenomenology (Burns et al., 2022; Creswell and Poth, 2016) are considered for their
appropriateness to the research about their fitness to the research questions.

The research questions and objectives aim to expand the CIS findings and further
enhance the theoretical framework in the context of creativity and scenario planning
effectiveness. Therefore, a qualitative research methodology that serves to develop
another theoretical framework or theory is not desired. While considering a
methodology for the research, the author has examined their fitness to enhance further
the C1S-generated theoretical framework.

Grounded Theory (Glaser and Strauss, 1999) aims to investigate several individuals
who “share in the same process, action, or interaction” (Creswell and Poth, 2016, p.
143) by systematically discovering the theory based on the social research data (Glaser
and Strauss, 1999). However, Grounded Theory (Glasser and Strauss, 1999) and its
constructivist adaptation — Constructivist Grounded Theory (Charmaz, 2014) — are
not well suited to the work as they focus on “creating conceptual frameworks or
theories” (Charmaz, 2006, p. 187).

Similar to Grounded Theory, ethnographic research is interested in the individuals’
shared patterns of language, beliefs, and behaviours however, ethnography is primarily
focused on cultural practice and cultural meaning (Creswell and Poth, 2016; Flick,
2013), obtaining “an insider view of a particular dimension of people’s everyday lives
by participating, overtly or covertly, in it for a sustained period of time” (Flick, 2013,
p. 145). The work does not dismiss the role of culture in the social world (Schutz,
1972), but it does not place as much emphasis on the culture either. Examples of using
ethnographic techniques in constructivist research are also given. Despite
ethnography’s flexibility —participant observation as one way to conduct ethnographic
research and “participating in social interaction with them” is another (Williamson,

2006, p. 87), neither approach is suitable for the work. It is because the past maritime
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scenario projects are to be investigated for their effectiveness and creativity in this

research.

Phenomenological research aspires to describe the “common meaning for several
individuals of their lived experiences of a concept or a phenomenon” (Creswell and
Poth, 2016, p. 121). Considerable differences between phenomenological research
approaches, e.g., descriptive, interpretive, hermeneutic, exist. However, the principle
of “staying very close to the text that is being analysed, ensuring that it is the
participant’s account” is standard across them (Flick, 2013, p. 143). A
phenomenological approach is suggested when researchers aim to inquire into a group
of individuals' common and shared experiences. Findings can be valuable for
developing practices or policies or developing a richer understanding of the features
of the phenomenon (Creswell and Poth, 2016). Considering the research questions and
objectives of the work, following a phenomenological approach appears to be
valuable. However, the approach does not lend itself to the researcher's theoretical
framework in interpreting the lived experience of individuals. “The participant’s
account is not just the point of departure but also the foundation of the interpretation”
(Flick, 2013, p. 143).

Case study methodology is less straightforward to define and explain than the other
methodologies presented so far. At the core, case studies are used to investigate one or

“a small number of, organizations, events or individuals, generally over time”

(Easterby-Smith, 2018, p. 139).

Several approaches to the methodology exist, informed by different epistemological
positions (Hyett, Kenny and Dickson-Swift, 2014; Yazan, 2015). These are positivist

and constructionist positions (Easterby-Smith, 2018).

Yin (2018), Eisenhardt (1989) Stake (1995) are the three well-known scholars of the
methodology in the social sciences. While Yin (2018) is known for being closer to
positivism with his approach, Stake (1995) is positioned in constructionism, and
Eisenhardt (1989) is in between, inspired by both worlds (Easterby-Smith, 2018).
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Despite Yin’s (2018) popularity in case research, the author has directed his attention
to Stake (1995) and Eidenhardt (1989) due to their philosophical closeness to his
doctoral work. Despite its flexible design, Eidenhardt (1989) is concerned with
building theory by developing hypotheses in her approach (Easterby-Smith, 2018).
Stake (2005), however, offers a far more flexible design approach, encouraging the
researcher to “employ their creativity, intuition and ingenuity” (Fearon, Hughes and
Brearley, 2021, p. 1), recommending an emergent design approach to the researcher
(Easterby-Smith, 2018). Furthermore, Stake’s (2005) approach to case study allows
for integrating the CIS-derived theoretical framework findings as foreshadowed issues
(Stake, 2005) while maintaining the focus of attention on a phenomenon or condition
or object that is being studied (Stake, 2006). Stake’s (2013) multiple case study
approach is followed in this work.

3.3.2. Systematic Review and Critical Interpretive Synthesis

Research question 1 is aimed to be answered by reviewing the literature and applying
CIS to the evidence synthesis. Following the recommendations given for the CIS

method, RQ 1 functions as an anchor question and it is presented below.
RQ 1: What are the areas scenario planning is effective on scenario users?

A modified systematic approach to analysing and synthesising scenario planning
effectiveness literature is followed by pursuing the predefined steps of planning,
conducting, reporting, and disseminating (Tranfield, Denyer and Smart, 2003). In
recent years, the interest in systematic reviews has increased following the growth of
initiatives such as the Campbell and Cochrane Collaborations, where the researchers
“focus on reviews of the effectiveness of interventions” (Petticrew and Roberts, 2008,
p. xiii). The author takes scenario planning as an intervention and aims to synthesise

research evidence of the effectiveness of the SP intervention in this doctoral work.

David and David (2006, p. 256) have explained that the qualitative research synthesis
approach might inform the field by “creating actionable knowledge in the future”. The
author has applied the Critical Interpretive Synthesis (CIS) method for data synthesis

to establish a theoretical framework. Various applications of CIS are observed in the
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literature. CIS in systematic reviews differs from its application in sampling. Usually,
its sampling process does not involve strictly identified inclusion criteria for
publications, as observed in systematic reviews. Instead, CIS starts with purposive
sampling and continues with theoretical sampling. The disadvantage of the latter
approach is the practicality concern of reviewing a high number of papers and the time
limitations (Dixon-Woods et al., 2006b).

On the other hand, there are applications of CIS where researchers review the literature
systematically and apply the data synthesis technique developed for CIS, e.g. Dixon-
Woods et al. (2006a); Flemming (2009); Mays, Pope and Popay (2005); Perski et al.
(2017). In this work, the literature review starts with a systematic review. However,
purposive sampling approaches such as snowball sampling, hand searching, and peer
consultation are also taken to increase the explanatory power of the emerging
theoretical framework. In doing so, the author has also achieved to increase the depth

of the discussions and enhanced the criticality of the review.

CIS allows for synthesising a broad range of evidence (Dixon-Woods et al., 2006a;
Flemming, 2010; Dixon-Woods et al., 2006b; Flemming, 2009). It guides the
development of new constructs and theories (Dixon-Woods et al., 2006b). Surr and
Gates (2017) have reported the method’s usefulness, especially when reviewed
publications come from different disciplines. CIS is ideal for developing the

foundational content for establishing a framework (Nguyen et al., 2020).

In this work, a database scan and sampling process are conducted to capture scientific
publications that expressly set out to test the scenario techniques’ effect on scenario
users. The author has used Flemming's (2010) integrative grid approach to
accommodate a diverse range of impact and effectiveness data. Synthesising evidence
on complex interventions can be daunting; however, that can be made simpler by
breaking it down into a series of stages (Petticrew et al., 2013). The following section
introduces the steps taken for data gathering and analysis of the CIS section of the

dissertation.
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3.3.2.1.Key processes and characteristics of the systematic review and critical
interpretive synthesis

Ten key processes of CIS are as follows: purpose, process, synthesis question, search
strategy, sampling, critical appraisal, data extraction, coding, analysis, and results
(Entwistle et al., 2012; Nguyen et al., 2020; Dixon-Woods et al., 2006b).

Step 1: Purpose

The purpose of systematic review and CIS is to conduct a critical analysis and generate
new insights into scenario planning effectiveness by examining a broad base of

relevant literature.

Step 2: Process

CIS is an iterative, interactive and recursive approach that recognises the need for
flexibility and reflexivity (Nguyen et al., 2020). Systematic literature review steps are
later followed by applied snowball sampling/ review of bibliography, hand searching
and peer consultation, e.g., doctoral students researching scenario planning. However,
a precise protocol for CIS is not offered due to the acknowledgement of the “authorial

voice” (Nguyen et al., 2020).

Step 3: Synthesis question

Synthesis questions are not precisely bounded or clearly defined. It is recommended

for CIS and applied in this review. Initial anchor question is as follows:

RQ 1: What are the areas scenario planning is effective on scenario users?

The question is initial and evolves as the analysis continues (Endres and Weibler,
2017) but serve as an “anchor” (Dixon-Woods et al., 2006b). The research question
leads to developing the next stage of the review process, the keyword selection and

database scan.

Step 4: Search Strategy
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Keywords for the scan are established by amalgamating terms used for scenario
planning and identifying the synonyms of “impact” based on thesaurus matches. The
final search string used was (“scenario thinking” OR "scenario planning" OR "scenario
method” OR "scenario methodology" OR "scenario technique”) AND (Effect* OR
impact OR influence OR consequence OR outcome). Boolean operators?* and the
wildcard?® are utilized whenever they are allowed by database. The search is run in
EBSCO, Science Direct, ProQuest, Emerald insight and Web of Science in abstracts,
titles, and keywords. Inclusion and exclusion criteria are left as wide as possible due
to this area's limited empirical research papers. Both research papers published in peer-
reviewed journals and book chapters are included in the scan. However, merely
running a database scan can be insufficient (Endres and Weibler, 2017). Hence, this
part of the research employs a supporting literature scan in Google scholar. E-alerts
are set up, and cross-reference checks are also performed to keep track of newer
publications. The scan is completed in May 2018. Another round of scanning the
literature is later also performed to keep up with the newer publications in Autumn

2021. Figure 3.2 demonstrates the search strategy and outcomes.
Step 5: Sampling

The sampling process for CIS reviews maximises contributions toward conceptual and
theoretical development (Nguyen et al., 2020). The systematic database scan has

aimed to identify publications that expressly set out to test the effectiveness of scenario

24 Boolean Operators are “simple words (AND, OR, NOT or AND NOT) used as
conjunctions to combine or exclude keywords in search, resulting in more focused and

productive results” (Alliant Libraries, nd)

25 The wildcard is a search method that allows for maximising the database search
results using an asterisk and/ or a question mark. In this work, the asterisk method is

used to include “variable endings of a root word” (APUS Librarians, 2018).
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Figure 3. 2: PRISMA flowchart of search strategy and outcomes

Source: Adapted from PRISMA (2018)
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planning. In addition, further sampling through non-systematic scans has contributed
to the CIS process.

All database and Google Scholar hits are downloaded into Endnote 8.2 referencing
software. For this review, Endnote has served two purposes. First, it has allowed for

duplicate removal.

After this, the screening of titles and abstracts is completed by taking an approach
similar to Thorpe et al. (2005). The remaining publications are separated into A, B and
C lists.

The screening process in the work is iterative. List A consists of publications that the
author evaluates as should be included in the review. However, the author has felt the
need to return to the publications whenever he is unsure of their inclusion, e.g.,
ambiguous publications based on title and abstract are assigned to list B. Therefore,
list B has allowed for temporarily holding out such publications until the second or
third screening time. Publications in list B are screened by reading the full text. The C
list is used to separate the publications from those that meet the inclusion criteria.

Finally, List A studies have made up the sample of this review.

As briefly explained, during the screening process, the main aim has been identifying
research publications that needed to be discarded by assigning them to list C based on
title, abstract and, at times, full-text review. After the first round, 371 articles have
landed in list C. The remaining 246 publications are transferred to list B - the initial
number of studies sampled for this review. These papers were retrieved for further
eligibility screening, and another round of scanning was run. Then, 227 out of 246
studies are assigned to list C type publications and therefore discarded. Finally, 19
papers are left in the sample for this review (see Figure 2.2). In the Autumn of 2021,

two more research papers were identified and added to the review.

Step 6: Critical Appraisal

Although critical appraisal is a standard procedure in systematic reviews, the

application of CIS means greater emphasis should be placed on critiquing throughout

101



the approach rather than just critical appraisal during the sampling phase (Nguyen et
al., 2020). One difficulty associated with questioning the quality of qualitative research
for inclusion in systematic reviews is that it is a contested matter (Dixon-Woods et al.,
2007). To choose and apply the most suitable form of quality appraisal to the sampled
publications, the author has read several research papers investigating the value of
appraisal methods.

The author has taken the study findings on the appraisal tools into consideration, e.g.
Hong, Gonzalez-Reyes and Pluye (2018); Pace et al. (2012); Evans (2003); Zeng et
al. (2015); Katrak et al. (2004); Majid and Vanstone (2018); Harrison et al. (2017b);
Shea et al. (2007); Dixon-Woods et al. (2007); Hawker et al. (2002). MMAT version
2018 (Hong et al., 2018a) is chosen due to its suitability for quantitative, qualitative,
and mixed-method research evidence synthesis and research conducted on the tool’s
reliability and usefulness (Hong, Gonzalez-Reyes and Pluye, 2018; Pace et al., 2012).
The tool is applied to appraise the quality of empirical studies by assessing a range of
criteria, for instance, clarity of research questions, fit/misfit between collected data and
research questions, and relevance between sampling strategy and research questions
(Hong et al., 2018b). The shortcomings of sampled publications are included in this

review and can be found in the literature review table in Appendix 3.

Step 7: Data Extraction

Data extraction is carried out in line with good practice in systematic review reporting
and dissemination (Tranfield, Denyer and Smart, 2003). A formal/ standard data
extraction form is optional with CIS (Nguyen et al., 2020). This work executes data

extraction through two software: Endnote 8 and Nvivo 10.

Step 8: Coding

Coding is done by following the guidelines provided by Dixon-Woods et al. (2006b),
Flemming (2009) and Flemming (2010). The inductive coding process is reiterative

and completed in multiple stages.
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To ensure the analysis captured all the reviewed literature's empirical findings, firstly,
an in-vivo coding, see Saldafia (2016) is administered. First cycle coding produced
2039 codes, and further translation of the codes into one another to produce a reduced
number of themes, concepts and metaphors are performed (Dixon-Woods et al.,
2006b; Flemming, 2009; Dixon-Woods et al., 2005)%. As a result, 375 translations
are processed through reciprocal translation analysis to produce 12 third-order
constructs, also called synthetic constructs. Figure 3.3 represents the translations that
contributed to and formed “Networking- collaboration”.

Step 9: Analysis

Data analysis consists of elements of “critique, reflection, interpretation, development
of new concepts, and integration. Synthesis goes beyond summarization and includes
a critical examination, interpretation, and generating new insights” (Nguyen et al.,
2020, p. 4). The recommendations given by Dixon-Woods et al. (2006b); Flemming
(2009); Flemming (2010) are followed during the development of synthesising

arguments and synthetic constructs.

Accordingly, several concepts that are used in the method are examined and

understood by the author. Key terms of the CIS are:

e reciprocal translational analysis (RTA),
o refutational synthesis, and

e lines-of-argument (LOA).

Reciprocal translational analysis constitutes systematically comparing the findings of
one paper to another, which is also referred to as translation of findings and first order
constructs. In this stage, themes, concepts and metaphors are identified. RTA is

suitable for a small set of papers, less than fifty.

26 Further information on reciprocal translation analysis, reciprocal translation,

synthetic constructs can be found in page 106.
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In this review, there are less than fifty papers, and the value of the RTA technique is
higher than the reviews sampling over the threshold of fifty papers (Dixon-Woods et
al., 2006b).

I Group learning Knowledge sharing

Further collaboration after [ 210 building

workshop Losing Touch

Greater understanding

Committee formulation

Creating shared vision
Existing networks

(of each other)

Appreciation for differences '
Enhanced/new relationships [fj Tendency to collaborate
Collective thinking

Networking - collaboration

Figure 3. 3: The synthetic construct “Networking — collaboration” (boxes represent
translation)

Source: Author’s data analysis of review papers

The author finds the guidelines provided by Flemming (2010) for translating
quantitative and qualitative research evidence helpful. The integrative grid method
allows for populating each grid row with qualitative research articles. The author has
modified the grid method by populating the rows with quantitative research articles

and looked for overlaps between the quantitative and qualitative research findings.
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Lines of argument synthesis are referred to as second-order constructs or synthetic
constructs (Dixon-Woods et al., 2006b). The CIS findings are presented in the
synthesising argument form, developed from the synthetic constructs (see Figure 3.4.).
It is the point where CIS differs from meta-ethnography (Flemming, 2009).

Synthesising
Argument
(CIS)
First order Second order Third order constructs
constructs constructs Synthetic construct (CIS)
Obijects investigated Researchers Line of Argument
by natural sciences interpretation of Synthesis (meta-
(analogous to people living in ethnography)
research the world i.e.
. , . Development and
participants’ views reports of
or beliefs) research synthesis of the
.. , interpretations of
participants
. . researchers represented
views or belies
as second order
constructs

Figure 3. 4: The relationship of a synthesizing argument to first, second and third order
constructs. CIS, Critical Interpretive Synthesis

Source: Reproduced from Flemming (2009, p. 213)
Step 10: Results

CIS leads to the creation of a synthesizing argument such as a theory or a framework

(Nguyen et al., 2020). Accordingly,
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“This critically informed analysis provides new insights by identifying
relationships within and/or between existing constructs in the literature and
‘synthetic constructs’ (new constructs generated through synthesis). The
synthesizing argument is grounded in the literature and formed by integrating

evidence from across the studies” (Nguyen et al., 2020, p. 3).

The findings were presented in Chapter 2. A qualitative pilot study follows this part of
the research.

3.3.3. Pilot Study: Semi-structured interviews and thematic analysis

A qualitative pilot study is conducted to develop and test items for the main study
(Easterby-Smith, 2018). The item tested through the pilot study in this work is
exploring the suitability of scenario planning research in the maritime industry. The
developed item is to determine the subject focus — a research gap to pursue. A pilot
study is the first step of the entire research protocol and is often a smaller-sized study
assisting in the planning and modifying of the main study (Thabane et al., 2010;
Arnold et al., 2009; In, 2017). Conducting a pilot before the main study can improve
the success of the main study and possibly assist in avoiding doomed studies (Thabane
et al., 2010).

As illustrated in an African proverb from the Ashanti people in Ghana “you never test
the depth of a river with both feet, the main goal of pilot studies is to assess the
feasibility of the research; without a pilot study, the whole research effort could

potentially ‘drown’” (Thabane et al., 2010, p. 1).
Aims and Data:

The pilot study aims at exploring the shipping industry stakeholders’ forward-looking
practices. They may involve using forecasting or foresight tools and other resources,
for example, consultancy services. Additionally, the pilot study also aims to
understand the applicability of investigating scenario planning practices in the
maritime industry in the continuation of this doctoral work. Conducting a pilot study

to explore those aspects is vital for several reasons. First, available literature has not
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sufficiently documented scenario planning in the shipping industry. The industry-
specific strategy literature is relatively slow-growing and lags thirty years behind
compared to the current advancements in general strategy scholarship (Wang and
Mileski, 2018). Therefore, before deciding on the research questions and the research
design of the main study, exploring the industry practices in scenario planning and
broader foresight and forecasting practices have proved to be necessary. A pilot study
is also to help focus on an impactful research gap that is worthwhile pursuing from the
perspective of both the industry and the scenario planning literature.

This part of the work is designed following the same line of ontology and
epistemology. In addition, through an interview-based pilot study, the author would
also hone their interview skills before the main study.

The research question for the pilot study is as follows:

RQ 2: How do shipping industry stakeholders make strategy?

The question above is developed following the CIS findings and reading available
limited strategic management literature on the industry. The author then brainstormed
ideas to discover the place of scenario planning in the industry individually and
discussed his findings with other researchers. When designing the research, the author
has identified only one research article suggesting that the researchers have not
identified scenario planning in their sample (Koufopoulos, Lagoudis and Pastra, 2005).
Furthermore, the author realised the maritime literature did not sufficiently report the

strategy-making processes of the shipping stakeholders.

Consequently, the author has chosen a research question that facilitates discovering
the place of scenario planning in the industry and covering a more comprehensive
array of other foresight and forecast activities that may be taking place. Accordingly,
the question targets the industry’s forward-looking practices, e.g., forecasting and
foresighting and aims to learn about how they tackle future uncertainties, e.g.,
utilisation of forecasting and foresight findings and make strategy. The research

question of the pilot study leads the way for developing the main research questions.
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The pilot study research question has led to the development of the interview
questionnaire. The Art of Asking Questions (Payne, 2014) is consulted during the

questionnaire development.
The following questions are asked to the participants:

1. Can you introduce yourself and the company you are currently working for?
(Aiming to gather information on participant name, job title, number of years
working in the current position and previous work experience, and educational
background).

2. How do you/your company look ahead into the future?

3. How do you make strategy? Do you use any strategy making tools?

4. How much do you use forecasting? Environmental scanning? Scenario

planning? (And others if applicable)
Sampling:

A sampling strategy is needed to be established to set out the criteria for choosing a
subset from a broad population (Easterby-Smith, 2018). The sample is chosen among
stakeholders from the maritime industry. Among two distinct sampling approaches,
probability and non-probability sampling (Baker and Foy, 2008; Easterby-Smith,
2018; Saunders, 2012), non-probability sampling is chosen. The choice of this
sampling approach is due to several reasons. The first reason is the sampling frame.
Easterby-Smith (2018) defines the sampling frame as: “the list of all of those eligible
to be included in the sample”. Gathering such a list is impossible due to the maritime
business's global and complex nature. Narrowing down the scope of the study to a
specific geographical region might help establish a sampling frame. However, by
doing so, the doctoral work would risk losing vital insights that might come out of
interviews with participants located outside of the sampling frame. When a sampling
frame is not available, non-probability sampling is suggested (Saunders, 2012).
Convenience sampling, quota sampling, purposive sampling, and snowball sampling

are non-probability sampling designs (Easterby-Smith, 2018).
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Purposive and snowball sampling is considered for the pilot study. Purposive sampling
is a sampling design where the criteria for inclusion start with screening to see whether
prospective participants meet the criteria for inclusion. Participants that meet the
criteria are then approached for inclusion in the research. Facilitating interviews that
inquire into the strategic thinking and strategy-making practices with the professionals
in the maritime industry was expected to be a difficult task. This is due to the nature

of strategic information that is sought.

For this reason, snowball sampling is also included in the process. Snowball sampling
is a follow-up on purposive sampling in this study, where participants sampled for the
interviews are asked whether they knew others who would meet the criteria. This
sampling design is reportedly useful where a high level of trust and confidentiality is
necessary (Easterby-Smith, 2018).

Criteria set for sampling design are as follows:

1) Interviewees need to be working in the shipping industry
2) Although there are no set years of experience requirement, interviewees have
to be knowledgeable about the company’s long-term thinking and strategy-

making processes

The author sets out the criteria above to ensure the study participants have the
industrial knowledge to share and contribute to the work, answering the research
questions. Therefore, the participants are selected based on their involvement and

experience in the industry.

Gaining Access to Data

The shipping industry is known for being generally secretive (Mitroussi, 2003; Duru,
2018; Tan, 2005). Gathering information on their long-term thinking and strategy-
making approaches has meant utilising every ethical means of data access strategies
possible. Easterby-Smith (2018) distinguishes two types of data access: formal and

informal. While the formal process involves gaining permission from senior
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management to receive information from within the organisation, the informal process

is accessing people and documents. The process followed in the work is the following:

e making associations through conference attendance, e.g., London International
Shipping Conference, and

e reaching out to LinkedIn users who at the time or previously have held
strategy-related positions in the shipping industry

e the author’s contacts from the industry.

Through conference attendance, professionals in the shipping industry are introduced
to this doctoral work — both the pilot study and potential future research direction. It
has meant gathering interested parties’ contact details. Linkedin is searched for various
companies operating in the industry, for instance, ship owning and operating
companies, ship management companies, ports, and logistics companies. The author’s

contacts from the industry are also invited to the pilot research.

An access proposal is prepared to formally invite the potential participants to the study
(See Appendix 4).

The sectorial background of participants is predominantly liner container shipping
(five participants). Participants from one port, one shipping service provider, one
logistics service provider, and one dry bulk shipping industry are also interviewed.
Geographical locations of the interviewees and the operational geographical of the

companies they worked at also varied.

Ethical Approval and Consent

Prior to reaching out to the potential participants, a consent form was prepared, and
ethical approval was sought from The University Ethics Committee of the University
of Strathclyde and received. Potential participants have received a copy of the consent

form and a summary of the study.
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Data Collection, Extraction

The interviews took place online, either on Skype or by email. Given the geographical
distance of the participants from the author, e.g., different continents, conducting the
interviews face-to-face was impossible. However, the interviewees have had the
opportunity to choose the most convenient video call platform for them. This is done
to ensure the participants interacted with the author on a platform that is the most
familiar and comfortable to them. In addition, the author had had experience in video
calling on various platforms previously and is skilled in hosting the calls.

Every interview was recorded with the interviewees' consent except for one
participant. At the beginning of the interview, a connection issue led the author to
panic and forget about mentioning the recording. The participant is later informed
about the situation and has not expressed any displeasure. The same participant has
signed the consent form and continued participating in the research willingly. The
recordings are made through the video call hosting platforms and later downloaded to
the author’s desktop. Auto transcription support provided by the video call platforms
is utilised, and the researcher has made necessary corrections by listening to the
recordings. Transcriptions are later sent to the interviewees for further checks. Having
received approvals from the participants regarding the accuracy of the transcriptions,
the author has transferred the interview scripts to qualitative analysis software Nvivo
10.

One interviewee has not signed the consent form, and further response is not received.
Therefore, the interview is discarded. The author later discarded another interview.
The participant initially seemed to be positioned in a department in a shipping
company that dealt with strategy. However, the participant input did not sufficiently
contribute to the work. Therefore, the author discarded the interview. Table 3..2

presents the participants’ industrial background, interview setting and duration.

In some cases, the geographical locations of the interviewees are not disclosed due to

anonymity reasons.

Coding and Analysis
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Thematic analysis (TA) is carried out to analyse the interviews. TA is a method for

systematically identifying, organising, and offering insights into patterns of meaning

(themes) across a data set (Braun and Clarke, 2012). Similarly, King and Brooks

(2018, pg. 2) define TA as “forms of qualitative data analysis that principally focus on

identifying, organising and interpreting themes in textual data”.

No| Name | Company Role Experience | Setting |Duration?’
Mike X Liner Container Fleet
1] o 11 Years | SKYPE | 46:47
Simmons | Shipping Manager
Neil C Logistics Group Finance )
2 ) 3 Years E-mail N/A
Ramos Services Manager
Adrie Marketing Research
3 T Seaports 19 Years | SKYPE | 52:29
Jansen Manager
Otis Y Liner Regional Owner’s
4 ] o _ 24 Years | SKYPE 1:34
Smith Shipping representative
Peter
5 | Overejind | Retired Retired 33 Years | E-mail N/A
er
Z Shipping
Nuwan | company ] ]
6 ) Executive Director | 4.5 Years | SKYPE | 42:02
Indika and port
agency
Minke | O Shipping | Director, Head of
7 ] 6 Years | SKYPE | 47:49
Hansen Line Strategy Development
Strategy Development
. . | M Shipping & p.
8 | Putri Sari Li and Implementation 4 Years | SKYPE | 44:11
ines
Support Coordinator

21 The format is in (hours: minutes).
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Table 3. 2: List of Pilot Study Participants

Source: Table created by the author, information drawn from the pilot study interviews

They refer to “forms” in the plural because they argue that it is not a single method but
a broad approach encompassing many different styles. It begs the question as to what
is meant by “themes”. Following King and Horrocks (2010, p. 150), they define
themes as “recurrent and distinctive features of participants’ accounts, characterising
particular perceptions and/or experiences, which the researcher sees as relevant to the
research question”. Others have defined themes as “a broad category incorporating
several codes that appear to be related to one another” and indicate an important idea
to your research question (Saunders, Lewis and Thornhill, 2019, p. 657). Similarly,
Schreier (2012) summarises themes as conceptualised assertions about some subject

matter, as abstract constructs or recurrent patterns.

A one-off comment cannot constitute a theme, but Braun and Clarke (2012) argue that
they have no problem in principle in identifying a theme that is unique to a single case

— in other words, themes do not necessarily have to be identified across cases.

Why Thematic Analysis and Which Type

TA is a foundational method for qualitative data analysis (Braun and Clarke, 2006). It
is a systematic and logical way to analyse data and thematic analysis can be applied to
large and small qualitative data sets, leading to detailed “descriptions, explanations
and theorising” (Saunders, Lewis and Thornhill, 2019, p. 651). Given its flexibility in
analysing qualitative data (Braun and Clarke, 2012) and the aims of this pilot research,
thematic analysis for analysing interview data is chosen. A necessary clarification is
the distinction between methodology-specific and generic forms of thematic analysis
since the chosen style in this instance is the generic form. While methodology-specific
TA type is tied to one philosophical, theoretical and/or methodological position, e.g.,
Grounded Theory, Interpretative Phenomenological Analysis (IPA), generic forms of
TA are free from such requirements (King and Brooks, 2018). Table 3.3 demonstrates

the key issues that need to be considered while applying a generic form of TA.
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Philosophical Ontology Epistemology Implications for use of generic thematic analysis
Position
Neo-positivism Realist Realist Seeks to build or test theory, minimising impact of researcher
subjectivity
Use of independent coders to verify accuracy of themes
May use strong, theory linked a priori themes
Limited Realism Realist Constructivist/ | Seeks to develop an account that is credible and potentially transferable,

relativist

while recognising conclusions will always be tentative

Often uses a priori themes informed by theory or evaluation criteria

Quality checks to stimulate critical thinking, specific to needs of

particular study

Reflexivity in analysis important, to go beyond researcher subjectivity
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Contextualism

Relativist (or

indeterminate)

Constructivist/

relativist

Seeks to understand participants’ meaning making within the specific

research context

Focus on induction and emergent themes; highly tentative use of a

priori themes (if at all)

Reflexivity; researcher subjectivity integral to whole process

Radical

constructionism

Relativist

Strongly relativist

Seeks to critically examine how the phenomena of organisational life
are constructed, including how organisational research itself constructs

knowledge

Scepticism about any quality criteria in analysis

Focus on themes as aspects of discursive construction rather than of

direct experience

Table 3. 3: Different Philosophical Positions for Research and Their Implications for the Use of Generic Styles of Thematic Analysis

Source: Reproduced from King and Brooks (2018)
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Contextualism — Relativist — constructivist type of TA can assist the analysis of the
pilot study as this type of TA seeks to understand participants’ understanding of the
issues within the research context. Both inductive and a few a priori themes are

expected to be gathered.

Another decision is made around the level at which themes were identified (Braun and
Clarke, 2006). Semantic and latent themes are the two options available (Boyatzis,
1998). While the semantic approach looks at explicit or surface meanings of the data,
the latent approach goes beyond surface meaning and looks into the underlying ideas,
assumptions, and conceptualisations (Braun and Clarke, 2006). The semantic approach
was taken for the analysis of interview data. This was due to the pilot study aims. The
aims were to understand the participants’ experiences within the organisations they
worked at and to find significant patterns to summarise and interpret their input
(Patton, 1990 in Braun and Clarke, 2006).

For this analysis, the phases of thematic analysis, as recommended by Braun and

Clarke (2012), are followed. The phases are as follows:

Familiarising yourself with the data
Generating initial codes

Searching for themes

Reviewing potential themes
Defining and naming themes

Producing the report

Familiarisation with data

Familiarisation with the data started with the audio recordings and reviewing the
transcriptions. It is followed by importing the transcript into Nvivo 10 where the
coding took place. An inductive approach to TA meant coding the whole of each
interview transcript. Initial codes are both descriptive and interpretive (Braun and
Clarke, 2012).

Generating initial codes
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TA is not prescriptive about how to segment the data — coding large or smaller chunks
or no coding in some instances is expected (Braun and Clarke, 2012). In this pilot
study, guiding interview questions have meant a reasonably expected thematic
distribution across the interview data. Although interview questions reflect the
research questions, interviewees have often answered the interview questions and
moved on to other aspects of the issue the author has not explicitly asked about. That
means coding is focused thematically on the interviewees’ answers to the questions.
However, any other responses relevant to the research area are also accommodated
(see Table 3.4 for an example of a coded transcript).

Not every coding has led to the development of a theme. This is due to a coded
phenomenon being mentioned by a single participant only once and such code not
being relevant to the research question. These instances are later re-checked for
suitability to any potential themes. Finally, some of these codes have led to the
development of the subtheme “The questions participants showed interest for and

directed to the author”

Searching for themes

Following the initial code generation stage, as demonstrated above, the next step is
theme searching. All initial codes are listed, sorted based on differences and
similarities, and similar codes are finally collated (Braun and Clarke, 2006). Mind
maps are not used due to the small sample size. However, a thematic map has proved

useful and developed throughout the theme-searching stage.

Reviewing potential themes

Some of the codes the researcher initially thought might lead to themes were later
reviewed and discarded. That was due to two reasons: not enough data to support them,

and data being outside of the research scope.
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Transcript

Initial Codes

Participant Otis Smith:

Yeah, well, | think in terms of the
rationality of the decision making, |
think it's fair to say that it's becoming or
has become more rational over the

years...

...with the advent of digitalization with
the advent of more accurate information
upon which to better decisions and also
financial modelling, which were not
available,  the  transparency  of
information the external organisation is
providing economic indicators for
countries for regions for hemispheres,
etc, or play into the hands of the shipping

organisations...

and the type of decisions on purchasing
of new tonnage, building new vessels or
redirecting vessels into new fleets isn't
consideration

just an operational

anymore.

Increased rationality in decision making

Contributing  factors to increased

rationality in decision making.

Shift in the scope of decision making

from a solely operational view to another
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| mean, there are a multitude of different
factors to consider a lot of organisations
now use external consultants to to verify

their own decision making.

In many cases, now, these organisations
are listed companies that are responsible

for shareholders as much as the families.

Yeah, so, | think that there is more logic
and there is more. There's more guts and
more consideration in the decision-
making process these days, that 1 would
say is case for commercially owned
shipping lines. So, the PIL and MSC,
CMA-CGM, Maersk and a lot of the

smaller feeder organisations.

Use of external consultants in decision

making process

Shipping companies’ responsibility for

shareholders

Rationality and guts in decision making
among commercially owned shipping

companies

Table 3. 4: Generating initial codes in Thematic Analysis

Source: Author’s data analysis of a pilot study interview transcript

Defining and naming themes

Each theme was defined and named to reflect the essence of participant input. The

process was iterative. This stage was achieved by collating data extracts for each theme

and “organising them into a coherent and internally consistent account” (Braun and

Clarke, 2006, p. 92).

Producing the report
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The final stage of thematic analysis is laying out the finalised themes. This involves
reporting the results and write-up of the report (Braun and Clarke, 2006). Pilot study
results are presented in Appendix 2.

3.3.4. Multiple Case Study

Once the critical interpretive synthesis and the pilot study are completed, a multiple
case study is conducted to identify and analyse the future scenarios. Multiple case

study aims to answer the following research questions:
RQ 3: Are maritime scenarios creative?

RQ 4: What is the role of creativity in scenario planning effectiveness on

scenario users?

This part of the work initially only aimed to gather and analyse future scenarios for
creativity. Therefore, RQ 3 was at the centre of the inquiry. The scenarios had to be
developed for the maritime industry, and Shell scenarios?® were chosen for
comparison. The developmental time frame of the scenarios was from 1998 to 2021.
The analysis has identified the creative ideas presented in the scenarios and compared
two sets of scenario publications. The author later has observed the need for
triangulating the creativity assessment by interviewing the scenario teams and
inquiring into the role of creativity in scenario planning effectiveness on scenario
users. The extended research questions and aims have meant that the author had to
reconsider his research design to answer the new research questions while maintaining

the research focus — future scenarios’ creativity — in a unified fashion.
Stake (1981) suggests “progressive focusing” to the researchers, explaining:

Progressive focusing requires that the researcher be well acquainted with the

complexities of the problem before going to the field, but not too committed to

28 Sampled scenario publications are presented later in this chapter under sampling.
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a study plan. It is accomplished in multiple stages: First observation of the site,
then further inquiry, beginning to focus on the relevant issues, and then seeking
to explain (Stake, 1981 in Sinkovics and Alfoldi, 2012, p. 824).

The author has found Stake’s (2013) multiple case study approach suitable for the
work due to the design flexibility since it allows researchers to “to make major

changes even after they proceed from design to research” (Yazan, 2015, p. 148)

Christensen et al. (2011, p.434) define a case study as “research that provides a
detailed account and analysis of one or more cases”. It is a type of qualitative research
that seeks to identify, explain, and/or describe how the person or organization
functions within its environment. Stake (2013, p. 2) offers a detailed explanation of a

case:

A case is a noun, a thing, an entity; it is seldom a verb, a participle, a
functioning. Schools may be our cases—real things that are easy to visualize,
however hard they may be to understand (Stouffer, 1941). Training modules
may be our cases—amorphous and abstract, but still things, whereas “training”
is not. Nurses may be our cases; we usually do not define “nursing activity” as

29 ¢¢

the case. “Managing,” “becoming effective,” “giving birth,” and “voting” are

examples of functioning, not entities we are likely to identify as cases. For our

29 ¢

cases, we may select “managers,” “production sites,” “labor and delivery
rooms,” or “training sessions for voters.”With these cases we find

opportunities to examine functioning, but the functioning is not the case.

According to Yin (2014, p. 35), case studies support answering questions like “how”
and “why” and “arises out of the desire to understand complex social phenomena”.
Comparative and multiple case study strategies are chosen to compare Shell scenarios
and maritime scenarios in terms of creativity. Comparative case studies embody the
“logic of comparison that we can understand social phenomena better when they are
compared in relation to two or more meaningfully contrasting cases or situations”
(Bell, Bryman and Harley, 2018, p. 68).
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The literature often divides case study methods into three camps; Yin, Eisenhardt, and
Stake. They are informed by different epistemologies and differ in terms of their
approach to design, sampling, analysis, and contribution to theory (Easterby-Smith,
2018). Among three main case study approaches (Yazan, 2015), the work has followed
a constructivist approach to the case study design found in Stake’s work (Lauckner,
Paterson and Krupa, 2012; Yazan, 2015; Fearon, Hughes and Brearley, 2021). The
reason for that choice was that the case study research was required to complement the
findings of the critical interpretive synthesis of the scenario planning effectiveness

literature and further enrich the framework focusing on creativity.

Stake (1995) offers two types of case study research: intrinsic and instrumental study
in single case studies. He explains that intrinsic case studies are applied when interest
is in a particular case rather than a general understanding of a situation. He suggests
that instrumental case study research is preferable when the aim is the latter. An
instrumental case study is instrumental to understanding a general issue rather than an
intrinsic interest in a case. He also notes that case study research types are not
dichotomous: a case study research can be instrumental and intrinsic, but one

overweighs the other.

Stake (2006) also offers guidelines for conducting a multi-case study. However,
although the author has found Stake’s guidelines helpful, a recent paper by Fearon,
Hughes and Brearley (2021) mentions that there is no clear blueprint for conducting a
Stakian multi-case study. Instead, they suggest that researchers conducting a Stakian
multi-case study are inspired to use their creativity, intuition, and ingenuity,

concluding the study by suggesting Stake’s approach to a larger audience.

Quintain is a central concept in Stake’s (2013) approach. It deals with targeting the
phenomenon or an object to be studied. Stake’s approach is interested in a collective
target, “not a bull’s eye” (Stake, 2006, p. 6). It “replaces and expands on the term
phenomenon” that is too tight to describe a multi-case study's relatively broader

research target (Fearon, Hughes and Brearley, 2021, p. 3).

Stake (2013) also discusses the case-quintain dilemma, explaining that the attention to

the case, e.g., “local situations”, and attention to the phenomenon under study —

122



quintain —are in tension. He further suggests that rushing into merging the cases is not
ideal since the cases need to be repeatedly heard before concluding the multicase
findings. Nevertheless, he recognises the researchers who pay the most attention to the
Quintain and offers three cross-case analysis options. In the first option, the attention
is on the individual cases, and in the third option, the quintain is the focus of the

analysis. Option 2 is offered as a middle ground.
The steps recommended by Stake (2006) are listed below:

1- Identification of the quintain

2- Laying out the research question
3- Making the individual case report
4- Staffing

5- Selecting cases

6- Data gathering across cases

7- Triangulation within cases

8- Cross-case analysis

9- Triangulation across cases

10- The report

The research questions allow for a slow transition from focusing on the individual

cases by within-case analysis to multiple cases by cross-case analyses.

From steps 1 to 3, the focus is on a single case. Steps 4, 5, 6, and 7 are suggested for
moving from individual cases to multi-case analysis. Steps 8 and 9 are recommended
for cross-case analysis, and finally, step 10 is producing the report. It is essential to
highlight that conducting a Stakian multiple case study does not mean researchers
should start with step 4. Identifying the quintain is crucial to the case study researcher
since the research begins with the quintain. Stake (2013) further explains that although
single cases are studied, the analysis aims to understand the quintain through learning

the similarities and differences between the cases (Stake, 2006).
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Stake (cited in Bell, Bryman and Harley, 2018) recommends that the choice of cases
should be primarily based on the expectation of the opportunity to learn. Therefore,

the researchers should choose the cases to learn the most about a given issue.

Deciding on what constitutes a case and unit of analysis is an essential step in case
study research. In addition to Stake’s (2013) case study definition, the case study
research definition and the case definition given by Creswell and Poth (2016) have
been helpful to the author. Creswell and Poth (2016, p. 153) define case study research
as:

. a qualitative approach in which the investigator explores a real-life,
contemporary bounded system (a case) or multiple bounded systems (cases)
over time, through detailed, in-depth data collection involving multiple sources
of information (e.g., observations, interviews, audiovisual material, and
documents and reports), and reports a case description and case themes. The
unit of analysis in the case study might be multiple cases (a multisite study) or

a single case (a within-site study).

The case and unit of analysis differentiation are minuscule but essential to explain. The
unit of analysis is a bounded system, e.g., bounded by time and place (Creswell and
Poth, 2016), and defines the case, and a bounded system is a case (Merriam and
Tisdell, 2015). Therefore, cases are multiple bounded systems (Creswell and Poth,
2016).

The unit of analysis in a case study is “studying an event, a program, an activity, or
more than one individual” (Creswell and Poth, 2016, p. 164). In deciding the boundary
of the case — unit of analysis — Simons (2014, p. 460) suggest asking whether the case

is bounded by:

e “an institution or a unit within an institution”,
e “people within an institution”, or

e aregion, project, program or policy.

124



Scenario planning projects are identified as cases in the work. More specifically, the
maritime and Shell scenario projects are of interest to the author.

The unit of analysis is the scenario narratives in the early part of the research. It later
shifts to the scenario teams. Scenario narratives as a unit of analysis bound the case so
that the author can focus on their creativity assessment. In continuing the work, the
unit of analysis shifts to the scenario teams. Such departure from the scenario
narratives to the scenario teams allows for investigating the cases for their
effectiveness and creativity's role.

Identification of the cases required conducting a systematic review of the scenario
publications. The author presents the review and sampling procedure in the next

section.

3.3.4.1.1dentification of the cases

Identification of the maritime scenarios

The first step in searching the publications is scanning databases. The keywords
chosen for database search are (“scenario thinking” OR "scenario planning" OR
"scenario method*" OR "scenario methodology" OR "scenario technique”) AND
(“shipping” OR “maritime” OR “logistics” OR “transport®” OR “freight”). Although
not every database has allowed using Boolean operators in their systems, the structured
search string above is applied whenever possible. When not possible, the search is run
manually. EBSCO, Emerald, Proquest, ScienceDirect, SCOPUS, Web of Science,
Google Scholar and Google’s search engine are used for scanning the literature (See
Table 3.5).

Search Results

Database Name Number of hits Purposive

Sampling

EBSCO 43 Google Scholar
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Emerald 3 Google Search | 15

Engine
Proquest 150
ScienceDirect 145
SCOPUS 240
WebofScience 140

Table 3. 5: Search Results of Maritime Scenarios

Source: Created by the author, information drawn from the systematic database scan

results

The systematic scan by pre-defined search terms in databases has proved insufficient.
It is not surprising for two reasons. First, as others also stated similar experiences, a
cross-reference check is inevitable following a systematic review. The other reason is
that scenario planning and scenario-based studies tended to be applied by consultants
and government bodies for strategy and policy making. Therefore, an additional search
on Google Scholar and the Google search engine is performed. Endnote 8.2
bibliography software is used for identifying the duplicates (see Figure 3.5). Automatic

and manual duplicate scanning have reduced the total number of 736 studies to 293.
Inclusion and exclusion criteria

Inclusion and exclusion criteria are set and applied after discarding the duplicate
studies. The inclusion and exclusion criteria applied to the maritime scenarios are

presented in Table 3.6. Table 3.7 presents the sampled maritime scenarios.

Study content Any scenario publications looking at the future of maritime

industry that presented scenario narratives

Time frame Time frame for sampling was 1998-2021
Study Design No restriction
Language English

Table 3. 6: Inclusion and exclusion criteria for maritime scenarios
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Source: Table created by the author, illustrating the pre-set inclusion and exclusion

criteria
)
c Records identified through Additional records identified
o
kS database searching through other sources
c
D
°
= v
=
Records after duplicates removed

— (n =278 + 15)
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Records screened
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A 4

(n = 293)

\4

assessed for eligibility

Studies included in
review
(n=18)
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Full-text articles - >

(n =267)

Full-text articles
excluded, with
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(n= 2 ship design
and navigation, 2

marine tourism)

Figure 3. 5: PRISMA systematic review of the maritime scenarios

Source: Adapted from PRISMA (2018)
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Case Case Name Author Objective Data Collection - | Scenario Type Scenario Key drivers/
NO and Year Sources Method uncertainties
1 Regional ESCAP Providing “planning Desk research: Quantitative Maritime Undisclosed
shipping and port and context for informed | Economics, trade forecast Policy
development Cooperati | decision-making by | and sectorial data scenarios Planning
strategies: on (2005) | governments, shipping (container) supported with Model
container traffic lines and port narratives (MPPM)
forecast authorities”
2 Arctic Marine Arctic Creating a framework Workshops- Scenario Intuitive Governance,
Shipping Council | of plausible futures for | Expert knowledge Planning — Logic trade and
Assessment (2009) Arctic marine Intuitive Logic | scenario steps resources
navigation to 2050
3 Shipping Wartsild | Supporting company Desk research, Scenario Intuitive Economic
scenarios 2030 | Corporatio | strategy making and Workshops- Planning — Logic growth,
n (2010) | offering insights to the | Expert knowledge | Intuitive Logic | scenario steps | energy types

industry
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Port Vision 2030 | Groningen | Establishing port’s Desk research, Scenario Scenario axis | Growth, green
Seaports vision Workshops — planning — used society
(2012a) Expert knowledge | Scenario axis
Scenarios for the | Storgard Informing the EU Desk research, Scenario Identification Human
Development of etal. commission regarding Workshops — planning — of factors, factors,
Maritime Safety (2012) the Baltic Sea Region | Expert knowledge | undefined type | grouping of regulations,
and Security in policy development factors, safety and
the Baltic Sea about maritime safety naming meta- security,
Region and security stories, traffic control,
brainstormin | e-navigation
g
Blue growth: DG Mare Informing the EU Desk research, Scenario Intuitive Demography,
Scenarios and (2012) commission maritime Workshops, planning — logic scenario | economy and
drivers for policy development — | expert knowledge | Intuitive logic process by market,
sustainable DG MARE call for Van der politics,
growth from the tender Heijden environment,
oceans, seas and (2005) technology
coasts and science
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Updating the Akker et Informing port of Desk Research — | Adaptation and Running Undisclosed
future al. (2013) | Rotterdam’s strategic Interviews, revision of Limits to
thinking Expert knowledge already Growth
established Model and
scenarios adaptation
Global Marine | Fang et al. | Understanding how to | Desk Research: Scenario Scenario Population,
Trends 2030 (2013) create industrial IPCC, Scenario planning was development economy,
(GMT2030) strategies to inform developers’ own not a process, | followed by a resources,
maritime stakeholders expertise more of a tool quantitative environment
model
Global Marine Smith et | Unearthing the future | Authors’ future Quantitative Global Trade, oil
Fuel Trends al. (2014) fuel types used by fuel type forecast Transport price, gas
commercial shipping assumptions in scenarios Model price, bio
to inform maritime | combination with (GloTraM) energy,
stakeholders GMT 2030 economics,
scenarios regulations
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10 Study on the Artuso et Supporting policy Desk research: Scenario Expert Total factor
analysis and al. (2015) | development - EU DG | OECD scenarios, development | judgement on | productivity
evolution of MOVE call for tender sector reports, was not a future drivers drivers,

international and expert knowledge | process, but an demographic
EU shipping end. drivers
11 Analysis of European | Informing European Desk research Quantitative Custom Economics,
Recent Trends in | Commissi Commission on the modelling forecasting policies,
EU Shipping and on DG fuel costs and tool consolidation,
Analysis and Mobility | environmental impacts developed for Blue Belt,
Policy Support to and of short sea shipping, the project — Directives,
Improve the Transport developing policy atime series | Technological
Competitiveness (2015) actions and deterministic | developments
of SSS in the EU recommendations model with
modifications
12 Low Carbon Lloyd’s Informing maritime Desk research: Quantitative Global Regulations,
Pathways 2050 Register stakeholders , The Third IMO modelling Transport Trade
(2016) contributing to policy | GHG study, IPCC Model Demand,
debate scenarios Tecno-econ.
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13 MARITIME Danish Understanding what Desk research: Single Author’s Digitilisation
TREND Ship new business models | reviewing other qualitative interpretation
REPORT Finance can be introduced in capital intensive scenario of data
and the maritime industry industries development exercising
Rainmakin ST
g (2018)

14 Blue Growth— | Pdntynen | Advising Ministry of Desk research, Delphi and Participatory PESTEL
Drivers and and Environment of Delphi workshop based process: factors in
Alternative Erkkila- Finland on maritime questionnaire, scenarios Delphi detail

Scenarios for the | Valimaki spatial plan for learning café through futures surveys including:
Gulf of Finland (2018) Finland through method, scenario table outcomes, attitudes,
and the plausible futures workshops workshop global
Archipelago Sea: output, economy,
Qualitative authors’ globalisation,
Analysis Based finalised the | energy options
on Expert scenarios
Opinions
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15 AHOY2050- MAN Produced as a Desk research, Development of Influence Environmental
Scenario Study Energy response to MAN’s interviews, scenarios in an analysis, awareness,
Solution demand for future internal internal and scenario economics,
and scenarios workshop, external development climate
Fraunhofe MATTISE model workshops by futures change,
r ISl table, technology
(2019) finalisation in
workshops
16 Scenarios Maritime Ministry of Desk research, Scenario Analysis of Energy,
for Maritime Spatial Environment of interviews — development by | interviews, fishing and
Areas 2050 Planning | Finland’s desire to see expert futures table futures table agriculture,
Preparation of (2020) the current and knowledge, and tourism,
scenarios for the plausible futures workshops workshops maritime
future of Finnish for SP transport
maritime areas
17 Coronavirus, Stopford Informing maritime Desk research Quantitative Expert Economics,
climate change & | (2020) stakeholders on post- modelling assessment of | technology

smart shipping—

COVID 19 futures

key drivers
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Three maritime

scenarios 2020—

and

quantitative

2050 analysis
Technological Inkinen, Supporting research Scenario Trend and Collaboration
trajectories and | Helminen | findings with scenario development by | key variable within the
18 scenarios in and thinking Desk research futures table and | identification, industry,
seaport Saarikoski interviews futures table, | logistics and
digitalization (2021) interview SCM,
analysis environmental

regulations,
technological

trajectories

Table 3. 7: Sampled Maritime Scenario Publications

Source: Generic literature review table constructed by the author, illustrating the sampled maritime scenario publications
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Case | Case Name | Author | Objective Data Gathering - Scenario Scenario Method Key drivers /
and Sources Type uncertainties
NO Year
19 Global Shell Assisting Interviews, desk Shell Thematic analysis, Undisclosed
Scenarios | (1998) Shell research, workshops: scenario synthesis of the
1998-2020 leaders, expert knowledge, methodology | interviews, map making,
academics, - scenario outline
governments development, interpreting
and IL signals
20 | Shell Energy | Shell | businesses Detailed information undisclosed. Likely to be the same as Global Choices, prices,
Scenarios to | (2008) | in exploring Scenarios 1998-2020. efficiency
2050 ways technology,
forward and efficiency
making behaviours,
better energy types,
decisions innovation and
(Shell plc, technology,
2022) environment.
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21 New Lens Shell Semi-disclosed. Desk | Undisclosed Undisclosed Environment,
Scenarios: A | (2013) research: data gathered energy
shift in from The World Bank, technology,
perspective Booz & Company, EIA, resources, and
for aworld in UN population division demand;
transition and more. creativity,
preservation,
relationships,
ideologies, and
more.
22 | Sky, Meeting | Shell Undisclosed Undisclosed Undisclosed Undisclosed
the goals of | (2018)
the Paris
agreement

Table 3. 8: Sampled Shell Scenario Publications

Source: Generic literature review table constructed by the author, illustrating the sampled Shell scenario publication
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Identification of Shell Scenarios

The Shell scenarios are identified through consulting the company website and
searching for the scenarios on Google search engine. The search resulted in identifying
four publications, all of which were sampled. Table 3.8 presents the sampled Shell

scenarios.
Data Extraction and Data analysis

After applying the inclusion and exclusion criteria, scenario publications are selected
and imported to NVivo 12 CAQDAS software. The author has familiarised himself
with the scenario publications by reading and summarising the scenarios. The next
phase is running a qualitative content analysis of scenarios to answer research question
3.

3.3.4.2.Assessment of the Scenarios for Creativity Through Qualitative Content
Analysis

The scenarios are assessed for creativity following the guidelines in creativity

literature. The following research question,
RQ 3: Are maritime scenarios creative?

is aimed to be answered by looking at the ideas in the scenarios that are novel, useful,
and surprising. A qualitative content analysis is used following Mayring (2004); Hsieh
and Shannon (2005); Elo and Kyngas (2008); Schreier (2012); Mayring (2015);
Neuendorf (2016).
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Subject matter, theory, aims of

analysis
v

Definition of the category system
(main categories and subcategories)
from theory and state of the art

v

Definition of the coding
guidelines, containing for all
categories: definitions, anchor

examples and coding rules

v

Material run-through, preliminary
codings, completion of anchor
examples, coding rules

'

Revision of the categories and
coding scheme after 10-50% of the

material
v

Final working through the
material
Analysis, category frequencies

and contingencies interpretation

»

Creativity definition in SP context,
investigating creative ideas in the
scenarios

Definitions for novelty, utility,
and surprise gathered from OED
and creativity literature

Coding rules, anchor examples
and definitions clearly laid out in
the main body

The author familiarised himself
with the materials going through
the narratives, preliminary coding
conducted and anchor examples
expanded bearing the coding rules
in mind

Once the coding structure was
established and further
adjustments were not necessary,
the researcher completed coding

Category frequencies and
contingencies interpretation
presented in the results chapter

Figure 3. 6: On the left: Process model of deductive category application (structuring)
— on the right: application of the model in the work

Source: Reproduced from Mayring (2015, p. 378)
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The type of qualitative content analysis chosen for the analysis is deductive. This is
due to having a particular structure prior to the analysis. The definition?° that the author
has developed guided the structure. The analysis has had the goal of extracting the
structure from the material (Mayring, 2015). The main and subcategories are identified
and defined before attempting to code the scenario narratives. Schreier (2012, pg. 60)
defines main categories, also known as dimensions, as coding frames that are aspects
the researchers want to focus on in the analysis, “subcategories specify what is said
about the aspects that interest you, i.e., your main categories”. She further explains:
“while the aspects function as dimensions or main categories of your coding frame,

the specifications serve as your subcategories” (Schreier, 2012, pg. 60).

A process model of deductive category coding application is followed in the work.
Figure 3.6 outlines the process. Figure 3.7 presents the initial coding frame — main
categories.

The author’s creativity definition in the scenario planning context®® has initiated the
analysis. The research question “are maritime scenarios creative?” and the connected
research objective “assessing the scenarios for creative ideas” have meant that in the
next stage, the definitions for novelty, usefulness and surprise are to be clearly laid and

kept in mind throughout the analysis.

29 Creativity is ideas that offer novelty, utility and surprise to the person who is
producing it. Such an idea also offers novelty, utility and surprise to a person who has

not produced but encountered it.

30 Creative scenarios are the future narratives created through a scenario planning
process that have novel, useful, and surprising elements in a single idea and such ideas

are present across the scenario narratives.
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Initial Coding Frame - Coding rules, anchor examples

Creative ideas in the scenarios

Ideas with Ideas with Ideas with
Novelty Utility Surprise

Figure 3. 7: Initial coding frame — main categories

Source: Adapted from Schreier (2012)

The scenarios are coded in rounds. The first round is for novelty, the second is for
utility, and the third is for surprise. It has meant generating a sub-category definition
for each category: novelty, utility and surprise. Cross-matrix function in Nvivo 12 later
has allowed for identifying the codes that are coded for all three dimensions. It is
explained further in the following sections. Examples for each category coding are

provided later in this section.

Due to the iterative nature of the qualitative content analysis, the rules that have
emerged throughout the analysis are later applied to data already analysed. This
process recurred until no further rules were necessary, and all data were analysed
comprehensively, taking the latest emerged rules into account. It was necessary to
ensure consistency across coding. The following rules are developed and applied

during the coding stage:

« Minimum effort to connect the logical chains of events/ explanations/
descriptions should be made to something to be coded as ‘novel’. Such
antecedent explanations should be plausible. At a minimum, one example
should be given on the novel future idea/event/thing that may come out of.

» Response to future uncertainty through unclear/ vague/ undetailed ideas is
insufficient.

» The scenarios are not coded considering the year of publication. Instead, a

timeline approach is to phase out the repeated ideas across the scenario sample.
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For example, in cases where there are two same novel ideas in two different
publications with different years, the earliest occurrence of a novel coded idea
remains, and the latter is discarded from the results.

In cases where novelty is explicitly made clear (manifest) through relevant
expressions, for instance, unique opportunity, for the first time in history, new
discoveries, the author’s p-novelty lens and a supporting example in the text
are minimum criteria for eligibility.

In cases where novelty is potentially present (latent meaning), the previous
rules entirely apply.

The first round of coding: “Is this fairly new to me?” (If not, discard)
(Identification of potential novel ideas, even though loosely, retained for
further analysis)

The second iteration of coding - controlling: “have they met the criteria that
the author has set?” (If not, discard)

Revision of coding (Timeline approach — phasing out the excerpts based on

their occurrences in the scenarios by years)

Category definition and anchor examples for novelty and examples of included ideas
are presented in Table 3.9 and Table 3.10.

Category definition and anchor examples for novelty and an example initially

considered to be potentially novel but later discarded are presented in Table 3.11.

Data New, digital offshore aquaculture technologies are
used, for example, independent, floating aquaculture
units.

Description New aquaculture technologies, e.g., floating
aquaculture units

Category formulation | N - New technologies (including aquaculture

(main category — | technology)

subcategory)

Revised category Novel — Novel technologies

Content type/ meaning Manifest
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Table 3. 9: Example of included extracts from the scenarios and the categorisation

Source: Table constructed by the author, compiling from Schreier (2012) and Mayring
(2014), illustrative data comes from the author’s data collection

Data

Faster changes in consumer behaviour may only follow
major negative, even catastrophic, changes in
environmental conditions or climate. "We will need strong
environment-based policy instruments, maybe due to an

aftermath of a catastrophe.”

Description

Radical change in consumer behaviour will follow a

catastrophe

Category formulation

N - Radical change in consumer behaviour

Revised category

Novelty - Change in consumer behaviour

Content type/meaning

Manifest

Table 3. 10: Example of included extracts from the scenarios and the categorisation

Source: Table constructed by the author, compiling from Schreier (2012) and Mayring
(2014), illustrative data comes from the author’s data collection

Data

Japan built the world’s first fully autonomous factory
making consumer products. Service robots are
produced for domestic use and commercial use. In
domestic settings, widespread use of the technology
leverages manpower; disrupts unskilled labour markets
and immigration patterns, and changes care for a

growing elderly population.

Description

Service robots built-in fully autonomous factories

Category formulation

Robots built by robots

Revised category

New era with service robots

Content type/ meaning

Manifest

Table 3. 11: Example of discarded extracts

Source: Table constructed by the author, compiling from Schreier (2012) and Mayring
(2014), illustrative data comes from the author’s data collection
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Final working through the material and results

Having established the rules, the author has finalised the analysis after multiple
iterations of coding cycles. Finally, category frequencies and the interpretation of the

analysis are presented in the results chapter.
3.3.4.3.Continuation of the Multiple Case Study

The rationale for using the case study strategy initially has been to aid in answering
research question 3; are maritime scenarios creative? The scenarios are assessed for
creativity by the author. After that, the author compares the maritime scenarios against
Shell scenarios for creative ideas. Comparative qualitative content analysis is
conducted for that purpose. The same research question is asked in the continuation of
the work interviewing the maritime scenarios’ developers, which triangulates the
author’s qualitative content analysis. Additionally, the author has sought the scenario
developers’ definition of creativity in the scenario planning context. Finally, the last

research question:

RQ 4: What is the role of creativity in scenario planning effectiveness on scenario

users?

is answered. RQ 4 is associated with the quintain of the case study. As previously
explained, quintain is a central concept in Stake’s (2013) approach. It deals with
targeting the phenomenon or an object to be studied. Stake’s approach is interested in
a collective target, “not a bull’s eye” (Stake, 2006, p. 6). It “replaces and expands on
the term phenomenon” that is too tight to describe a multi-case study's relatively

broader research target (Fearon, Hughes and Brearley, 2021, p. 3).
Foreshadowed Issues

Foreshadowed issues provide an alternative way to frame the cases at the beginning of
the research (Simons, 2009) and are considered an essential part of multiple case study
analysis (Stake, 2006). The concept was framed by Smith and Pohland (1974 in
Simons, 2009, p. 6) and offered a “guide as to what to explore but do not constrain the

research process to these problems only”.
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Foreshadowed issues or problems — used interchangeably in the literature (Simons,
2009; Fearon, Hughes and Brearley, 2021; Stake, 2006) — are decided a priori through
reviewing the literature and personal experience (Simons, 2009; Fearon, Hughes and
Brearley, 2021; Stake, 2006). They function as a “framework for the case study by
maintaining its boundaries and feasibility (Fearon, Hughes and Brearley, 2021, p. 3).

The CIS findings have predominantly contributed to developing the foreshadowed
issues because the CIS has provided a theoretical framework for scenario planning
effectiveness. The author has also reviewed the creativity literature and assessed the
scenarios for creativity before conducting the case study interviews. A broader
screening is also applied to the interviews based on the CIS findings.

The following foreshadowed issues were developed before conducting the interviews::

Practitioners should be able to make their voices heard for creativity to impact

scenario planning positively.

Creativity’s role is questionable in making any desired impact on policymaking
scenarios considering the lack of creative ideas in the policymaking scenarios

and previously reported ineffectiveness of SP in policymaking.

At the end of scenario planning, a scenario team is less likely to be surprised
by the outcome of the scenarios in which the author did not identify any
surprising ideas. It is also because scenario planning was also found ineffective

for the degree of surprise in the literature.

The cases where the author has not identified creative ideas are unlikely to
challenge the scenario users’ status quo thinking. There is little evidence
supporting the “breaking free from normal thinking” phenomenon in the

literature.

The scenario teams are vigilant of creativity. It is caused by the fear that it can
lead to dysfunction in the scenario development process, and the bias against

creativity contributes to it.

144



Plausibility and consistency concerns and the novelty and usefulness trade-off
lead to an overemphasis on plausibility, usefulness and consistency, leaving

novel ideas aside for omission.

The foreshadowed issues have gone through iterations throughout the multiple case
study. The author’s notes during the interviews and the memos he created during the
interview transcripts analysis revealed additional foreshadowed issues. The
modification process continued during the interview stage and is finalised after the
cross-case analysis. Stake (2006) calls them multicase assertions (Fearon, Hughes and
Brearley, 2021), which supports cross-case analysis to interpret the quintain. Stake
(2013, p. 10) states:

Quintains are often better understood by looking at the way problems are
handled than by looking at efficiency or productivity outcomes. Starting with
a topical concern, case researchers consider the foreshadowed problems,
concentrate on issue-related observations, interpret patterns of data, and

reformulate the issues as findings or assertions.

The modified foreshadowed issues — multicase assertions — have made an in-depth
understanding of the thematic findings of the quintain possible. The multicase

assertions are presented in Chapter 6.
Method

According to Stake, the choice of methods is made by the researcher and “case
intuition”; several data collection and analysis methods are embraced, “shaped by
context and emergent data” to advance the understanding and the development of the

case (Hyett, Kenny and Dickson-Swift, 2014, p. 2)

Interviewing the scenario teams is planned to gather further information from them to
answer RQ 3 — are maritime scenarios creative? — and finally, investigate the quintain.
The associated research question to quintain is RQ 4 — what is the role of creativity in
scenario planning effectiveness on scenario users? Answering the final research

questions has meant checking the sampled scenario publications for authors and
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creating a list of potential interviewees. Therefore, the sampling for this part of the
work relies on the selected cases in two sets: maritime and Shell scenarios’ scenario

teams.

Some of the scenario publications are authored by the same group of people.
Therefore, out of 24 scenario publications that are sampled and analysed for creativity,
17 groups of authors are aimed to be reached out and invited for an interview.

The method of analysis is iterative and reflexive in the work. Stake’s (2013) data
analysis approaches are complemented with deductive and inductive qualitative
content analysis (Mayring, 2004; Hsieh and Shannon, 2005; Elo and Kyngés, 2008;
Schreier, 2012; Mayring, 2015; Neuendorf, 2016) and thematic analysis (Braun and
Clarke, 2006; Braun and Clarke, 2012; Braun and Clarke, 2019). The data analysis
methods are chosen due to their flexibility and suitability to the research. Thematic
analysis welcomes “reflexivity, theoretical engagement and creative scholarship” so
long as they are done “deliberately and thoughtfully” (Braun and Clarke, 2019, p. 589).
Furthermore, the author has previously used the methods in this work and gained a
sufficient understanding and experience. Nvivo 12 is chosen for both qualitative

content analysis and thematic analysis.
Selecting cases

The cases are selected based on their relevance to the research questions. Stake (2006,

pg. 23) suggests three main criteria for selecting cases:

1- Is the case relevant to the quintain?
2- Do the cases provide diversity across contexts?

3- Do the cases provide the opportunity to learn about complexity and context?

All eleven cases are relevant to the quintain. The author has assigned the quintain as
the role of creativity in maritime scenarios’ effectiveness On scenario users in this

work.

The cases have provided diversity across contexts. Each scenario publication has made

up a case. Each case has unique contextual differences, such as motivation in
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exercising scenario planning and the scenario teams’ and practitioners’ backgrounds.
All cases come from European entities, e.g., companies and governmental
organisations. However, there are geographical differences. Furthermore, the
participants’ subjective creativity assessment has revealed various creative ideas

across the cases — the scenarios.

The cases have provided an opportunity to learn since the participants have brought
knowledge to the research that was not previously available through reviewing the
literature and the author’s subjective assessment of the scenarios for creativity. In
addition, one participant has shared internal documents that are not accessible to the
public.

Identification of the interview participants

The scenario teams of the cases are clearly stated in most scenario publications;
however, there are instances where the scenario team members’ names are not
mentioned. The author has reached out to the organisations or publishers whenever
that was the case. One study’s®! scenario team is not accessible since the publisher of
the scenarios - United Nations Economic and Social Commission For Asia And The
Pacific — has not provided any means of communication. The remaining sixteen
scenario teams are invited to the study by email or phone, whichever is available to
the author (see Table 3.12). When the author has not heard back from the potential
participants by email, reaching them by phone is also attempted. Given the travel
restrictions due to the COVID-19 pandemic, visiting the scenario projects’ scenario

teams in person is impossible.

31 United Nations (2005) 'Regional Shipping and Port Development Strategies'.

147



NO

Name of the Publication

Publisher/ Author(s)

Analysis Of Recent Trends in EU Shipping
And Analysis And Policy Support To
Improve The Competitiveness Of Short
Sea Shipping In The EU

European Commission

Dg Mobility And Transport

Arctic Marine Shipping Assessment

Arctic Council

Blue Growth — Drivers and Alternative
Scenarios for the Gulf of Finland and the
Archipelago Sea~ Qualitative Analysis
Based On Expert Opinions

The Centre For Maritime
Studies Brahea Centre At The

University Of Turku

Blue Growth~ Scenarios And Drivers For
Sustainable Growth From The Oceans,
Seas And Coasts / Scenarios For Selected

Maritime Economic Functions

Ecorys, Deltares, Oceanic

Development

Coronavirus, Climate Change & Smart
Shipping Three Maritime Scenarios 2020 —
2050

Martin Stopford

Global Marine Fuel Trends 2030

UMAS

Global Marine Trends 2030

UMAS

Global Scenarios 1998—-2020

UMAS

Ol 00| N| O

Low Carbon Pathways 2050

UMAS

Maritime Trend Report Observations And
Perspectives On The Future Of The

Maritime Industry

Danish

Rainmaking

Ship Finance -

11

A Shift In

Perspective For A World In Transition

New Lens Scenarios~

Shell

12

Regional Shipping And Port Development

Strategies

United Nations Economic
and Social Commission For

Asia And The Pacific
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13 Scenarios for Maritime Areas 2050 | Maritime Spatial Planning
Preparation Of Scenarios For The Future | Finland
Of Finnish Maritime Areas

14 Scenarios For The Development Of | The Centre for Maritime
Maritime Safety And Security In The | Studies

Baltic Sea Region University Of Turku

15 Shell Energy Scenarios To 2050 Shell

16 Shipping Scenarios 2030 Wartsila

17 Sky, Meeting The Goals Of The Paris | Shell
Agreement

18 Global Scenarios 1998-2020 Shell

19 Study On The Analysis And Evolution Of | University of Antwerp -
International And EU Shipping Maritim-Insight - Panteia -

Significance - Pwc

20 Updating The Future Port of Rotterdam - Club of

Rome Climate Programme

21 Groningen Seaports Groningen Seaports
22 AHOY2050 - MAN Fraunhofer
23 Technological Trajectories And Scenarios | University of Turku

In Seaport Digitalisation

Table 3. 12: List of scenario publications’ names and the publishers/ scenario teams
who are invited for an interview

Source: Author’s systematic review

Staffing

The author is the sole researcher responsible for conducting this research. No other

researchers are involved at any point during the research process.

Access and Permissions
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Most data gathering activities for case study research require at least some invasion of
personal privacy (Stake, 1995). The University of Strathclyde’s ethical approval was
sought and received according to the relevant regulations. Additionally, before
conducting the interviews, data protection-related procedures, such as GDPR and data
management, were followed, completed, and approved by the University of
Strathclyde’s Ethics Committee — University Ethics Committee (UEC). The lawful

basis for processing data in this work is public task.

The procedure involved preparing an introductory letter to send to the potential
participants. The letter, in essence, introduced the author and his supervisor, the nature
of the research and further information on data processing law and the ethical approval
of the research. An access proposal is prepared to formally invite the potential
participants to the study. It can be found in Appendix 3.

Data Collection: Crafting an Interview Procedure

According to Jones (1985, in Easterby-Smith, 2018), the first problem the researchers
should tackle is deciding how much structure to put in the interviews. Unstructured,
semi-structured, and structured interview techniques are the three main interview types

available to the researchers (Easterby-Smith, 2018; Bell, Bryman and Harley, 2018).

Semi-structured interview type is chosen for data collection. During the interview
questionnaire formulation, recommendations given by Payne (1965) are taken into
consideration. The interview questionnaire can be found in Appendix 4. A pilot
interview application is conducted with three doctoral students familiar with scenario
planning. The pilot interviews were based on a scenario planning project outside the
scenarios sampled in this doctoral work. Two of the pilot study participants were
involved in that scenario project. Therefore the pilot interview application has imitated
the application of the interviews in terms of the scenario team’s involvement in an
actual scenario project. The third pilot interview participant was familiar with scenario
planning projects but was not involved in the chosen scenario project. Nevertheless,
his contribution to the pilot interview gave the researcher valuable insights. Based on
the feedback from the pilot interviewees and the author’s observations on the following

elements:
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e Do the interviewees clearly understand the questions?

e Isthe flow of the questions logical, and do the interviewees remain focused on
the questionnaire?

e Does the questionnaire probe into the aspects of scenario planning as expected
by the author?

The questionnaire was updated and finalised based on the pilot interviews. In addition,
the pilot interview participants also provided the author with useful tips and
suggestions. For instance, one participant stated that the interview should emphasise

the scenario teams’ experience in the scenario planning project.

Table 3.13 presents the participating interviewees’ roles in SP, the project names and

interview types and durations.

Data Analysis

Before conducting a qualitative coding analysis of the interviews, the guidelines
provided by Stake (2006) are followed. The author has also familiarised himself
further by reading Stakian case study applications published in peer-reviewed journals,
such as Fearon, Hughes and Brearley (2021); Greenwood and Suddaby (2006). Figure

3.8 illustrates the steps of data analysis in detail.

Case level analysis

After completing the interviews, the author has prepared an individual case report
using a worksheet provided by Stake (2006). The worksheet is applied for each case,
eleven cases in total. Figure 3.9 illustrates the graphic design of a case study worksheet
application for the study “Scenarios for the Selected Maritime Economic Functions —

Blue Growth” study (Wolters et al., 2013).

The worksheets have later allowed for standardising the generated individual case
reports. Participant interviews, scenario publications and detailed scenario planning

reports are consulted throughout the process.
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Study Name Scenario Type Interviewee Interviewee Interviewee Duration Duration Duration
Role Role Role
Blue Growth — Policy Scenario Scenario Team N/A 148 N/A N/A
Drivers and Team (1/2) (2/2) Minutes
Alternative Facilitators Facilitators
Scenarios For the . . (2/3) (2/3) (Group
Intuitive Logics Interview)
Gulf of Finland (similar to)
(Group (Group
Interview) Interview)
Blue growth- Policy Scenario Scenario Team N/A STM, STM, N/A
Scenarios and Team Member 2 Facilitator | Facilitator 2
drivers for Member 1 1
. Facilitator 2 55 Minutes
sustainable growth Intuitive Logics
g Facilitator 1 63 Minutes
from the oceans, .
25 Minutes
seas and coasts
add on
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Maritime Trend Future Senario Team N/A N/A 59 Minutes N/A N/A
Report Innovation Member 1
Observations and Discovery
perspectives on
the future of the
maritime industry Single Scenario
Development
Based on Desk
Research
Scenarios For Policy Scenario Practitioner/ N/A STM, Practitioner/ N/A
Maritime Areas Team Scenario user Facilitator | SU 1 Hour
2050 Member (SU) _ _
Intuitive Logic (STM), 58 Minutes | 25 Minutes
(similar to) Facilitator 70 Minutes
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Shipping Corporate Scenario Practitioner, Internal STM, Practitioner/ | Internal
scenarios 2030 Strategy Team Scenario User Expert Facilitator SU Expert
Member Contributed | 80 Minutes
(STM), by interview S7+21 46
Intuitive Logics . to thfe Mmuct)(ra]s add | Minutes
(similar to) scenartos
Study on the Policy Scenario N/A N/A 33 Minutes N/A N/A
analysis and Team
evolution of Member
international and
EU shipping
Groningen Corporate Practitioner/ N/A N/A 55 Minutes N/A N/A
seaports Strategy Scenario user +25
Minutes
add on
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8 AHOY2050 - Corporate Scenario N/A N/A 60 minutes N/A N/A
MAN Strategy Team
Member/
Facilitator
9 Technological Academic Scenario Scenario Team N/A 82 Minutes N/A N/A
trajectories and Research — Team Member 1 group
scenarios in Scenario Member 1 interview
seaport complemented
digitalisation
10 | Port of Rotterdam Corporate Scenario N/A N/A 51 Minutes N/A N/A
Strategy Team
Member
Scenario
implications
based on Club of
Rome
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11

GMT 2030

Scenario
Thinking

Scenario
Team
Member,

Scenario User

Overseeing
scenario
development
team, Scenario

User

N/A

STM, SU

55 minutes

55 minutes

N/A

Table 3. 13: List of participating interviewees, interview durations, projects and number of participants

Source: Generic case study participant table created by the author, illustrating the relevant data collection
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Theoretical Framework of Scenario Planning
Effectiveness Developed through the CIS of
Iterature

Creativity Literature Review Conclusions

The author's creativity assessment findings

DATA STEPS OF ANALYSIS [TERATIVE ANALYTIC
APPROACH INDUCTIVE:
1. Case-level analysis:
Participant Interviews . Graphical design of case sfu - Qualitative content analysis
(Scenario Team) b. Case report generafion
Participant Interviews - Merging Findings fo Develop
(Outside of Scenario Team) 2. Within-case analysis Tentative Themes by Track 2
Analysis of Stake (2013)
Scenario publications
(Martime Scenarios)
3, Cross-case analysis - Thematic Analysis
Internal documents
(Detailed information on
scanario planning process) a, Tentafive theme development DEDUCTIVE:
Qualitative Content Analysis
b. Modified Foreshadowed
Issues (Multicase assertions) (The CIS Generated Theoretical
J Framework screened as
¢. Thematic Explanation of Foreshadowed Issues)
Quintain

d. Discussing quintain in ine with
modified foreshadowed lssues

Figure 3. 8: Data analysis illustration

Source: Author’s creative approach to data analysis in the multiple case study stage
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The case reports consist of background information on the scenario publication; the
pseudonymised names of the scenario team members, the implemented scenario
planning approach®, e.g., IL, LP, and the context, e.g., timing of the SP, any
extraordinary occurrence of an event in the world, e.g., financial crisis, the culture,

e.g., organisational culture, the national culture.

The scenario development process is later explained in as much detail as the author
has been provided.

The reports demonstrate the objective of scenario planning projects and the scenario
team’s perception of achieving the objectives. The issues the scenario team members
have experienced in scenario planning are listed in all cases. The author also noted the
scenario type, e.g., normative, exploratory, based on his interpretation of the data. The
stages of scenario planning, participants being interviewed, and secondary sources
contributing to the case study are illustrated in a simplified version of Stake’ (2013,
p.5) Worksheet 1. A worked example of the worksheet is presented in Figure 3.9. Other

worked examples and case reports can be found in Appendix 8.
Within-case analysis

Research question 3 is answered by within-case analysis. The scenario team members’
creativity assessment is revealed at this stage. Stake (1995, p. 39) explains that
establishing “an empathetic understanding for the reader” is what qualitative research
tries to accomplish sometimes through “thick description, conveying to the reader what
experience itself would convey”. Multiple perceptions of different actors, their
attributes, relationships, and multiple realities can be demonstrated by thick
descriptions (Stake, 2006, p. 83).

32 Not every scenario team had a clear idea on the type of scenario planning approach
they followed. In those instances, the author reported the scenario school that he

thought the scenario planning project appeared to be the closest.
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Figure 3. 9: Application of Worksheet 1 for case 6

Source: Reproduced from Stake (2006, p. 5)
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Inductive qualitative content analysis is applied to the scenario teams’ responses to the
question inquiring into the creativity of the scenario narratives. The analysis has
functioned to capture the participants’ statements on the questions, and the excerpts
contain their answers and explanations. The author has followed the format of Case
[Number], [participant name], creative idea [name], and participant explanation. The
format emerged during the analysis.

The same analysis method further has allowed for investigating the participant input
on creativity outside the scenario narrative, e.g., scenario development process. A
similar inductive coding approach has allowed for capturing the participants’
responses. The author has followed the format of Case [Number], [participant name],
[aspect of creativity], and participant explanation.

The findings are written up and presented case-by-base, drawing information from the
case reports and the qualitative content analysis. The author’s creativity assessment is
then brought up and compared and discussed with the scenario team members’

anSWEers.

Triangulation within cases

Triangulation in multiple case research is the process of keeping misunderstandings to
a minimum (Stake, 2006). In constructivist research, data collection is concerned with
gathering diverse points of view, enabling a more profound understanding of a
phenomenon Triangulation should be an enabler of the “deeper understanding of a

phenomenon (Fearon, Hughes and Brearley, 2021).

In this work, triangulation is achieved by choosing different data collection methods
and data sources (Easterby-Smith, 2018). The creativity assessment of the author and
the scenario teams’ creativity assessment has led to a methodological triangulation.
Different data sources, e.g., scenario publications, internal reports, mini-cases, and
interviews, have led to data source triangulation. Additionally, the author has
transcribed the interview scripts and sent them to the respondents for review. Most
participants reviewed and made corrections to the interview scripts whenever

necessary. Participants also had the opportunity to clarify some points they felt needed
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further explanation. Those participants left notes in the interview transcripts,
elaborating on points that they deemed possibly confusing or insufficiently clear.

Stake’s (2013) viewpoint on triangulation follows the recommendations given by
Denzin (1978). The followings are achieved in the work:

e Using multiple observers on the same thing,

e Using multiple research methods, e.g., interview and document review, and

e Carefully examine to decide if the total descriptions lead to a prominent
overview (Fearon, Hughes and Brearley, 2021; Stake, 2006)

Cross-case analysis

Cross-case analyses are conducted to discover and understand the quintain (Fearon,

Hughes and Brearley, 2021). Several cross-case analyses are conducted in this work.

The first cross-case analysis is conducted on the within-case findings derived through
applying the qualitative content analysis and individual case reports. The within-case
findings focus on the scenario team’s creativity assessment of the scenario narratives
and the scenario development process. The first has led to concluding the exploration
of the creativity of the scenario narratives. The latter has fed into the quintain — the

role of creativity in scenario planning effectiveness.

Stake (2006) suggests three tracks for producing cross-case analysis, and the author
has preferred Track 2 since the merged findings are more important than individual
case findings. Worksheet 5B focuses more on the findings across cases rather than

emphasising the individual case findings. Completing the worksheets for individual

33 The author has not had access to the 2" edition of the publication Robert Stake cited
in his book, but an earlier and later edition are consulted, see Denzin, N.K. (1978) The
research act : a theoretical introduction to sociological methods. New York:
McGraw-Hill, Denzin, N.K. (2017) The research act: A theoretical introduction to

sociological methods. Transaction publishers.
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cases has further allowed for developing tentative assertions. The merged findings are
written up and presented in Chapter 5, called tentative Assertions. The merged findings
are bounded to the scenario teams’ experience in the sampled maritime scenarios at

this stage.

The second cross-case analysis has systematically allowed the author to modify the
foreshadowed issues. Inductive and deductive qualitative content analyses are chosen
for the analysis. Firstly, the author has looked for evidence deductively using the CIS
theoretical framework and consequently captured the initial foreshadowed issues in
the data. Secondly, inductive coding is pursued to identify phenomena that a priori
framework has not captured. Similar categories derived from both approaches are
collapsed into higher categories (Azungah, 2018, [no pagination]). The categories that
have not shared similarities also are retained. The author has assessed the findings for
relevance to the initial foreshadowed issues, their relationship to the quintain, and the
utility of explaining the quintain. Finally, the author has finalised the modified
foreshadowed issues that he has seen the most value in their explanation of the

quintain.

The third cross-case analysis aims to develop a definition of creativity in the scenario
planning context. Again, inductive qualitative content analysis is performed on the
participants’ responses to the relevant interview question, categorising responses

systematically. Finally, the author interprets the findings and fleshes out a definition.

The last cross-analysis conducted in this work is an inductive thematic analysis. Unlike
Stake’s (2013) suggestions, the author has not developed the themes to answer the
quintain based on his recommendations. Instead, the merged findings of within-case
analysis have laid the grounds for the author to familiarise himself with the study's
emergent narrative. Like Fearon, Hughes and Brearley (2021), the author has
conducted a thematic analysis to answer the quintain. This analysis has utilised the
parts of interview data in which the participants share their other scenario planning
experiences. In the previous analyses, the author has only used the interview data in
which the participants provided input exclusively on the scenario projects they were

part of.
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Data analysed in this stage involves the scenario team participants’ other scenario
planning experiences, allowing for a richer picture. All analyses are performed on

Nvivo 12 following the interview transcription and the participants' corrections.
Triangulation across cases

The researcher has not found the recommendations given by Stake (2006) clear enough
and mainly referred to other sources. Fearon, Hughes and Brearley (2021, pg. 4)
interpret cross-case triangulation as “the broad, sceptical exploration of different
perspectives and experiences of the quintain. It includes the author discussing the
quintain with others, peers and critical persons inside and outside the case study.”

In this work, cross-case triangulation is achieved through interviews with the scenario
teams and discussing the initial research findings with other researchers specialised in

scenario planning.
The report

The results are reported according to the chosen research strategy in their designated

chapters.

3.3.5. Quality Criteria for the Work

The author's research design choice has implications for the research quality. Positivist
research is concerned with validity, reliability and generalisability. In this work, the
constructionist interpretation of validity, reliability and generalisability (Easterby-
Smith, 2018) is appropriate. Accordingly, the author is concerned with asking “have a
sufficient number of perspectives been included?”’(Easterby-Smith, 2018, p. 135),
“will similar observations be reached by other observers?” (Easterby-Smith, 2018, p.
135), and is the sample sufficient regarding its ability to make inferences to other
contexts (Easterby-Smith, 2018). The terms validity, reliability and generalisability are
used in this section to accommodate the readers familiar with positivist research but

not necessarily with constructionism.
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First, the author conducts a modified systematic review for sampling research evidence
and the CIS process of evidence synthesis in this doctoral work. CIS was questioned
for validity, credibility, and generalisability. Accordingly, Dixon-Woods et al. (20064,
p. 39) state:

One of the distinguishing features of a CIS is its acknowledgement of the
authorial voice: it does not claim to be a set of techniques that allows a
‘reproducible’ synthesis; instead, it recognizes the interpretive work required
to produce an account of disparate forms of evidence and is explicit about this.
It recognizes that alternative accounts of the same evidence might be possible
using different authorial voices, but emphasizes that all accounts should be
grounded in the evidence, verifiable and plausible, and that reflexivity will be

a paramount requirement.

The author lays out the systematic sampling process in this doctoral work clearly. The
data analysis and findings are also presented in a step-by-step fashion. Therefore,

transparency is maintained by demonstrating the research process.

In qualitative research, “the researcher is the instrument” which means that “the
credibility of qualitative methods™ relates to the “skill, competence, and rigor of the
person doing the fieldwork” (Patton, 2014, p. 67). The author previously conducted
qualitative research and had experience in conducting interviews and thematic
analysis. He also completed several general and qualitative specific research methods
courses before attempting to collect and analyse data in this doctoral work.
Additionally, the CIS of evidence is a highly iterative and sophisticated process.
Therefore, the author gained further experience in qualitative research before the pilot

and multiple case studies.

A generic qualitative research methodology is chosen for the exploratory pilot study.
Researchers doing such research are concerned with presenting an accurate
representation that “most people (including researchers and participants) observing the
same event would agree is accurate” and an accurate representation of events that

“participants would agree is accurate” (Sandelowski, 2000, pg. 336).

164



Similar to the CIS of research evidence, the author uses transparency in this part of the
work to ensure that the research lends itself to scrutiny. Thick descriptions are used in
this stage to allow the reader to form their own opinions and compare them with the
author’s interpretation of data. The author conducts TA to analyse the interview data
and presents the findings thematically. Several scholars previously suggested
reliability and validity assessment in the thematic analysis through “additional,
independent reviewers to validate themes to indicate level of reliability of feedback
across reviewers”, however, this approach to TA is not commonly taken by researchers
and is related to positivism (Neuendorf, 2018, p. 220). Instead, the author follows the
approach of Braun and Clarke (2012) to TA. A step-by-step analysis approach to TA
was presented earlier in this chapter. A snapshot of the thematic coding process was
also provided in this chapter.

Finally, a multiple case study approach is chosen for the work. Stake offers different
terminology for his approach to case study research, different from the positivist
construct validity, external validity and reliability terms (Fearon, Hughes and Brearley,
2021).

Stake (2006) emphasises the importance of triangulation within cases and across cases

to

e ensure the collected information and the interpretation is right,

e identify different realities,

e member checking, keep misunderstandings to a minimum,

e aiding the researcher to recognise that the case study might be far more
complicated than it was initially thought to be, and

e satisfying the researcher’s responsibility for ensuring the reader interprets the

findings as intended — the validity of the interpretations of the readers.

Stake (2006) views within-case triangulation as related to validity and across-case
triangulation as related to validity and credibility. Accordingly, validity is sustained in
multiple case studies by following the suggestions made by Stake (2006). He suggests

documentation and storage tips that are adopted in the research process. These are
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briefly keeping a research diary, backing-up data, document versioning, keeping a
clear list of participants, linking gathered data and writing to document storage such
as notes, analyses, and sketches. The author has adopted a data management process
and submitted it to the university as part of the ethical approval process. The produced
analyses, drafts and notes were versioned and stored in their designated folders.

Triangulation is also a process of data gathering (Stake, 2006). The author triangulates
secondary data, e.g. scenario publications and internal reports, with primary data. The
primary data in this work is the interview with the scenario teams. Mini-cases also

support the case studies.

Furthermore, the author of the multiple case study report is responsible for conveying
the study findings accurately and bears responsibility for “the validity of the readers’
interpretations” (Stake, 2006, pg. 35). It is achieved by repeating the primary and
critical findings and assertions in different ways. The author repeats the findings
several times throughout the doctoral work, maintaining a logical chain between the
within-case and cross-case findings and summarising the findings. The author also
uses a metaphor to demonstrate the quintain findings supporting the readers'

understanding of the research findings.

Other means of triangulation are also employed. The followings are achieved in the

work:

e Using multiple observers on the same thing,
e Using multiple research methods, e.g., interview and document review, and
e Carefully examine to decide if the total descriptions lead to a prominent

overview (Fearon, Hughes and Brearley, 2021; Stake, 2006).

The author’s creativity assessment is triangulated with the scenario teams’ to achieve
triangulation. Doing so allows for multiple perspectives on the same issue and enriches

the findings in context and different understandings, drawing from experience.

Member checking (Leavy, 2014; Stake, 2006) is also utilised. It is applied by sending

the interview transcriptions to the interviewees.
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Validity in cross-case triangulation is related to “seeing whether the new views are
consistent with what is already well known about the case” and the quintain (Stake,
2006, pg. 77). The process of triangulation is undertaken by interviewing the scenario
teams and discussing the initial research findings with other doctoral researchers

specialising in scenario planning.

Credibility is offered for qualitative inquiry by several researchers (Leavy, 2014,
Denzin and Lincoln, 2017; Jenner et al., 2004). However, it also “has proved harder
to pin down and operationalise” (Flick, 2013, p. 498). Stake (2006, pg. 85) relates
credibility to the case study researcher. He offers “even-handed treatment” and
avoiding favouritism as two solutions. Accordingly, the researcher is responsible for
presenting the findings of what is said and demonstrating “the negative side of the
picture”. His suggestions are rooted in the idea that “there is no value-free science in
this world” (Stake, 2006, pg. 85).

Following Stake’s suggestions, the author strives for even-handed treatment of the
cases. Every case is constructed with at least one scenario project and, on average, two
members of the scenario teams. The author follows a constructivist approach to this
doctoral work. One of its implications is that each participant’s experience is equally
valuable and worthy of consideration. The author also avoids any means of vested
interest in the potential research findings. He maintains mental flexibility throughout
the work, acknowledging that his previous understanding of a given issue or problem
is constructed based on his desk research and experience in the social world, all of
which are subject to revision throughout the data collection and analysis. His
understanding of the issues evolves by conducting the research, and he sees value in
utilising an iterative data analysis approach. The author also avoids hiding data and
findings that do not map onto the research questions. Instead, he utilises unexpected
findings to enhance the work. As a result, the reader receives an almost complete

account of the case findings.

3.3.6. Conclusion

The chapter aimed to demonstrate an overview of management research, presenting

the philosophical foundations of social science, competing methodologies and
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methods in social research and revealed the philosophical stance of the work. The
research was also discussed regarding quality. The work is grounded in constructivism.
Therefore, the choice of methodologies, methods and research quality criteria adhered

to constructivism.

The chapter presented the competing methodologies and methods in three concurrent
stages of the research. Firstly, competing methodologies for reviewing the literature
were presented. A systematic approach to reviewing the literature was chosen. The
reason for the choice was the methodology’s ability to review the literature in a
systematised fashion. The systematic review was further enhanced by populating the
literature review sample with purposive sampling. Finally, several methods of
evidence synthesis were also considered for adoption. They were meta-ethnography,
thematic analysis, CIS, framework synthesis, realist synthesis, (fs)QCA, Miles and
Huberman’s cross-case method. After reviewing the methods, the author decided to
utilise CIS for evidence synthesis. The reason for choosing the method was its ability
to critically synthesise a diverse range of evidence, e.g., qualitative and quantitative
research evidence, and generate a theoretical framework to guide the doctoral work.
Developing a theoretical framework would also lay the foundation for developing a

middle-range theory.

For the pilot study, a generic qualitative methodology was chosen. The reason for the
decision was its ability to investigate a new field of study and adhere to the
philosophical underpinnings of the work related to qualitative research methodology.

A generic approach also meant that theories did not encumber the investigation.

Competing methodologies and methods for the main research were presented and
discussed in the chapter. Phenomenological, grounded theory, ethnographic, and case
study research and their constructivist variants were evaluated for their fitness for the
work. The author chose the case study approach as it was found to be flexible enough
to facilitate the emergent design of the research, supporting the work in terms of

answering the research questions, following a constructivist position.

Finally, the research design was discussed in terms of research quality. The terms

validity, reliability and generalisability are usually used in positivism. Therefore, the
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author has used their constructivist variants while assessing the work. The next section
reveals the structure of the work before presenting the findings.

3.3.6.1.The Structure of the Work

The pilot study that was conducted before the creativity assessment of the scenarios is
not presented in the main body. The reason for doing the study was to discover the
relevance of conducting scenario planning research in the shipping industry,
identifying a research gap that is not only relevant to the scenario planning literature
but the maritime literature, too. Additionally, the author realised the strategy-making
practices of the shipping stakeholders were not sufficiently reported. The findings are
not revealed in the main body to sustain the focus of the work on the core issues,
scenario planning effectiveness and the role of creativity in scenario planning
effectiveness on scenario users. The reader can find the pilot study findings answering
RQ 2:

How do shipping stakeholders make strategy?
in Appendix 2.

The study explored the shipping stakeholders’ forward-looking practices, establishing
that scenario planning was actively used in the industry and is a relevant research area
to pursue from the industry's point of view. The research agenda developed following
the CIS of the scenario planning effectiveness literature and the qualitative pilot study
pointed out the necessity of inquiring into creativity. The author finally decided that
investigating creativity in the scenario planning effectiveness context was a worthy

research area to pursue.

Chapter 4 — the next chapter — presents the creativity assessment findings of the
scenarios followed by the interpretation and discussion of the findings, answering RQ
3:

Are maritime scenarios creative?
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Having presented the author's creativity assessment by applying deductive qualitative
content analysis and discussing the findings, the work moves on to the remaining

multi-case study findings.

Chapter 5 starts with presenting the within-case analysis findings answering the last
research question — RQ 3 — from the scenario teams’ perspective. The scenario team
members assess their scenarios for creativity, giving examples of creative ideas in their
scenarios. The within-case analysis findings also reveal another aspect of creativity in
scenario planning: process creativity. The chapter later moves on to receiving the
scenario team members’ creativity definition and builds a definition of creativity in the
scenario planning context. Finally, the chapter presents the cross-case findings

answering RQ 4 — quintain — that is:

What is the role of creativity in scenario planning effectiveness on scenario users?
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Chapter 4: Comparative Qualitative Content Analysis Findings

This chapter presents the author’s creativity assessment of the sampled maritime and
Shell scenarios. RQ 3:

Are maritime scenarios creative?

is answered based on the author’s subjective creativity assessment. Two sets of future
scenarios; the maritime and Shell scenarios are compared. The results of the analysis
are presented in the next section. The author later lays out the findings which are then
followed by interpretation and discussions.

4.1.Results of Qualitative Content Analysis of Creative Ideas

This section presents the results of QCA and begins by describing the categories,
informing the reader about the category formation and their presence in two sets of
cases (maritime and Shell). Therefore, the reader should first expect the presentation
of results by categories and then by cases. This structure is chosen to provide a logical
understanding of the nature of creativity dimensions as they appeared in the cases. In
the continuation of this section, the focus is later turned to presenting the findings by
cases. Following the guidelines offered by Schreier (2012, p.220) on presenting QCA
findings, a combination of strategies is chosen. They are using continuous text, text

matrices and additional data exploration, e.g. quantitative analysis findings.

Deductive content analysis is conducted to identify ideas with novelty, utility, and
surprise — the three dimensions of creativity formed the categories. Following the
guidelines, subcategories are developed throughout the coding stage. Content analysis
has resulted in five subcategories for novelty, and three for utility and surprise.
Subcategories do not differ across the two sets, but their frequencies do. The results
are presented below. Figure 4.1 illustrates the categories and subcategories of the

qualitative content analysis.
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Category: Novelty

Sub-categories established for novelty in Set 1 Cases (Maritime Scenarios)

: CATEGORIES

NOVELTY UTILITY SURPRISE

¥

SUBCATEGORIES SUBCATEGORIES SUBCATEGORIES

e Newness e Usefulness e Suddenness

e Change ¢ Beneficialness e Unexpectedness
e Creating e Serviceableness e Unimagined

¢ Revolutionary

Figure 4. 1: lllustration of subcategories and their connected categories

Source: Author’s data analysis of two sets of scenarios: the maritime and Shell

scenarios
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Newness contributed the highest to the category. Newness in the maritime scenarios
was observed in the form of business models, vessel designs, cargo types, legislation
and policies, products and services, tourism, energy types, technologies, safety threats,
and competitors. The analysis also revealed a strong emphasis on energy types and
their implication in the maritime industry. For instance, bioenergy farming, e.g. algae
farming, hydrogen, LNG, wind energy use in vessels, Saharan solar to EU, synthetic
natural gas and synthetic carbon-free fuels were presented. This was followed by the
sub-category ‘change’. Scenario developers envisioned changes in behaviours, e.g.
life-style, transport, tourism, culture, immigration patterns, legislations, and use of

materials.

This sub-category also included “radical” changes and transformation. These were
radical changes to the tax system, people’s approach to environmental issues and world

order, and transformative clean coal technologies.

Two unfinalised sub-categories “creating” and “emerging” were initially considered
separate and distinct. However, further articulation of the codes after iterations

revealed that they were better suited together.

Finally, “creating” sub-category remained, encompassing previously labelled
‘emerging’ codes. Creating was constructed from subjects such as protected areas,
digital eco-systems, political and economic unions, creation of the future of tourism
by tourists and LCF infrastructures. “Revolutions” and “breakthroughs” were initially
constructed as three separate sub-categories. The two were later merged together,
creating revolutionary. Revolutionary futures in the scenarios were envisioned for
ship energy and design, tax system in the form of new legislation, people’s approach
to environmental issues, world order and energy exploitation. “Introduction” and “first
time” were also two distinct sub-categories at the early stages of analysis. However,
similar to the previous sub-category formation experience, “introduction” and “first
time” were later merged together, and the sub-category “First-time” was kept. This
sub-category was formed around intelligent cargo handling, China’s top-tier gas
producer role, the decline of liquid fuels and 3D auto part printing. Table 4.1

summarises the results for Set 1 cases regarding the novelty category.
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e Technologies

including shipping

e Immigration Patterns
e Tax system,
Legislations

e World order

Category Novelty
Sub-category | Newness Creating Changing Revolutionary First-time
Topics e Energy era e Protection areas e Life style e Onboard systems e Decline of
e Policies and | e Digital eco-systems | e Transport e Ship energy liquid fuels
legislations e Political economic | e Tourism e Zero carbon | e Top tier gas
e Business models union e Consumer behaviour propulsion producer
e Tourism « Future of tourism by | e Work-life balance e Tax systems (China)
« Safety threats tourists e Environment and | » World order * Intelligent cargo
e Ship design and | e LCF infrastructure sustainability « Energy exploitation handling
material use e New institutions e Attitudes of politicians | e« Approach to|*3D auto part
e Cargo types e Connected logistics | and citizens environmental issues printing

Table 4. 1: A summary of the sub-categories forming novelty and associated topics in Set 1 Cases maritime scenario

Source: Author’s data analysis of the scenarios in Set 1

174




Sub-categories established for novelty in Set 2 (Shell Scenarios )

The same sub-categories as in set 1 captured novelty in Shell scenarios.

Newness contributed the highest to the category. Newness in Shell scenarios was
observed predominantly in energy sources and use. For instance, hydrogen use for
aviation, an LNG dominant future such as LNG trucks, second gen biofuels, new
energy storage systems, and integration of hydrogen with electricity systems were
envisioned. Newness also appeared in policies, vehicles, resource extraction
capabilities, business models and revenue generation sources, governing models, and

empowered societies through digitalisation.

Newness was followed by creating. The sub-category creating was constructed
including two initial sub-categories ‘emerging/emergence’ and ‘formation’. The latter
two appeared to fit in under ‘creating’ and included in, rather than forming their own
individual sub-categories. “Creating” covered topics such as such fresh political
positions, European Renaissance, political mechanisms, global energy institutions,
leaders, markets, response to energy security, a gas backbone, and a transnational,

cosmopolitan elite.

The next sub-category was change. Changes were envisioned in behaviours,
international debates, economic ambitions, perceptions towards human resources, and
the role of corporate leaders. The first time sub-category was created after recognising
the first time occurrence of events in the scenarios. This sub-category included
‘introducing/ introduction’ which was initially considered as a standalone sub-
category but later included in “first time”. First time included the decline of liquid fuels

and China being the top tier gas producer, local energy production, and Co2 pricing.

The last sub-category was revolution. Revolution was envisioned in energy
efficiency, institutions, and energy industry policies. Table 4.2 summarises the results

for Set 2 cases regarding the novelty category.
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e Energy Storage

e VVehicles

e Resource extraction capabilities
e Business models/ Revenue
generation models

e Empowered societies

e Through emphasis
on diversity

e Shift in perception
(we’re  in  this

together)

e Minilateralism

e Markets

e Political Response to
Energy security

e Transnational
cosmopolitan elite

e Gas backbone

Category Novelty

Sub-category Newness Changing Creating Revolutionary | First-time

Topics e New energy era e Behaviours e European Renaissance | e Radical e Decline  of
e First and second gen bio fuels | e International through Reformed | policies for | liquid fuels
e LNG dominant future, e.g. LNG | debates Politics energy e Chine  top

trucks e Economic e Mechanisms efficiency tier gas
e Integration of hydrogen ambitions e Fresh Political | e Reforms in | producer
e Methane hydrates e Perceptions to | Positions institutions e Co2 pricing
e Hydrogen electrolysis human resources e Global Energy | e Transforming | e Local energy
e Policies e Corporate leaders’ | Institutions energy production
roles e New type of Leaders industry

Table 4. 2: A summary of the sub-categories forming Novelty and associated topics in Set 2 Cases maritime scenario

Source: Author’s data analysis of the scenarios in Set 2
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Category: Utility

Utility was observed the highest number in both sets of scenarios. The sub-categories
for utility were usefulness, beneficialness and serviceableness. 223 excerpts in utility
dimension were formed with the word “lead/led”. This was not an expected
observation before conducting the analysis. Another word functioning in a similar way
to “lead/led” in coding was “make/made” with 18 occurrences. The researcher did not
have a preconception of how utility might manifest itself in the scenarios. However,
during the coding stage, logical connections in the scenarios that functioned as a link
to cause and effect, e.g., an event leading to another, an idea leading to another, were
observed repetitively and in high numbers, which contributed to subcategory

formation.
Sub-categories established for utility in set 1: maritime scenarios

The sub-category usefulness contributed the highest to utility, covering fundamental,
practical, and pragmatic ideas for the future where there was no specific focus on
serviceableness or beneficialness. Usefulness was present in the form policy support,
technological advancements, increased spending on R&D for innovation, behavioural
changes, efficiency orientedness, collaboration and cooperation, digitalisation,
establishments and improvements of infrastructures and superstructures. These led to
reduced costs, profitability, an improved outlook on sustainability, climate change and
the maritime industry. It is also worth mentioning that not all useful elements in the
scenarios came from genuine interests in the common good. Scenario developers
envisioned pragmatic and self-interest seeking players in the industry. These players’
actions were self-serving. For instance, the use of LNG was anticipated to be adopted
in a scenario mostly because its lower fuel and maintenance costs, not for its eco-
friendliness. Another example of this was making a large number of bilateral
agreements. The agreements were thought to be made between ‘pragmatic self-interest

seeking nations and blocks’.

The sub-category beneficialness was initially named fitness for desirable end
following the definition of utility. This sub-category captured desired future actions

and events. The emphasis on desired futures and how those futures were thought to be
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achieved were apparent and abundant in the scenarios. The name change was later
decided due to convenience. In this sub-category, opportunities for people and
businesses were pictured. Developments and improvements in various aspects such as
inter-modal transportation, marine tourism, marine aquaculture, creation of jobs, new

business models, peoples’ well-being and climate change were imagined.

The last sub-category, serviceability, was constructed around statements where future
actions were noticeably capable of being applied to their resulting events. Scenario
extracts such as:

e “through permit availability, Co2 offset purchasing is to be made available”,
e “shipping companies use old ships to reduce costs” and,

e “easy storage and usability of fossil fuels makes them advantageous over other fuel
types”

formed this sub-category.

Overall, serviceability included future visions about alternative energy sources and
their production; energy policies and advancements in cleantech; behavioural changes
and their supporting role on climate change and energy security; openness in data
sharing, borders and closer collaboration leading to improved learning and trade

among countries.

Sub-categories established for Utility in set 2: Shell scenarios

Utility in Shell scenarios were analysed, and the three sub-categories; usefulness,

beneficalness and serviceability, captured various future ideas and events.

Usefulness consisted of fundamental, practical, and future pragmatic behaviours such
as making decisions about societal and inter-country integration for the common good
and politicians’ pragmatic approach to local and international affairs. Examples for the

latter were:

e “pragmatic inter-state engagements when there is benefit rather than

globalisation”, and,
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e “pragmatic policies of governments not only protect the jobs but also vested

interests”.

This sub-category included the development of new institutions to solve issues such
as domestic and international markets and setting standards. Technological
advancements in energy exploitation and production offered different pathways for the
future. Alternative energy types such as bioenergy and solar power saw an uptake in
some scenarios. In contrast, fuel and gas remained on top of energy types in others.
Price surge, policy support and behavioural changes were the main trend changes. In
some scenarios, steep traditional energy prices led the transitioning process to
alternative energy types. However, an opposite situation was also envisioned. Fuel and
gas remained vastly available and cheaper than alternative energy types and continued
to be used. Policy support was envisioned for sustainability, economic growth and the
future of energy development and consumption. Co2 pricing was mentioned several
times and considered a solution for Co2 emission. Technological advancements such
as carbon capture storage paved the way for future electrification, and EVs got more

common.

Beneficialness in Shell scenarios were framed around service and product
differentiation to reach out to customers; valuing diversity and creativity in human
resources for problem-solving, growing businesses as well as empowering
entrepreneurs for the establishment of new and successful companies; societal and
political influence on policies to achieve GHG targets, sustaining the status quo,
protecting jobs; transitioning factors such as customer acceptance and commercial
demand increasing bioplastic production; reforms that led to what was deemed
desirable, e.g. unlocking productivity in broader sectors, and promoting fast,

inexpensive and effective learning.

Serviceability in Shell scenarios was constructed around statements where future

actions were capable of being applied to their resulting events. Extracts such as:

e “social media assists local issues by supporting them”,

e “new gas grids are upgradable to hydrogen”,
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e “‘success in carbon capture storage enables coal to be reintroduced later”

formed this sub-category. Overall, serviceability included:

e future visions about changing governance styles, e.g., centralisation of power for
agile action taking and minilateralism for efficient management,

e establishment of infrastructures and superstructures, e.g. hub and spoke centres to
assist energy transition in transportation and,

e advancements in science and technology leading to a gas-dominant energy future.

Improvements in gas production, capture and storage and consumption were also
envisioned. These allowed for reintroducing coal at a later stage and constructing an
appropriate backbone for hydrogen use.

Category: Surprise

Surprise was the rarest dimension of creativity in both sets. Three sub-categories were

created: suddenness, unexpectedness and unimagined.

Subcategories established for surprise in set 1 (Maritime Scenarios)

Suddenness emerged in the analysis after recognising the patterns that indicated a
sudden occurrence of events. The scenario extracts coded as sudden were not
surprising because they were unexpected or unimagined before. However, the timing

of their occurrence was surprising. Examples of suddenness are:

e the progression of climate change faster than predicted,
e the recession of Arctic ice being slower than predicted, and
e service robots disrupting unskilled labour and taking their jobs. Nine codes

contributed to this sub-category.

Twenty-two extracts formed the second sub-category: unexpected. This sub-category
was formed around a general sense of unexpectedness of an idea and more specific
conditions such as future events leading to unexpected consequences. Some examples

are extreme weather, rain reducing salt content and hindering living conditions, deep
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water explorations causing tankers to suffer heavy losses, loss of shipping revenues,

and over-regulation of maritime safety causing frustration and compliance issues.

Unimagined was the last-category forming surprise. This subcategory was identified
ten times in the data. Ideas that were not previously imagined before and turned out to
be actionable possibilities formed ‘unimagined’. For example, the following extracts

were included:

e Wind propulsion for vessels - because the reintroduction of wind power to modern
vessels was considered impossible from a feasibility point of view by the
researcher-

o the establishment of an Islamic Economic Region resulting in massive turmoil,

e the establishment of a global currency regime, and

¢ Russia joins NATO.

Subcategories established for surprise in set 2 (Shell Scenarios)

The same three sub-categories that formed surprise in maritime scenarios also captured

the surprising ideas in Shell scenarios.

Suddenness was observed in only two cases: the sudden imposition of energy
standards and transnational elites getting wealthier and influential despite the tension.
The latter code was considered sudden given the time horizon of the scenario; the

researcher did not expect it to happen as soon.

Unexpected was the most common sub-category in Shell scenarios. Fourteen

unexpected ideas contributed. Some examples were:

e despite the anticipation, gas growth remains modest, leading to coal maintaining
its strong role,

o despite several adverse events and decisions, there is shining strength,

e reforms turn into vested interests and paralyse further reform,

e expansion of core minilateral groups leads to an explosive collision.
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Two extracts were labelled unimagined and formed the sub-category. Although global
gas producers increase their share, new resources create a new world order of gas

producers; and extraordinary warming potential of new gasses.
Findings of matrix coding query

As presented so far, qualitative content analysis of set 1 and set 2 scenarios revealed
ideas that have three dimensions of creativity. The next stage was identifying the
extracts with all three dimensions. Firstly, a matrix coding query was run in Nvivo,
looking for matches in the extracts that were both labelled novelty and utility. After
this, the next step was hand searching for matches between ‘novelty and utility’ and

surprise.

This step identified seven out of eighteen maritime scenario publications and two out

of four Shell scenario publications that had creativity.

In set 1, 123 extracts indicated novelty, 683 utility and 43 surprise. 44 had both novelty
and utility. This number went down to 13 when surprise was also sought after. 11

scenarios did not produce any creative ideas (See Table 4.3)

In set 2, 47 codes had novelty and utility. This number went down to 3 with surprise.

2 scenario publications did not produce any creative ideas (See Table 4.4).
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Author and Year

Word

NO Name count N34 U S% | NXU¥ NXUXS%8
Regional shipping and port | ESCAP and | 973
development  strategies: | Cooperation (2005)
1 container traffic forecast 0 4 0 0 0
Arctic Council | 733
(2009)
Arctic Marine Shipping
2 Assessment 1 12 2 1 0
Wartsila 965
3 Shipping scenarios 2030 Corporation (2010) 8 30 0 3 0
34 Novelty
35 Utility
36 Surprise

37 Both novelty and utility identified

38 Novelty, utility and surprise observed: creative
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Port Vision 2030

Groningen Seaports
(2012a)

637

Scenarios for the
Development of Maritime
Safety and Security in the

Baltic Sea Region

Storgard et al
(2012)

1274

25

Blue growth: Scenarios and
drivers  for sustainable
growth from the oceans,

seas and coasts

DG Mare (2012)

2,052

26

Updating the future

Akker et al. (2013)

670

Global Marine Trends

Fang et al. (2013)

7,645

12

27

11

©O| 0O N O

Global marine Fuel Trends

Smith et al. (2014)

1,949

23

N| © O O

| O O O

10

Study on the analysis and
evolution of international

and EU shipping

Artuso et al. (2015)

4,242

46

11

Analysis of Recent Trends
in EU Shipping and
Analysis and  Policy

Support to Improve the

European
Commission DG
Mobility and
Transport (2015)

4,575

12
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Competitiveness of Short

Sea Shipping in the EU

Low Carbon Pathways | Lloyd’s Register | 2,483
12 2050 (2016) 5 16 0
Danish Ship Finance | 2,046
MARITIME TREND | and Rainmaking
13 REPORT (2018) 15 7 1
Blue Growth—Drivers and | Pontynen and | 4,101
Alternative Scenarios for | Erkkila-Valiméaki
the Gulf of Finland and the | (2018)
Archipelago Sea:
Qualitative Analysis Based
14 on Expert Opinions 22 129 10
MAN Energy | 3,939
Solution and
AHOY2050- Scenario | Fraunhofer ISI
15 Study (2019) 15 35 4
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SCENARIOS Maritime Spatial | 16,605
FOR MARITIME AREAS | Planning (2020)
2050 Preparation  of
scenarios for the future of
16 Finnish maritime areas 17 235 16 9 0
Coronavirus, climate | Stopford (2020) 1,860
change & smart shipping—
Three maritime scenarios
17 2020-2050 10 33 0 0 0
Technological trajectories | Inkinen, Helminen | 3,549
and scenarios in seaport | and Saarikoski
18 digitalization (2021) 4 10 1 1 1
SUM 123 683 43 44 13

Table 4. 3: Set 1 Cases — Breakdown of ideas with novelty, utility and surprise, N stands for novelty, U for utility and S for surprise. NXU
indicates an idea being both novel and with utility, NXUXS indicates an idea being novel, with utility, and surprising.

Source: Author’s data analysis findings of the Set 1 Cases-Scenarios
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Author | Word N
and count X
Year N U
X | X
No NAME N U S |U|S
Shell 2,680
1 Global Scenarios 1998-2020 (1998) 15122 |2 |7 |0
Shell 4,564
2 Shell Energy Scenarios to 2050 | (2008) 17158 |6 |15|1
New Lens Scenarios: Shell 14,832
(2013)
A shift in perspective
3 for a world in transition 371118 13|22 |2
Sky, Meeting the goals Shell 4,674
(2018)
4 of the Paris agreement 11133 |1 |3 |0
SUM 26,750 | 80 | 231 | 22 | 47 | 3

Table 4. 4: Set 2 Cases — Breakdown of ideas with novelty, utility and surprise, N
stands for novelty, U for utility and S for surprise. NXU indicates an idea being both
novel and with utility, NXUXS indicates an idea being novel, with utility, and
surprising.

Source: Author’s data analysis findings of the Set 2 Cases-Scenarios
Analysis further revealed that utility was the most common dimension of creativity in
set 2. 231 extracts in Shell scenarios indicated usefulness, and 80 codes indicated

novelty. The surprise dimension of creativity was fewer with 22. 47 codes had both

novelty and utility. When surprise was factored in, the number further decreased to 3.
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Phasing out Creative Ideas Through Timeline Construction

Seven maritime and two Shell scenario publications and their associated creative ideas
were listed in a table chronologically and searched for overlaps. All creative ideas were
distinct from each other. Three creative ideas focused on wind energy, however, the
researcher did not evaluate the ideas the same. Two creative ideas were about the wind
turbines and the envisioned creative changes in the technology. The researcher
perceived the changes as distinct from each other. The third creative idea was about

wind-powered vessels.

Descriptive Statistics of Cases

Two sets of scenario publications were analysed for creative ideas. In set 1, 18
maritime scenario publications produced 58 scenarios in total. In set 2, 4 Shell scenario

publication developed 7 scenarios.

In set 1, updating the future study (Akker et al., 2013) was the shortest with 670 words.
In contrast, the most extended scenarios came from Maritime Spatial Planning (2020)
with 16,605 words. The oldest scenario study in the set was published in 2005, and the
most recent was in 2021. The majority of the scenario studies in the set offered three
to four different scenarios. Maritime Trend Report (Danish Ship Finance and

Rainmaking, 2018) was an exception as they produced only one scenario.

Global Scenarios 1998-2020 (Shell, 1998) was the oldest and shortest in set 2. Over

the years, Shell scenarios increased in word count.

Variable | Observation | Mean Standard | Minimum | Maximum
Deviation
Set | Word 18 3349.889 | 3778.797 | 637 16605
1 count
Set | Word 4 6687.5 5505.25 2680 14832
2 count

Table 4. 5: Descriptive statistics of two sets of case studies by word count

Source: Author’s data analysis findings of Setl and Set 2
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Descriptive statistics of two sets revealed that set 1 and set 2 case studies had similar
maximum word count in terms of scenario length. However, minimum numbers
differed vastly. Lower standard deviation of set 1 case studies indicated that the

scenarios in set 1 were closer to the mean than in set 2 (See Table 4.5).

Cross case and cross set comparisons

So far, a subjective evaluation of creativity in two sets of future scenarios through
qualitative content analysis established its presence in the scenarios. Overall, utility
was the most common creativity dimension. This was followed by novelty and
surprise. However, only a few extracts were coded with both novelty and utility. The
number decreased further when surprise was added into the equation.

Although creativity assessment is made following the NXUXS approach (Simonton,
2012), NXU results are also provided to the reader. This is because the researcher is
aware of the presence of different creativity definitions in the literature, and considered
that presenting NXU formula results can be useful for those who follow the two

dimensional definition.

Table 4.6 illustrates the distribution of creativity dimensions and creative ideas
between cases in each set and a cross-comparison of the two sets. Calculations were
made to reveal which cases in the sets produced the highest and lowest creativity
dimensions and creative ideas. The table was formed by merging the results for both
sets, following the same logic in the calculation. Minimum value O indicates that
novelty and surprise during the coding stage was not identified. As a result, some cases
did not produce any creative ideas based on the researcher’s subjective assessment.
Mean, and standard deviation were calculated to identify the sets’ closeness to the

mean values of creativity and creativity dimensions.
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Variable | Observation | Mean Standard | Minimum | Maximum
Deviation
Set 1 Novelty |18 6.83333 | 6.836322 | 0 22
Set 2 4 20 11.6046 |11 37
Novelty
Set 1 Utility 18 37.94444 | 56.69575 | 4 235
Set 2 4 57.75 42.89814 | 22 118
Utility
Setl Surprise | 18 2.38889 | 4.367512 | O 16
Set 2 4 5.5 5.446712 |1 13
Surprise
Set 1 Novelty |18 2.44444 | 3.381998 | 0 10
Set 2 X Utility | 4 11.75 8.460693 | 3 22
Set 1 Novelty | 18 722222 | 1.447332 |0 6
Set 2 X Utility | 4 .75 9574271 | 0 2
X
Surprise
Creativity

Table 4. 6: Breakdown of novelty, utility, surprise and creativity results between and
across two sets

Source: Author’s data analysis findings of Setl and Set 2

Cross-case comparison results

The following cross-case-comparison results are obtained for set 1:

e The highest novelty generating case was number 14 (Pontynen and Erkkila-

Valiméki, 2018) with 22 novel ideas. Novelty was not identified in four cases:
No:1 (ESCAP and Cooperation, 2005), No:5 (Storgard et al., 2012), No: 7 (Akker
et al., 2013) (European Commission DG Mobility and Transport, 2015) and No:

11 (European Commission DG Mobility and Transport, 2015).
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The highest utility generating case was number 16 (Maritime Spatial Planning,
2020) with 235 excerpts, and only 4 excerpts were associated with utility in case 4
(Groningen Seaports, 2012a).

Surprise was observed again highest in case 16 (Maritime Spatial Planning, 2020)
with 16 codes. However, the analysis also revealed no identification of surprise in
8 cases. These were: No:1 (ESCAP and Cooperation, 2005), No: 3 (Wartsila
Corporation, 2010), No:6 (DG Mare, 2012), No:7 (Akker et al., 2013), No:10
(Artuso et al., 2015), No:11 (European Commission DG Mobility and Transport,
2015), No:12 (Lloyd’s Register, 2016), and No: 17 (Stopford, 2020).

Highest number of NXU result came from case 14 (Pontynen and Erkkila-
Valimaki, 2018). Expectedly, based on zero novelty and surprise scores of several
cases in the set, NXU was not identified in 7 cases (DG Mare, 2012; ESCAP and
Cooperation, 2005; European Commission DG Mobility and Transport, 2015;
Lloyd’s Register, 2016; Storgard et al., 2012; Akker et al., 2013; Stopford, 2020).
Finally, case 7 (Fang et al., 2013) had the highest number of creative ideas
following the NXUS formula. It was an unexpected outcome since the trend toward

the final calculation was pointing out case 16 and case 14.

Cross case comparison results for set 2 are as follows:

Highest novelty generating case was number 21 (Shell, 2013) with 37 excerpts,
and the lowest was case number 22 (Shell, 2018) with 11.

Highest number of utility was found in case number 21 (Shell, 2013) and the lowest
was case number 19 (Shell, 1998).

Case number 21 (Shell, 2013) had 13 excerpts that caused surprise - the highest
number in its set — and the lowest number of surprise was found in case 22 (Shell,
2018) with only one excerpt.

NXU calculations resulted in positive digits for all cases in set2. Case number 21
(Shell, 2013) produced the highest number of excerpts with novelty and utility. For
case number 22 (Shell, 2018), this number was 3.

Finally, NXUS calculations resulted with 0 at minimum - Case number 19 (Shell,
1998), and 22 (Shell, 2018) - and 2 at maximum number (Shell, 2013) of excerpts

that were found creative.
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The surprise dimensions played a steering role in the calculation of creativity. Two
reasons were observed for this: firstly, its rarity in most cases led to lower creativity
scores. Secondly, despite the presence of surprise in some cases, e.g. case number 22
(Shell, 2018). not every excerpt associated with surprise overlapped with novelty and

utility excerpts.
Cross-set comparison results

Despite the higher number of cases in set 1, novelty was not found in 4 cases (22%)
and surprise in 8 cases (44%). Conversely, set 2 cases all had novelty and surprise. The
sets differed concerning the novelty subcategory distribution except for newness,
which was the highest subcategory in both sets (see Table 4.7). Notable findings were:

e while maritime scenarios emphasised the changes they envisioned for the future,
Shell scenarios focused on creations,

e ideas identified through the sub-category ‘revolutionary’ were more common in
maritime scenarios whereas in Shell scenarios it was almost non-existent, and

e no meaningful difference concerning utility and surprise subcategories was found
between the two sets. Finally, 11 out of 18 cases (61.1%) in set 1 scored O in

creativity. This number was 2 in set 2 (50%).

Density of Set 1 Cases Number of Set 2 Number of
subcategories (1 excerpts Cases excerpts

highest — 5 lowest) contributed contributed
1 Newness 56 Newness 44
2 Change 27 Creating 16
3 Creating 17 Change 14
4 Revolutionary | 16 Firsttime |4
5 First time 7 Revolution | 2

Table 4. 7: Cross-set comparison of subcategories for novelty

Source: Author’s data analysis findings of Setl and Set 2
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4.2. Conclusion and interpretation of findings

Reviewing the literature and conducting interviews with maritime stakeholders led to
the identification of the research question: “what is the role of creativity in scenario
planning effectiveness on scenario users?”. However, before targeting the question in
a scientific inquiry, another question first needed to be answered. Therefore, this
chapter aimed to answer RQ 3 “Are maritime scenarios creative?” The reason for
asking a seemingly simpler question first is to establish a foundational layer for the
rest of the research. This way, assumptions about the scenarios’ creativity are tackled,
the scenarios are intensively analysed, assessed for creativity, and the author is
familiarised with the scenarios. The process has also laid the groundwork for the next
research stage.

In this chapter, RQ 3 is answered from the author’s perspective by assessing two sets
of scenario publications using qualitative content analysis (QCA). Shell scenarios were
chosen for comparison against maritime scenarios due to their high reputation and long
tradition of scenario planning applications (Chermack, Lynham and Ruona, 2001,
Schoemaker and van der Heijden, 1992; Tessun, 1997; Tourki, Keisler and Linkov,
2013).

QCA was chosen for analysis because it is a highly reiterative (Mayring, 2004, p.269;
Mayring, 2014; Schreier, 2012, p.41) and flexible (Hsieh and Shannon, 2005) form of
qualitative data analysis. Types of content analysis were also previously used to
identify creative ideas (Amoroso and Eriksson, 2000), aesthetic success (Simonton,
1990), and integrative complexity (Suedfeld, 1985) which is positively associated with
exceptional creativity (Simonton, 2010, p.184) in textual data. Despite the method’s
soundness, the analysis is conducted by the author only, which can be considered a
limitation. The limitation is addressed in the continuation of this doctoral work in the

next section by triangulating the creativity assessment with the scenario teams’ input.

Are maritime scenarios creative? From the creative idea point of view, the answer is
yes, but not all of them are. Based on the author’s subjective assessment, the maritime
scenarios did not score consistently high across three dimensions of creativity. In

contrast, Shell scenarios scored consistently high in three dimensions of creativity and
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produced some creative ideas. Novelty, utility and surprise were identified in every
Shell scenario publication. The maritime scenarios’ creativity assessment results
wavered. The lack of novelty and surprise in some maritime scenarios publications
resulted in zero creative ideas. Utility was the most frequent category and no
significant difference was observed.

The findings are in line with creativity literature. Much lower numbers of novelty and
surprise in the scenarios meant that utility was not a decisive factor in the creativity
assessment. Creativity literature shares similar results; a negative correlation between
novelty and utility has previously been reported (Runco and Charles, 1993; Diedrich
et al., 2015; Mueller, Melwani and Goncalo, 2012; Ward, 2008; Manske and Davis,
1968). Novelty has also been assessed as the main predictor and a prerequisite to
creativity (Runco and Charles, 1993). Surprise has been subject to discussion in terms
of its role in creativity assessment. Acar, Burnett and Cabra (2017) have recently stated
that the predictive value of surprise is closer to originality. Their findings also
supported the three-dimensional creativity assessment of Simonton (2012) (also see
Simonton (2013)). However, they used “value” as a third dimension in the assessment
-instead of utility or usefulness- which might have affected their findings. The
presence of novelty and utility trade-off is not possible to claim based on the QCA
findings. Nevertheless, the findings bear a resemblance to a recent discussion given by
McCarthy, Chen and McNamee (2018). It is further discussed in the following sections
of this chapter.

The researcher noticed logical connections in the scenarios throughout the coding
stage of QCA. They were recognised during the second coding stage when the
scenarios were analysed for utility and its subcategories. The logical connections in
scenarios functioned as links to cause and effect, such as an event leading to another,
an idea leading to another. 223 extracts in utility dimension had the word ‘lead/led’. It
was an unexpected observation as it was not anticipated before conducting the
analysis. Another word that functioned similarly to lead was ‘make/made’ with 18

occurrences.
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SP researchers repeatedly brought up plausibility, coherency, and relevancy as part of
scenario validation criteria (Amer, Daim and Jetter, 2013; Crawford, 2019). Scenarios
should be:

e plausible (Wright et al., 2019, p.2; Wodak and Neale, 2015; Vervoort et al., 2015;
McKiernan, 2015),

e coherent (McKiernan, 2015, p.2),

e relevant (Spaniol and Rowland, 2019) and,

e consistent (Wodak and Neale, 2015; Vervoort et al.,, 2015; MacKay and
McKiernan, 2018, p.35)

among others.

However, there is no literature about whether these criteria should be reflected in
scenario writing and, if so, how. The excerpts that were associated with utility in the
scenarios functioned to reflect the logical chain in the scenarios, giving a sense of

coherency, relevancy and consistency.

Recently, Spaniol and Rowland (2019) summarised some notable scenario
practitioners’ and researchers’ interpretations of scenario narratives. Spaniol and
Rowland (2019) concluded, “The proper form of a scenario is, this, a narrative
description or story wherein the scenarist ‘paint[s] a vivid picture of a future state in
words"” (Neilson and Stouffer, 2004, cited in Spaniol and Rowland, 2019, p.8). How
a scenarist paints a vivid picture that is also plausible, coherent, relevant and consistent
is not described. Additionally, from a scenario's desired impact point of view, they are
expected to support their users in “understanding the connections, causal processes
and logical sequences which determine how events may unfold to create different
futures” (Wright, Bradfield and Cairns, 2013, p.634).

Although novelty and surprise were found in lower quantities and played a predictive
role in the creativity assessment, utility was also essential. Connections, causal
processes, and logical sequences were captured in the scenarios through utility and its

subcategories. Usefulness primarily captured the logical chains, and serviceableness
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played an identifying role in ideas’ functionality. An overlap between utility findings

and the scenario teams’ expectations from the future through the scenarios is apparent.

Utility functions differently from novelty and surprise in the scenarios and its function
in creativity assessment should not be undermined. Utility - or other constructs that
are used in creativity research instead of: usefulness, relevance, workability (Douglas
et al., 2006), value (Acar, Tarakci and van Knippenberg, 2019), practicality (Mueller,
Melwani and Goncalo, 2012), ensures that ideas that are assessed as creative are not
simply novel or surprising. Flaherty’s striking explanation of novelty without utility is

given below as it captures the essence of this discussion:

A creative idea will be defined simply as one that is both novel and useful (or
influential) in a particular social setting .... The definition captures the cultural
relativity of creativity (using a lever to move a rock might be judged novel in
a Cro-Magnon civilization, but not in a modern one), and it also captures the
distinction between the creative and the merely eccentric or mentally ill
(novelty without utility) (Flaherty, 2005, p.1).

Concerns about excess creativity and how it can be detrimental to scenario planning

processes were previously raised (MacKay and McKiernan, 2010).

Roubelat (2021) recently articulated his thoughts on scenario planning and creativity
in an extensive book chapter, asking a virtually identical question: are scenarios
creative? As a scenario scholar and practitioner, his discussions span across
philosophy, design thinking, innovation, and history. In addition, he offers the ‘moving
scenarios’ concept as a source of creativity, inviting readers to a paradigm change in
scenario design. These are discussed in the next section in relation to the current and

previous findings of the work.

4.3.Discussions of Findings in Relation to Past Chapters and Future Research

Directions

The author’s creativity assessment following the three-dimensional creativity

definition was a learning experience. P- level (personal/psychological level) (Boden,
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2010, p.71) creativity assessment meant that the ideas he identified as novel and
surprising were novel and surprising to him. As a stakeholder in the maritime industry
with an academic and professional background, he discovered ideas that he did not
know and had not thought about before. “Aha” moments were also experienced by the
author. However, novelty, utility and surprise separately were not sufficient to reach
those moments; he experienced them with creative ideas. His observation was the

following:

Utility functions in different ways; it helps establishing what, why and how an
idea, e.g., event, process, is useful for something, other times it demonstrates
an ideas’ serviceability, or illustrates why an end is desired in the scenarios.
Utility is sometimes also a means of illustrating logical chains of events (The

researcher’s note taken during the QCA coding stage).

Novelty and surprise only then led to “aha” moments. For instance, the following was

evaluated as creative by the author:

Ports themselves have been able to establish themselves as ‘data-hubs’. Data
management is controlled most likely by the port authorities. This is feasible
as they are collectives managing holistic port operations and branding and

responding directly to port owners (Inkinen, Helminen and Saarikoski, 2021,
p.6).

The scenario extract above opened up a new understanding that was also surprising to
the author. Despite his knowledge of an already operational port that served as a data
hub, he still did not think about the possibility of the concept becoming common. What
caught him by surprise was the evolving role of traditional port authorities that were
envisioned in the scenarios; port- authorities turning into data management authorities
or at least taking up the role in addition to their traditional functions. The idea was
feasible because port authorities operate holistically. It means being responsible for

different functions and operations happening under their jurisdictions.

Going back to the critical interpretive synthesis (CIS) of scenario planning

effectiveness literature, the author could identify some of the reported desired impact
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areas of scenario planning as a reader of the scenarios. The desired impact areas of
learning, unlearning and thinking were targeted and achieved through reading the
scenarios. It brings up a critical cross-road for the research. Before research design and
analysis, the author expected to learn from the scenarios, be challenged by them and
think about the things about the industry he had not before. The author had an objective
and set expectations from the scenarios as a stakeholder in the industry. The objective
and expectations were the outcome of exploring the SP literature in general and a
systematic review of SP effectiveness. The objective was not to solely learn about
megatrends or mundane ideas that are often repeated in shipping magazines and
shipping conferences but to gain fresh insights and even experience a paradigm shift
about the future state of the industry. The author’s desired impact from the scenarios
depended on his role as a stakeholder, interests, and expectations. Therefore, his
assessment of the scenarios for creativity was based on an assumption. The assumption
lied in the development objectives of the scenarios. The author was positioned as part
of an audience with whom the scenarios were publicly shared. As part of this audience,
he understood the scenarios’ public distribution as a means of sharing knowledge and
informing the stakeholders. Interviews findings in the previous chapter revealed
similar experiences among maritime professionals. However, the analyses and
findings presented so far cannot determine the scenarios’ effectiveness — their
development objective and whether the desired outcomes were achieved. Therefore, it
was necessary to reach out to the scenario developers and send these inquiries to them.
A series of interviews with the scenario developers are planned to be conducted and

the findings are presented in the continuation of the chapter.

Before concluding this chapter, the author would like to discuss several topics that he
thinks are necessary for content integrity. The following discussions are made
assuming the scenarios, besides other objectives, aim to “think the unthinkable”,
generate novel insights, lead to “aha” moments, and challenge conventional thinking.
Overall, this doctoral work is of less value to scenario scholars and practitioners who
use scenario planning and apply scenario planning techniques to discover only
plausible futures or a systematic way of simply illustrating their trend-based

expectations from the future without seeking novelty and surprise.
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So far, plausibility and consistency/ coherence and how they received the most
attention compared to other scenario validity criteria in literature (Amer, Daim and
Jetter, 2013) have been brought up repeatedly. In some accounts, plausibility was
considered the most important criterion (Crawford, 2019). The author also spotted an
issue in the table where Amer, Daim and Jetter (2013) summarised scenario validation
criteria; creativity and novelty were bundled together, and relevance and pertinence
were placed in another bundle. As presented in the creativity literature review chapter,
novelty/originality and utility/relevance is considered to be two essential elements in
defining creativity and creativity assessment (Kaufman, Plucker and Baer, 2008,
pg.47; Hennessey, Amabile and Mueller, 2011, pg.253; McCarthy, Chen and
McNamee, 2018; Diedrich et al., 2015; Runco, 2014, pg.297; Douglas et al., 2006).
This confusion about creativity in scenario planning literature might be an indication
of the insufficient knowledge of scenario planning researchers about creativity
literature. If that is the case, considering the involvement of some scenario planning
researchers in SP applications in real-life projects, the issue might have been reflected
beyond academic research and occurred in SP applications, e.g. management
consultants. Considering the practice based nature of SP, the knowledge and expertise

of consultants in creativity also may have implications for SP effectiveness.

Previously, SP effectiveness evidence analysis revealed two instances where surprise
was the subject of discussion. Schnaars and Topol (1987) reported that the scenarios
had not made unexpected forecasts less surprising. The study included subjects
forecasting ahead of six to seven years and scenarios were presented to subjects after
two rounds of forecasts. The scenarios used in the experiment averaged three sentences
in length. It is a questionable approach to using scenarios. Totin et al. (2018) reported

scenario workshop participant accounts; one participant said:

After this workshop, | start taking time to look forward to what the future could
be and think already about options to cope with future challenges. It helps to

not be surprised, but it is not easy to do... (Totin et al., 2018, p.53)

Subjective evaluation of a scenario workshop participant’s perception of the scenario

planning process and surprise was not provided in further detail.
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The challenging conventional thinking aspect of scenario planning effectiveness can
derive from creative ideas that participants come up with during the scenario
development process. Creativity is often misunderstood (Patston et al., 2018, p.17;
Runco, 2010a) so far that it has even been considered “deviant behaviour” by some
people (Runco, 2010a, p.236). It is also often mistaken for highly original or novel.
However, as it has been established so far, novelty alone does not lead to creativity.
Furthermore, there is no single type of creativity. Creativity researchers have
approached creativity in several ways. One was from its impact point of view,
suggesting a Big C (high level), Small C (low level), and further mini-c and Pro c
(Kaufman and Beghetto, 2009) model. Another approach used in this doctoral research
was a personal and historical novelty (Boden, 2004, p.71) informed creativity.
Although the value of Big C or history level (H- level) novelty catches most people’s
attention first, in scenario planning, personal level novelty informed creativity also

offers value and contributes to SP effectiveness.

Therefore, the author argues that creativity does not have to be informed by H-level
(historical) novelty (Boden, 2004, p.71) in scenario planning processes, and the P-
level novelty still serves a purpose. This way, the scenario team members and users
still gain novel and surprising insights during the scenario development process, e.g.,
workshops. Furthermore, one of the purposes of applying SP is discovering the
possibility of an event in the future, which was not envisioned before. Therefore, P-

level novelty aids in experiencing it during the SP process before the event occurs.

In the case of H- level novelty generation in the SP process, creativity's utility
dimension counteracts novelty, preventing creative ideas from being too far-fetched

and obsolete. Plausibility in scenario planning works in a similar way to utility.

A mechanism to orchestrate subjective creativity and its value in the scenario
development process requires the utmost attention. Embedding a creativity workshop
before starting the scenario development process might even help increase the
participants’ understanding and potentially remedy the conceptual confusion

associated with creativity. It is important because the discussion has suggested that a
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potential overemphasis on plausibility and usefulness can deter overall scenario
quality and potentially scenario planning effectiveness.

Discussions on creativity and scenario planning lead to this: there is a possibility of
overemphasis on plausibility in scenario development processes. It is a worthy
discussion point and a future research direction. It is because overemphasis on
plausibility can be a limitation to exploring novel ideas and detrimental to other desired
impact areas of SP. For instance, SP literature previously discussed how overemphasis
on plausibility could limit the extent of exploratory thinking and cause a feedback loop
for existing mental models (Wright and Cairns, 2011 in Crawford, 2019), and increase
the likelihood of simulation bias and overconfidence (Wright, Bradfield and Cairns,
2013). Similarly, the CIS of literature also identified a relationship between the
perceived usefulness of a scenario and the favourability of a decision. Phadnis et al.
(2015) found that “a changed judgement is likely to become favourable if the
investment is found useful in the scenario”. The role usefulness plays in scenario
planning has not been researched except for the abovementioned study. Their study
begs the question of whether participants in a scenario development process, e.g.,
workshops, focus on the usefulness aspect of the outcome (scenarios) for their existing
ideas and plans. The usefulness of the scenarios appears to be a criterium for the
scenario participants who make real-life investment decisions as the experiment
discovered. However, the degree of emphasis on usefulness in the development phase
and its impact is unknown. What is known so far based on the QCA findings is that

ideas with utility were found in an abundant number.

Like the author’s articulations about the overemphasis on plausibility and how it can
limit the extent of exploratory thinking in SP, the relationship between novelty and
usefulness has been seen as a trade-off in the creativity literature (McCarthy, Chen and
McNamee, 2018). Based on the literature review and the QCA findings, the author
would like to bring forward that the trade-off between novelty and usefulness might
be present in scenario planning. When plausibility is added to the equation, the
novelty-usefulness trade-off is further counterbalanced; potentially leading to very low

to non-existent novel ideas. If that is the case, the scenarios will lack creative ideas.
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McCarthy, Chen and McNamee (2018) explain the novelty usefulness trade-off in four
quadrants. Their focus is on highly novel ideas, explaining that previous research
showed that highly novel ideas are relatively rare (Huber, 1998; Sharma, 1999 in
McCarthy, Chen and McNamee, 2018) and only a small quantity of novel ideas have
any practical value (Lonergan et al., 2004 in McCarthy, Chen and McNamee, 2018).
Although novelty is reportedly an essential part of scenario planning (Amer, Daim and
Jetter, 2013) and necessary for its effectiveness - including surprise (Van der Heijden,
2005, p.145) - there is not enough research on the role of novelty and surprise in SP’s
effectiveness. Adding to this unclarity, scenario planning scholars sometimes use
creativity and novelty interchangeably. On the other hand, creativity researchers have
only recently come to a conclusion regarding the definition of creativity, and its
operational definition varies based on context (Puryear and Lamb, 2020). Therefore, a
logical explanation for the confusion on the SP side is the debates that have gone on
about the foundations of creativity and creativity assessment for decades in the

creativity literature.

Concerns about excess creativity and how it can be detrimental to scenario planning
have been previously raised (MacKay and McKiernan, 2010). One discussion point
was how the perception of creativity varied between scenario planning participants.
Current debates and recent research papers can guide future research on this aspect.
For instance, research on group creativity has grown in recent years (Curseu, Schruijer
and Fodor, 2022; De Dreu et al., 2011; Harvey and Kou, 2013; Oztop, Katsikopoulos
and Gummerum, 2018; Paulus and Brown, 2007). Another point made was the
uncomfortable impact of surprises and unusual trends on scenario planning process

actors:

Perceptions of creativity, as novelty and utility, vary between actors in an SPP.
Those exposed frequently to worldly issues, e.g., members of the strategy staff
function, will be relatively comfortable with exposure to surprises and unusual
trends and their impact. Line managers with a focus on action orientated
operational issues, whose presence is essential if the scenarios are to lead to
strategy or policy, may fear aspects of the SPP more. A comfort zone

influenced by rational-logical and linear thinking may determine their daily
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routines. When exposed to the uncertainty, circularity and eclectic nature of
worldly issues, orbiting in a system far removed from their conventional space,
the comfort zone is challenged seriously (MacKay and McKiernan, 2010,
p.278).

The bias against creativity phenomenon can explain their observation. Mueller,
Melwani and Goncalo (2012, p.16) have reported that “uncertainty promotes negative

associations with creativity relative to practicality...”

Observation of MacKay and McKiernan (2010) in scenario planning and the findings
of Mueller, Melwani and Goncalo (2012) share similarities. The latter group of

researchers further argue that:

Because there is such a strong social norm to endorse creativity, and people
also feel authentic positive attitudes towards creativity, people may be reluctant
to admit that they do not want creativity; hence, the bias against creativity may
be particularly slippery to diagnose. (Mueller, Melwani and Goncalo, 2012,
p.16)

Scenario planning creates uncertainty among participants through exposure to
surprising and unusual ideas. Thinking about the future is a challenging endeavour.
Adding the tension of expecting novel and surprising ideas from the scenario team will
likely result in a bias against creativity. Previously, the CIS chapter suggested that
openness in scenario participants could support a creative organisational climate by
SP. However, Mueller, Melwani and Goncalo (2012) also factored in participant
openness in their experiments and still observed the bias. The final conclusion from
their study that is applicable to scenario planning takes us back to the novelty and
usefulness trade-off. The difficulty of gaining acceptance for creative ideas was
prominent when practical and unoriginal options were available. Therefore, as
researchers suggested in creativity literature, future research on scenario planning and
creativity should explore ways of retaining creative ideas by reducing the bias against
creativity. Although creative idea development research in SP is also a worthy research
direction, so long as the bias exists, the desired outcome of creative idea generation

would be counteracted by the bias, and the ideas would not be retained in the process.
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Roubelat’s contribution to the creativity and scenario planning discussion concludes
this chapter. Roubelat (2021) offers the ‘moving scenarios’ concept as a source of
creativity, inviting readers to a paradigm change in scenario design. His contribution
highlights the epistemological activity nature of thinking ahead into the future and how
creativity functions in such activity. He states that what was once considered not
creative, could be seen as creative in the future. It is certainly a factor to consider in
future creativity and scenario planning research. However, in his book chapter, he has
failed to differentiate different levels of creativity. His focus appears to be on creativity
informed by H-level novelty, neglecting others in his discussions.
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Chapter 5: Scenario Teams’ Creativity Assessment and the Quintain Findings

This chapter presents the within-case and cross-case findings of the multi-case study.
First, RQ 3 is answered from the scenario teams’ perspective. Their creativity
assessment of the scenario that they built is sought and the findings are presented.
Next, the author presents a definition of creativity in the scenario planning context
based on the participants’ definition of creativity. Finally, RQ 4 — the quintain — is
answered. Tentative assertions concerning the quintain are presented before revealing

the thematic analysis findings.

5.1. Within-case Analysis Findings: Scenario Teams’ Creativity Assessment

All cases in the previous section were analysed for creativity in two sets; the first set
consisted of maritime scenarios and the second set of Shell scenarios. In addition, the
author has identified further research areas based on findings and discussions, taking
into account past chapters and relevant literature. The author’s subjective creativity
assessment has generated new insights and answered the research question, “are
maritime scenarios creative” from his perspective as a stakeholder in the industry.
However, it was insufficient to conclude the research question. Four reasons led to that

insufficiency:

1) The author’s subjective creativity analysis was a limitation, and a form of
triangulation was necessary,

2) Through acknowledging personal level creativity, the author realised he
needed to talk to the scenario teams and explore their perception of the
scenarios’ creativity that they developed,

3) Given the contextual nature of creativity, the author has identified the need for
developing a creativity definition in the scenario planning context, using the
scenario team’s input,

4) Scenario publications did not always clearly report their objectives for
developing the scenarios. The author could not identify what was desired with
their development and what was achieved through them. It was important to
conclude the doctoral work to sufficiently investigate the role of creativity in

scenario planning effectiveness on scenario users.
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In this chapter, RQ 3 “are maritime scenarios creative?” is answered from the
perspective of the scenario teams. A within-case analysis is conducted to identify the
case study participants’ subjective creative idea assessment and their perception of
creativity in scenario planning. Unlike the previous analysis, the scenario team
members assess the scenarios that they develop in this part. In doing so, the author has
primarily aimed to triangulate his subjective creativity assessment with the scenario
teams’ creativity assessment of their scenarios. The author also developed a definition
of creativity in the scenario planning context following the scenario team members’
subjective creativity definition. Consequently, the scenario team members’ definition
of creativity in the interviews has allowed establishing a new definition of creativity

in the SP context.

18 different groups of researchers/ consultants developed 23 scenario publications. All
scenario developers were invited to this part of the doctoral project, and with 61%
acceptance rate, the researcher continued the project. Eleven maritime scenarios are
retained through their developers' contribution to this project. Unfortunately, Shell
scenarios could not be kept as the Shell scenario team did not participate in the work.
Table 5.1 lists the cases from the previous chapter that are retained for further

investigation in this chapter.

In some instances, accurately identifying the scenario team members was not possible.
In addition to the interviews with the members, two interviewees who were
practitioners in scenario development processes but were not responsible for creating
the scenarios also contributed to the research. Their role in the scenario planning
process was unclear until the interview. Nonetheless, their valuable contribution
enhanced the depth of the case studies in mini-cases, embedded in their respective

Cases.

Analysis of perceived creative ideas and other forms of creativity in scenario

planning

Sixteen interviews with 18 interviewees were conducted during the data collection

stage. All 18 interviewees’ creativity evaluation of the scenarios was sought. Most
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participants commented on their scenarios’ creativity, giving examples of what

specific ideas they thought were creative to them.

Case | Case name Author and year

NO

3 Shipping scenarios 2030 Wartsila Corporation

(2010)
4 Port Vision 2030 Groningen  Seaports
(2012a)

6 Blue growth: Scenarios and drivers for sustainable | DG Mare (2012)
growth from the oceans, seas and coasts

7 Updating the future Akker et al. (2013)

8 Global Marine Trends 2030 (GMT2030) Fang et al. (2013)

10 Study on the analysis and evolution of | Artuso et al. (2015)
international and EU shipping

13 MARITIME TREND REPORT Danish Ship Finance

and Rainmaking
(2018)

14 Blue Growth—Drivers and Alternative Scenarios | Pontynen and Erkkila-
for the Gulf of Finland and the Archipelago Sea: | Valimaki (2018)
Qualitative Analysis Based on Expert Opinions

15 AHOY2050- Scenario Study MAN Energy

Solution and
Fraunhofer IS1 (2019)

16 Scenarios Maritime Spatial
for Maritime Areas 2050 Preparation of scenarios | Planning (2020)
for the future of Finnish maritime areas

18 Technological trajectories and scenarios in seaport | Inkinen, Helminen
digitalisation and Saarikoski (2021)

Table 5. 1: Cases retained for further investigation in this chapter

Source: Chosen among the cases previously presented in Set 1 in Chapter 4
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Participants also commented comparatively, stating what scenario was more creative
than the other. The author observed a tendency among the participants to explain the
reasoning behind their thinking. He encouraged it throughout the interviews.
Participants’ responses to the interview questions that aimed to answer RQ 3 were
often followed by additional comments, including their perception of other forms of
creativity in scenario planning even before the researcher guided them with other
questions. Participants elaborated their thinking on creativity and scenario planning
through their observations and experiences with the scenario planning projects.

One interviewee who participated in a scenario project as an interviewee (internal
expert, non-scenario team member) - Case 3 (Wartsil& Corporation, 2010) - did not
comment on the scenarios’ creativity. His involvement in the scenario development

part of the project was limited to an interview.

Two scenario team members did not find any creative ideas in the scenarios and
explained the reasons behind their thinking. One interviewee who co-authored Case
10 scenarios (Artuso et al., 2015) explained that creativity was in the process of
scenario development. Another interviewee — Case 7 (Akker et al., 2013) — explained
that the scenarios were adapted from Limits to Growth scenarios (Meadows and
Randers, 2012). Case 18 scenario developers found some scenarios more creative than
others but did not specify which idea was more creative for them. Finally, one
interviewee was responsible for overseeing the project and was not directly involved
in the scenario development phase, Case 8 (Fang et al., 2013). Therefore, his response

is not included in this chapter.

The following section presents the interviewees’ creativity evaluation for the scenarios
they were part of their development. Every case is presented one by one and interpreted
by the author taking his previous subjective creativity assessment findings and relevant
literature into account. Additionally, the interviewees’ responses to the research
question are interpreted within the context they provided, e.g., scenario development
objectives. Case reports are consulted during the interpretation of findings, and thick
descriptions (Stake, 1995, p.102; Geertz, 2008, p.321; Ponterotto, 2006) illustrate the

context, capture, and present the participants’ thoughts in rich detail.
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The participants’ perceptions of the other forms of creativity in scenario planning were
also analysed and presented in this chapter. Maintaining a uniform understanding of
creativity in the case studies was necessary to grasp the phenomenon. Therefore, the
answers to other forms of creativity are presented following the interviewee's creative

idea assessment response.

Cases were numbered in the previous chapter, and not every case is continued for
further investigation—the cases whose corresponding authors did not participate in the
doctoral work. The author maintains the original case numbers to ensure consistency
across the thesis. Therefore, the first case presented below is not numbered as one but
as three, reflecting its original numbering.

Case 3: Shipping Scenarios 2030

Three interviewees contributed to the case development: Ingrid, Billie and Torin. Billie
was the chief consultant — external expert, facilitator — for the scenario project. The
consultancy firm he worked at was inspired by Rafael Ramirez, following the scenario
school promoted by Kees van der Heijden and Oxford Futures inspired by Shell.
Scenario development predominantly included company employees, but external
participants — experts — were also involved. Ingrid — internal expert, practitioner,
scenario user, was fairly new at the client company and joined the company's strategy
team shortly before starting the scenario project. The company employees wrote two

scenarios. Billie wrote the third one. The scenarios were developed aiming to:

e support company strategic thinking
e offering insights to the industry

e showing the industry that Wartsila is a ‘thought leader’, and promoting the
brand

In separate interviewees, Ingrid and Billie gave examples of creative ideas. One idea

they both found creative was the state of the logistics industry at the time:

In that moment, the idea that cargo could have been traceable, and that

ultimately, the consumers... of consumer goods would be able to trace their
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goods moving in a container ship and know if it's transported on, under certain
environmental standards or not. | think that that was creative to say the least in
that moment. The idea of how big companies could have taken control of
logistics for example, you know, in a way that we know see, for example,
Amazon doing. So that's, that those were things that we were discussing in that
moment, big corporations taking this centre... central role on the logistic stage,
for example, on redefining how logistics work... (Ingrid)

Ingrid’s answer does not merely inform us what specific idea was creative to her. She
also brought up the ‘in that moment’ perspective. The author’s creativity assessment
could not capture the scenarios’ development in terms of temporal context. In other
words, at the time of scenario development, how technological, sociological,
economic, political and so on affected the world, how was the company operating, and

their knowledge of the industry’s future.
Billie’s explanation of the same idea’s creativity revealed another aspect:

What made a big impact was a transformation of the understanding, which
probably is kind of a creative process is the scenario where the logistical system
was the dominating logic and shipping as such, was not at the forefront. It was
the logistic that was at the forefront where a number of big players we didn't
know about Amazon at that time. But big players like Amazon, if they would
have been there, we would have probably had a big issue to get understanding
of it... Shipping what was just one part of it, huge logistical chain, which said,
it helped people to see that the power structure is changing. And it's not about
building beautiful ships. now we're talking about car cargo and so on. It's not
about building beautiful ships. It's about building a very efficient logistical
systems where ships are just like a truck or a van or whatever. There's a very
few people fall in love with a delivery van, but they fall in love with their ships.
(Billie)

An additional point has emerged here besides what idea was creative to him. Billie

associated ‘a transformation of the understanding’ with a creative idea. His explanation
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is consistent with the scenario planning effectiveness and creativity literature review

and the past findings presented in this doctoral research.

Following Billie and Ingrid’s evaluation of creative ideas in the scenarios, another
point was that the ‘creative process’ aspect also came out. The interviewees perceived

scenario planning as a process that was creative.

Billie added another idea in the discussion: Chinese dominance. Although he stated
that the idea was evident to them at the time, the author interpreted his response as
another example of the creative process. Through the scenario development process,

the idea became more apparent to them.

...the other aspect is it really reinforced the understanding of the Chinese
dominance in the world that they had naturally seen it. It was very obvious at
that time. But as we described it in Yellow River, it was called it (inaudible)
really made it so clear how Chinese way operating in their sphere of interest

would shape a lot of world trade (Billie).

Another construct that came out during the analysis was creative moments. MacKay
and McKiernan (2010) previously revealed such creative, fun moments. Creative
moments appeared to be a part of the case 3 scenario development process. The
researcher’s inquiry about an envisioned organisation called CorpWatch in one of the
scenarios resulted from a creative moment. The scenario developers imagined an
organisation called CorpWatch responsible for auditing fraud and mismanagement.
The author later identified the existence of an organisation with the same name and
same mission and asked Ingrid whether they were aware of it or was it purely their
imagination. Ingrid explained those creative moments and illustrated them with an

example. She said:

... there have been creative moments of more if you want to put it fun character
like... when you have to start constructing scenarios and putting them in a
name and ideate... what could be the future events that could indicate that this
is the scenario that is happening and so on. That's the other set of creative

moments that I would highlight... No, we weren't aware of that (CorpWatch).
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That was a purely fun, creative moment... So this is... what I was trying to
explain with there's a moment in which when you... we start... fleshing out the
scenarios. Basically you say, okay, like if we put a timeline from here to 2030,
what are the kinds of news that we would read in 2025? And just, that was just
a moment of creative flow of ideas. Uh, there would be some sort of institution
monitoring the 100... you know of biggest corporations in the world? and so

on. How would it be called? You have CorpWatch. So no, no awareness
(Ingrid).

The CorpWatch example could be considered an innovative idea if CorpWatch and
similar organisations did not exist before the scenario development process.

Case No: 4 Port Vision 2030

The aims of the scenario project were several. Previously Port of Rotterdam created
its port vision, and the Port of Groningen did not want to stay behind. They also wanted
to create jobs and attract investments to the region. A scenario development process
was conducted for those reasons. The interviewee of this case was not responsible for
the technical aspects of scenario planning. A consultant was hired to lead the scenario
development process. The author could not identify and reach out to the consultant
who was in charge. However, Adrie’s role in the port’s strategy-making for over a
decade and her inclusion in the scenario planning process contributed to the work
profoundly. Adrie was an internal expert and practitioner of the SP project. The
scenario development workshop hosted over 150 participants from diverse
stakeholders, including governmental bodies, universities, and private companies. Her
statement about managing over 150 participants who came to the workshop

demonstrated the level of her involvement in the process.

Port Vision2030 scenarios are shorter than most other maritime scenarios sampled in
this research. Interviewing Adrie revealed that there was more to the scenarios than
they published. Additionally, the narratives were written in Dutch. The author hired a
freelance translator to get the scenarios translated into English. Adrie reviewed the

translation during the interview and found the translation accurate. A creative idea
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example she gave in the interview is not present in the official scenario publication.
She told:

... Iremember one of the ideas were still and still is in range of objectives... is
to facilitate vessels with. What is it shore power? And the philosophy that, if
fossils are in power today, they are waiting and using the auxiliary engines
because they need power when they are in the port and then when they using
the auxiliary engines they also have emissions. And the idea was to provide
vessels when they are in a port with onshore connection and the idea was that
they should stop using their own engines. This development is still part of the
discussion, but has not come through yet. it has proven to be very complicated.
Because vessels are divided if you look at short connections, almost each vessel
has a different. What is it? Connection to the grid, there is no uniformisation...
we are looking at how can we provide vessels with generators power
generators which are used out of hydrogen of using hydrogen to produce
power. So that was an idea very noble idea to become have no emission, zero

emissions in the port, but it's so hard to materialise (Adrie).

The author’s interpretation is that the novelty and utility of the idea are there. However,
the applicability issue has prevented the port from applying the idea in practice.
Depending on the context, the relevance of a creative idea has to do with its practical
implementation or how realistic the idea is (McCarthy, Chen and McNamee, 2018).
The example of the creative idea also illustrates the temporal aspect of creativity in
future scenarios. What was perceived as novel but not applicable at one point in time

might be both novel and applicable in the future.

Although innovation is outside of the scope of this doctoral work, creativity is viewed
as a necessary part of innovation (Stierand, Dorfler and Macbryde, 2014). Enhancing
innovation (Worthington, Collins and Hitt, 2009) and innovation management (von
der Gracht, Vennemann and Darkow, 2010) through scenario planning as well as
scenario thinking and innovative idea development have been discussed in the
literature (Sarpong and Maclean, 2011). The purpose of Port Vision 2030 scenarios’

development was not to stay behind the competition. As Adrie reported, they followed
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the Port of Rotterdam after seeing their vision development. Being different from their
competitors repeatedly came up during the interviews. From Adrie’s point of view, the
port pursued a robust competitive mindset throughout its journey. However, data
solely rely on the interviews with Adrie and their published scenarios in this case.
Based on three different interviews with Adrie, it is logical to assert that the port
pursued competition and differentiation throughout its journey. However, claiming
that only those attributes led to an innovative idea development through scenario
planning would be a reductionist evaluation. Nonetheless, the author finds the idea not
only creative but also innovative should the port find a way to implement it. Innovation
and competition literature has reported a close relationship between the two (Bos,
Kolari and van Lamoen, 2013; Tang, 2006; Aghion et al., 2005) and future research
can look into this aspect.

Similar to Ingrid and Billie, Adrie also brought up the concept of process creativity.
Bringing a diverse and high number of participants to join in the future discussions
through scenario planning workshops, according to her, was creative. The outcome of
the process also generated a creative vision that the port later pursued. In the interview,
she emphasised ‘the acceptance’ of the green energy-focused future concept; the
concept was new to them. Here, the author interprets the acceptance of the idea by
participating stakeholders in the SP workshop to demonstrate the idea’s utility. If the
idea were purely new and not valuable to the stakeholders, it probably would not have

made the impact it had made. Adrie shared her memory of the process:

...I think for that time... most creative that we have been able to was to which
such a vision to get an acceptation... from your shareholders also government
that the area we are in northern part of Netherlands would be very important to
become a so- called Energy Province in which we have become. So we started
at that time. | think it was very creative to first integrate such a broad group of
shareholders, which when they once were apart when they were part (although
there were a part of the same industry) because | have become part of the
process, they also were very have moved in the expectation order of the
developments which were going on because it was their own input.... The

awareness started that in the northern part of the Netherlands, the energy would
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become very important, and if you look back from now 10 years ago and now
we can say and that approach... It was created because we have never done this
before (Adrie).

Adrie later emphasised that the value she saw in scenario planning was the agreement
on an issue through a shared understanding. Practitioners in the scenario planning
process took ownership of the ideas “because it was their own input”. The workshop
they facilitated served as a platform where a diverse group of practitioners commonly
agreed on the desired future for the region and the port, supporting the vision’s
actualisation. Adrie also stated that the team would have probably discovered the same

vision even if scenario planning was not applied.

Case 6: Blue growth: Scenarios and drivers for sustainable growth from the

oceans, seas and coasts

Two scenario team members were interviewed separately for the “Blue growth:
Scenarios and drivers for sustainable growth from the oceans, seas and coasts”
scenarios. DG-MARE and the European Commission asked the consultants to explore
the potential role of the union in the maritime context. Maheen stated that the scenario
development process was a well-defined step-by-step procedure and did not consider
the procedure creative. In terms of their study’s research design, they were tasked with
providing two types of scenarios in the process. Maheen did not identify any creative

ideas in the scenarios.

Unlike Maheen, Lamar found one idea creative and evaluated one of the scenarios as
more creative than the others. The way cultural tourism was anticipated to change over
the years, according to Lamar, was creative. He elaborated on the logic behind his

ansSwers:

...coastal tourism that is it's quite different the way in which cultural tourism
would develop you know, we have their first scenarios pursued growth,
sustainable growth, fragile recovery and boom and bust... | think. Boom and

bust in hindsight, coming back to your question probably more original
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scenario ... The thinking was if we continued to rebuild the economy in the

same way that it was before the crisis, then we may run into problems again...

Lamar’s choice of word to indicate creativity was ‘original’. All participants were later
asked for their definition of creativity. Their response to the interview question that

asked for their creativity definition is analysed and presented later in this chapter.

Although Maheen did not identify any ideas creative in the scenarios, he later added
that creativity was there and gave an example of the creative process. Ultimately, he
made clear that his perception of creativity was not in the scenario development but
lied in the research design. He explained:

... So the procedure is not where the creativity is. Except maybe, that in this
particular project, we tried to meet demands of two types of users of scenarios
by combining the 4 scenarios with the micro-future scenarios: dealing with
inevitable uncertainties about the future, and those considering scenarios as
pathways to be followed, a bit similar to hindcasting... Creativity in filling in
the 4 scenarios is definitely there, but it is guided (constrained, if you like) by
the anchor points as described in the paper. Still, formulate the ways in which
such principles as volatility, sustainability etc. can be reflected in the specific
trends of the sea-based economic development can be considered a creative

process (Maheen).

When the researcher asked Lamar whether he found any of the scenarios more creative
than others, he replied “Boom and bust in hindsight, coming back to your question

probably more original scenario”.

| really like the positioning of this sector.. these activities within the broader
macro future, so what | liked was to connect this what | called bottom up
thinking, What would be possible development creatures and to position it
within the broader framework... and that there is something that led to... I

would say creative combinations and creative possible futures (Lamar).
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Lamar’s “creative combinations” statement resembles the creative process explanation
of other interviewees. For example, a creative combination of key drivers,

uncertainties, and factors was considered a creative process.

Finally, Lamar mentioned using so-called ‘artistic’ touches in scenario planning and
its relevance to creativity. From Lamar’s point of view, the images used in the

publication were creative.
Case 7: Updating the future

The CEO of the Port of Rotterdam requested a consultancy firm to adapt Limits to
Growth scenarios in the Port of Rotterdam context. This case is an outlier in the
multiple-case study as it differed in its construction. The interview with Zi informed
the researcher about its objectives and the process. The scenario project was aimed to
contribute to the port’s upcoming vision update. Zi also evaluated the scenarios for
creativity. According to him, the whole Limits to Growth was new. In terms of creative

ideas in the scenarios, he did not comment.

However, he later added that The Limits to Growth scenarios were depressing. He and
his colleagues needed creativity to “keep a positive note for the future”; otherwise “you
very quickly end up looking at things in a doom and gloom”. His perception of

creativity appears relevant to creative writing in artistic touches.
Case 8: Global Marine Trends 2030 (GMT 2030)

Case 8 Global Marine Trends 2030 scenarios were conducted by Fang et al. (2013).
Jay and Esmond contributed to the case through interviews. Jay was an internal expert,
scenario team member and scenario user. Esmond was a scenario user only. According
to them, the scenario project aimed to understand how to create industrial strategies
for the maritime sectors and considered brand recognition through the scenarios’
publication as another aim for publishing the scenarios. Only one interviewee’s
response contributed to this part of the research. The second interviewee, Esmond, was

responsible for overseeing the project and was not part of scenario development. Jay
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responded to the creativity-related questions and found the Black Swan events

creative. He explained:

| think different things that might people talk about Black Swan events.. and,
we've refined it down to just a few that we thought was worth publishing... so
there were quite a lot of possible scenarios that we thought would be that would
be of interest, but you couldn't, you couldn't paint them into. They didn't fit on
a spectrum very easily. What we were trying to do with the three scenarios was
to create a spectrum that people could understand from, you know, from a lot
of something to very little of something by way of a bit of something... and
the disruptive scenarios, we felt they didn't fit easily onto that spectrum, they
were just going to be points in some sort of future, but we couldn't easily pin

them to that spectrum (Jay).

The author found some of the disruptive scenarios creative in his creativity assessment.
However, as the reader of the scenarios, he was unsure how to integrate them into the
main scenarios. The role of disruptive events and black swans in scenario planning

will be discussed later in this doctoral research.

Jay further shared his experience with the scenario development process, explaining
that concerning the three main scenarios, constructing them was creative. Finally, he
concluded this part of the interview by talking about using visuals in the scenarios to

illustrate their message, highlighting the illustrations' creativity.

...and I guess the other element that the creativity was in the graphical
illustration of all of this. So there was one person who did all of the graphical
design for the whole book. And that was massively creative. But we had to
work really hard with him, to help him to understand what we meant by the

scenarios and how to deal with all of this massive amount of data that we had
(Jay).

Case 10: Study on the analysis and evolution of international and EU shipping
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Case 10 study on the analysis and evaluation of international and EU shipping study
was conducted by Artuso et al. (2015). The EU Commission — scenario user — wanted
to review and revise its maritime port strategy for the future. The commission aimed
to channel the output into policymaking by developing the scenarios. It was seen
necessary to identify the uncertainties of the future and the new elements in the future.
One interviewee, Sam, contributed to the research for this case. Sam was part of the
scenario team. According to him, the process was creative, not necessarily the

elements.

Okay, well, maybe the elements as such are not necessarily the most creative
thing, but it's the selection and the combination of them. I think everyone, even
in the business and in the policy, will somehow know that a certain element
will have some impacts on the outcome. But | think the creative thing here is
to pick out the ones that have most impact even without having done
preliminary forecasting, or mainly, this is based on expert knowledge. And
that's why they hire experts, of course, to make that initial selection, and to be

quite close to reality, and quite right from the start (Sam).

The researcher further questioned the process creativity, and Sam responded:

Yeah, it's creative, because it doesn't start from a fixed scheme. | mean, you
don't take one literature source as a given, let's say, as a main cliff-hanger, but
you have out of the existing material, both from the interviews and from

literature, you create your own scenarios as you think they should be (Sam).

Sam explains two types of creativity here: choosing the factors that have the highest
impact as part of their scenario development process - process creativity - and

creativity in research design, such as hiring experts to receive their insights.

Case 13: Maritime Trend Report

The motivation was to understand how other industries used digital technologies to
upgrade their business models. Joel, who led the scenario development, contributed to

the research and wrote the scenario. Therefore, he was an internal expert, scenario
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team member, and user. He said that the scenario was based on an idea in the interview,

which he found creative.

I think the whole ship as a service thinking is turning the vast majority of
elements defining the shipping industry today on its head, the only thing that it
shares with the current is that of course, we are still moving things on ships.
They're still sailing from A to B. But everything relating to business models
value has changed. So | think that is, to me, this is the most creative, but also
for me the most difficult to accept (Joel).

Since the report consists of only one scenario, discussions on creativity were somewhat
limited. Joel also stated that he was not knowledgeable about the scenario method and
chose to demonstrate their ideas about the industry's future in a scenario. The author
previously evaluated the creative idea example Joel gave creative, too. Although the
idea had been implemented in other industries, it was novel from the marine
transportation point of view. It is an example of transformed understanding for the
author. Although Joel did not use the term transformed understanding in the interview,
he described envisioning a fundamental change in the business model of shipping

companies. He explained that so many entities reached out to them:

S0, many different entities reached out ... at the same problems and trying to

understand how they can move forward (Joel).

Case No 14: Blue Growth—Drivers and Alternative Scenarios for the Gulf of

Finland and the Archipelago Sea: Qualitative Analysis Based on Expert Opinions

The project was done for the maritime spatial planning of Finland. Two researchers
were responsible for the entire project. They were external experts, the scenario team
and facilitators. Although the project aimed to envisage the future of Finland's
maritime spatial planning, practitioners were also collaborating from Estonia. It was
because of the cross-border focus of the project. Two interviewees, Dane and Whitney
evaluated the scenarios for creativity in a group interview. Table 5.2 illustrates the

creative idea examples they provided.
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predicted to grow,

and the Russian
threat was at as it is
now, it was
threatening the
balance in the Baltic

Sea

Case Idea located | Idea located in | Idea located in | Participant
NO 14 |in Virtual | Virtual Reality | Unlimited Growth | evaluates the
Reality scenario Scenario overall
scenario scenario the
most creative
Dane Virtual We may have | Tense relationship | Virtual
glasses and | electricity between the | Reality
the people sit | shortages: countries and that
at their home | there's not | could lead to certain
do not travel | enough situation where
anymore electricity people would travel
because they | anymore, so much to for
virtually because we all | example the areas in
travel. use too much | Finland (as opposed
with these | to travelling to other
virtual countries)
elements.
Whitney The travelling in | Virtual
Baltic Sea was in | Reality
rapid growth, and
tourism was

Table 5. 2: Case 3 scenario team’s creativity assessment of their scenarios

Source: Author’s data collection
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They found digitalisation related aspects in the scenarios creative, agreeing with each
other. They also pointed out the creative elements in their Growth Scenario, which
envisioned a challenging future for the Finnish maritime region. Dane and Whitney
agreed on the points they raised. The following statement from Whitney explained
their observations about the logic behind their creativity evaluation:

... the good one, the business as usual and the bad one, and then the fourth
one... and the fourth one was the creative one... the good one is quite easy; it
doesn't need a lot of creativity to create very basic type of future image. and
business as usual it's a little bit more difficult, but it's business as usual... and
the bad one well that's a little bit more creative because you can... You get that
people like to discuss about bad things and black swans... but then the fourth
one was the most difficult because it was true. It was Virtual Reality scenario.
(The Creative one) (Dane agrees) it was about virtual reality and about the... it
included the mega trends... mega trends like urbanisation or digitilisation...
but it was really difficult... I think that also, the stakeholders and the people
who responded... they didn't have much to say about it (Whitney).

Participants further explained the challenges they faced during the construction of
Virtual Reality scenario, which they rated the most creative among others. The process
required considerable time and effort to finalise the scenario. As Dane and Whitney
told the author, case 14 scenarios did not officially contribute to the Finnish maritime
spatial planning. They further added that their scenario project was a rehearsal. Case
16 scenarios were later developed by a group of consultants, which the maritime spatial

planners then took up for implementation.

Artistic touches and creative moments also came up in the interviews. The example

given for creative moments was:

...when the discussions, for example in workshop went on, and there is
laughing and and something that is kind of joking, and so on, and it's the

creativity (Whitney)
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Artistic touches were perceived as a phase by Whitney; she associated it with the
scenario narrative writing. The narrative writing was iterative and cross-checked with
the questionnaire and workshop findings. The findings were considered a means of
decreasing the artistic touch and keeping it under control.

Another example of artistic touch came from Dane. Her example was visualising the
scenarios they created with the scenario planning participants. The resulting animation
was perceived as creative and effective for assisting discussions about the future
among participants. Although in case 14 the animation was presented at the end of the
scenario development phase, Dane explained it could have been done before finalising
the scenarios during the scenario development process.

Lego serious play was another technique the scenario team utilised during the vision
development phase with the project participants but not in the scenario development

stage.

Case 15: AHOY 2050- Scenario Study

The project was initiated when MAN — scenario user — approached Fraunhofer —
scenario team — to conduct a scenario study for the organisation. Kieran represented
the scenario team of the Fraunhofer Society. He took part in the development of
AHOY scenarios. He was an external expert, scenario team member and facilitator.
According to him, MAN wanted a scientific study to inform them about the industry's
future. He also noted that they wanted to be a thought leader in the industry. He

identified the following idea creative:

| think, (one part of the creativity) was to show them the things they weren't
thinking of the possibility, in particular with wind propulsion so we had one
scenario where when technologies had a major part to play that was accepted
and in the... that was accepted in the workshop, and so in the official scenarios,
but you still don't hear very much about wind, so | think that was quite a
creative part so in the official scenarios, but you still don't hear very much

about wind, so | think that was quite a creative part (Kieran).
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Kieran’s explanation of the creative idea have a strong resemblance to one of three
roads to surprise description of Boden (2010, p.71): “...one may be surprised because

one hadn’t realised that the new idea had been a possibility all along...”
Previously, the author of this doctoral work found the wind power idea creative, too.

Kieran identified three aspects of creativity in the scenarios. The first one is the ideas,
the second one processes creativity that combines different factors and builds different

scenarios, and the third is research design creativity.

Similar to other participants, Kieran brought forward the research design creativity.
Computer simulation assisted methodology and how it assisted the development of the

scenarios was explained:

. creative thing about the computer simulations is that they showed how
different alternative technologies compete through time and so, you cannot say
now, in the way the industry is at the moment which technology will take off
be dominant there might be a competition period of 15 to 20 years before a
winner takes a clear position and maybe even longer even when you've got a
very strong policy driver towards zero carbon. So | think that's quite a creative,

thing too (Kieran).
Kieran’s perception of process creativity below is illustrated:

...I think the other part of the creativity actually was putting together the
different factors into these new scenarios, so we have these four scenarios. And
they are formed by different All they all consider the same factors, but the fact
is change in different ways and that's How the factors right change and In a in
a way that makes a consistent scenario where all the factors change in a way
that is compatible together that was that's also quite a creative thing it's a

standard scenario methodology we have it at Fraunhofer now (Kieran).

Combining different factors has been mentioned by other interviewees so far. The

scenario construction process was considered creative despite the differences in
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methods across the cases, e.g. scenario axis, futures table, and varied technical terms
used, e.g. drivers, factors.

Case 16: Scenarios for Maritime Areas 2050 Preparation of scenarios for the

future of Finnish maritime areas

The Scenarios for Maritime Areas 2050: A scenario project for the future of the Finnish
maritime area was open to tenders, and a consultant company secured the project. The
motivation of the Ministry of Environment of Finland was to understand the situation
at the time of the project’s development in the regions. The ministry was also interested
in learning about the different actors in the scene. Additionally, the ministry aimed to
understand the plausible future possibilities. Cassandra, one of the consultants —
external expert, scenario team member, facilitator — who developed the Finnish
Ministry of Environment scenarios, was the interviewee for this case. She evaluated

two ideas creative in the scenarios:

...Well, I think one that came up that also was that we came up with, and from
the interviews and such was, kind of small scale logistic, like drones that are
part of the logistics chain from the big ports, delivering goods, maybe even
persons to archipelago. This was one | think eutopia that one participant said
out like that, how great it would be that we didn't need like buses and trains,
but you would just have the ship few kilometres from the port. So you would
have smaller ports as well. So fewer waste, and then you could just have drones
coming from the coming from the ship to the people that ordered the goods.
And then one representative from one company, | think she was telling that
they are actually like, really considering these kind of futures not in 10 years.

But in 20 years or something, so | think that was kind of creative idea.

The creative idea she identified is the second instance where the unique position of
creativity and future thinking is revealed. Here, the utility dimension of the idea is
under consideration, similar to the Port Vision 2030 case. Although the author did not
evaluate the above idea as creative, according to the interviewee’s explanation, the
idea was found creative by some of the scenario workshop participants. This interview

extract gives a glimpse of an instance where workshop participants shared their
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knowledge, introducing the ideas to their fellow participants. The others further took
up this interaction for discussion. As Cassandra noted, a company representative stated
they were already considering the idea in the future. If that person were asked to
evaluate the same idea for novelty, creativity and surprise, they probably would not

find it novel or surprising.

The final creative idea, according to Cassandra, was about travel restrictions in
Finland,

... maybe not that creative, but kind of interesting in a way... when we had
that third scenario, we presented the idea that what if travelling stopped, and
you wouldn't have any international travellers in the Finnish, especially in
south coast, so near Helsinki capital area. And the reason for that in that
scenarios were like to avoid political tensions between Russia and the West or
Finnish, like, not war, but just like the sense of unsafety would make people
stop travelling to Finland, and also travelling from Finland to abroad. So
Finnish people would be in Finland, in the archipelago, and travelling inside
Finland. So this was kind of what came through, but in the form of pandemic,
but you could see the rise in nature, like you have national parks in your
Helsinki, for example, they were packed last spring, because no one could go
anywhere else. And | think the same is going to happen now. When we
presented this idea , no one could imagine like how... there is no... nothing
that can come and make it make this scenario true. But I'm happy that we kept
it. So now it's kind of another reason, and in another form that it has come

through (Cassandra).

There are two points here worthy of discussion. The first one is that the idea Cassandra
evaluated creative above was not long ago also included in another scenario
publication in Case 14. Just like in this case, Case 14 also aimed to inform the Ministry
of Environment of Finland. When asked, Cassandra stated that she did not recognise
the scenarios. Her response did not change after the author showed the case 14

publication to her during the interview. Assuming Case 16 scenario developers were
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not aware of case 14 scenarios, they still envisioned a similar event in their scenarios.

Cassandra also evaluated the idea as creative.

Previously, the author of this doctoral research did not find the idea creative in both
scenario publications. He imagined a plausible scenario similar to theirs earlier through
reading the maritime news and research papers. Though, he envisioned a travel

‘limitation’ and not restrictions.

The author has not come across this type of observation in the literature before; a
different and disconnected group of researchers/consultants envision a similar event
through scenario planning and the future event actualises. However, the author is
incredibly tentative with his observation of the cases. Case 14 interviewees informed
him that, although their scenarios were not officially accepted for use, they were
“hinted that their scenarios might be used as a kind of background material in official
processes” (Whitney). Cassandra did not recognise their scenarios, but that does not
guarantee that the scenarios were unknown to her colleagues. Nonetheless, this is an

interesting occurrence.

Assuming the Case 16 scenarios were developed unaware of Case 14 scenarios, there
is a second discussion point. Travel restrictions and people’s changing travel patterns
were envisioned by at least three groups of people who used scenario thinking in one
form or another, e.g. two different scenario methodologies as observed in the cases
and the author’s intellectual process. In Case 16, the logical chain leading to travel
restrictions was political conflicts and war. In Case 14, it was the popularisation of
virtual reality and political conflicts, e.g. Russia and the Baltic Sea tension, similar to
case 16. The author’s logic behind the travel limitations was a combination of the
melting Arctic region, environmental sustainability issues and energy shortages. For
instance, the likelihood of novel viruses emergence with the melting Arctic ice
(Vanwormer et al., 2019) combined with the new deep-sea shipping routes in the
Arctic region (Bennett, 2019) due to cost and time efficiency. Despite varied logical
and causal links, various groups of people envisioned similar creative futures. Neither
of the reasons caused the lockdowns and travel restrictions in their scenarios. However,

from a pragmatic business point of view, the end event was experienced globally,
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which matters for most businesses. The causal links indeed are required for
plausibility, coherence and consistency. However, scenario planning can still be
considered effective in leading people to think about travel restrictions and lockdowns.
They were unimaginable to most people before the COVID-19 pandemic. The author
raises a half point before moving on to the other findings: scenario development might
include a reverse causal process after completing an inductive process. This way,
deductive and inductive thinking from the future event to the present back and forth
might help thinking about the other factors and events that could lead to the event.

However, this means investing more time, money and human resources in the process.

A final point to include in this section is her observation as it relates to two other
interviewees’ input. Similar to Case 14 scenarios’ authors, Cassandra talked about

“threatening bad futures” and the “easiness of thinking about them™:

It's easier to think of dystopian like these very bad, bad futures and see the
threat in everything. So | think in that scenario 2, we were able to see a lot of
possibilities in there. In maritime and in kind of sustainable development, and
how the technology might enhance some possibilities, for example, living in
archipelago or something like these. So I think that's what I think was our most

creative new way.

Cassandra also observed creative and playful moments. Playfulness through multiple

scenario development was perceived as a way of conflict resolution:

...But when it was... we have these three different scenarios, it allowed the
participants to think maybe a bit more widely, and it was more playful, obviously,
serious, but it allowed it's like an aspect of playfulness and, so the conflict between
for example, the energy sector and environmental activists, if you would have just
been like, okay, talk about the future. The one, the possible future that you
promote, most believe in, it would have created more conflict. But when we created
these... the three different scenarios, I think it allowed more truthful discussion to

begin with (Cassandra, Case 16).
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Ashanti — practitioner, scenario user — is a mini-case to case 16. As a participant in the
scenario planning workshops and one of the maritime spatial planners responsible for
the vision implementation, her perception of creativity in creative idea assessment and
other elements of creativity were inquired about. Ashanti did not find the scenarios
creative, explaining that what was envisioned in the scenarios was already happening.
She further explained that the Finnish Defence Forces’ feedback was the same as hers.
She interpreted their response as a sign of the scenarios’ lack of creativity. According
to her, creativity would manifest in the scenarios if the black swan events were

captured. She continued explaining:

...1t seems impossible to miss this kind of thing when we have an... I'm a
biology ecologist as my background. So I've heard for 25 years that there is
possibility for this kind of situation, what we have now and you know, we have
had Ebola and SARS and all this kind of stuff, and still waited and think about

this kind of possibility. So maybe it wasn't so creative. No. (Ashanti).

When she was asked, “if the pandemic was included in the scenarios, would spatial

planners do something about it?”, her response was “maybe”.

... So maybe it might have some influence on our plan. Yeah, I'd say I'm not
sure if... I mean, it might might even be (an) important one. Maybe we have
only one map marking for special area that it covers the Helsinki area because
there's so many people and so many aspects to kind of avoid conflicts. And
whenever you do the more detailed planning, but maybe after Coronavirus, we

could identify also other special areas.

Case 18: Technological trajectories and scenarios in seaport digitalisation

The reason for creating the scenarios was to indicate the future development of
digitalisation in the port environment in a scientific inquiry. Two participants, Mylie
and Rae, who co-authored the research paper, were interviewed together. They were
the scenario team. They compared the scenarios for creativity and rated the scenario
with digitalisation with higher creativity. Mylie’s comparison was similar to Case 14

since both scenario developers considered business as usual scenarios not creative. Rae
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and Mylie both agreed that moving away from business as usual thinking would

potentially allow for creativity:

... I think... this business as usual is the least creative and | feel that the failure
and supremacy... they sort of gave more room for creativity and a little bit like,
I have not called it a fantasy, it's a fantasy but in a way that you can sort of
write something that is let's say, less foreseeable or so in that sense, these two
scenarios, which are kind of extremes from the business as usual. | feel that

they are more creative (Mylie)
Rae supported Mylie’s comment, explaining:

. 1t came to my mind also that, that the farther you... are away from the
business as usual also the more unlikely scenarios. No, not scenarios but more
unlikely elements you can include into this. And of course, they give more

room to creativity (Rae).

However, they did not identify an idea creative. The author found one of the ideas in
this case creative: the transformation of ports into data hubs and port authorities'
changing role in a digitalised world. Scenarios that included digitalisation created more

creative ideas than those that did not.

The researchers, Mylie and Rae, further talked about other aspects of creativity in
scenario planning. One of them was about the translation of the scenarios. Mylie’s
explanation begs the question, “can creativity get lost in translation in the scenarios?”

He explained:

...we did this reports in two reports in the project they were written in Finnish,
the original names... I don't find the right word. But I explained like the
original name was for digital supremacy was the digital explosion in Finnish.
And this digital failure was a digital pancake. So | don't know if it works in
English, but this pancake means that its result became flatter than you expected,

or not so good. So... a little bit more like let's say, creative. (Mylie).
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Finally, Rae talked about process creativity, similar to other interviewees. He observed
creativity in connecting the key drivers and events leading to the future events:

In the process, because we already decided that these will be the three
scenarios. Okay, originally there were four but | didn't make this fourth
scenario work. So, there were three and then thinking what are the really the
key variables which change in the context of poor digitalisation in the future
S0, so in some for some variables, it was easy to see what would be the let's say
optimal or the most positive outcome within 10 years, and then maybe also the
business as usual, but then maybe this failure, it was maybe difficult to work
out how to word or phrase, this outcome. So that was maybe the that part of
the process that | with hindsight, | feel that was creative (Rae).

Conclusion

In this section, the author has reported the participants’ creative idea evaluation and
their input on other means of creativity in scenario planning. All interviewees were
asked to do the task for their scenarios. Most participants have identified at least one
creative idea. Several aspects of creativity in scenario planning other than creative
ideas also came out in the interviews. The author has recognised a natural shift from a
creative product to a creative process perspective in the analysis. Most participants had
an answer to the author’s creative idea evaluation question. However, scenario
planning as a creative process was highly prominent in their experience. As a result,

the within-case findings have reflected their response.
5.2. Defining creativity in the scenario planning context

Participants’ general and scenario planning-specific creativity definitions were sought
during the interviews, and this section presents the findings. A generic creativity

definition and another definition of creativity in the SP context were developed.

Initially, the author aimed to gather only the case study participants’ creativity
definition in the scenario planning context. However, the pilot interviews with three

participants revealed the difficulty of answering the question in the scenario planning
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context. It appeared that starting to talk about creativity in a general sense and then
moving on to scenario planning was more convenient for the participants. Therefore,

the interview questionnaire was tweaked to address the issue.

All participants in the multiple case study were asked for their creativity definition
first. Their creativity definition in the general sense was sought, which was followed
by asking for their definition of creativity in the scenario planning context. The
interviews were coded in Nvivo 12 categorically through QCA.

The author avoided deductive analysis to accommodate inductively emerging
categories and subcategories. However, his previous understanding of creativity
inevitably guided the interpretation of participant input. The categories capturing the
general creativity definition were: attributes, ways of creativity, novelty, usefulness,

combining and requirement (see Table 5.3).

The following definition of creativity was created by the author based on the QCA

findings:

Creativity is an important, difficult, unpleasant and slippery ability that can be
tapped into following different approaches, e.g. thinking business school way,
thinking in extremes. It is generating new thinking, new ideas that have not
been thought of before, which are also useful; they work and turn into value.
Creativity is a process of connecting dots, making unexpected connections
through combining knowledge from different fields, including new and old
insights, to have a novel perspective on the issue. It requires being open-

minded and questioning taken-for-granted assumptions.

Category Sub-category Instances Interpretation

Attributes Ability 2 An important,
Slippery 1 difficult, unpleasant
Difficult/unpleasant | 1 and a slippery
Important 2 ability.
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Ways of creativity

Business school

thinking

Extremes

It can be tapped into
following different
approaches, e.g.
business school,

thinking in extremes.

Novelty Looking at it first It is generating new
time thinking, new ideas,
Construction of imagining ways
something novel never imagined
Thinking/ imagining before.
a new way never
thought before
New ideas, thinking

Utility Problem solving It is useful: it works,
through  applying solves problems,
new thinking turns into value.
Ideas that turn into
value
Changing blank
sheet into something
useful

Combining New insights It is a process of

through combining
knowledge from
different fields

Connecting  dots,
making unexpected

connections

Use of different

inputs

connecting dots,
making unexpected
connections,
combining
knowledge from
different fields both
including new

insights to have a
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novel perspective on

the issue.
Requirement Being open minded | 4 It requires being
Question taken for | 1 open minded and
granted assumptions questioning taken for

granted assumptions.

Table 5. 3: Interpretation of participants’ creativity definition through QCA

Source: Author’s data collection

Creativity in the scenario planning context emerged similar to the above definition
with few differences (see Table 5.4). Combining, openness, novelty and requirements
were the emerging categories in the analysis. Combining came out strongly in both
definitions with similar emphasis on it across two definitions. Openness formed its
independent category in the latter definition. Novelty is present in both definitions.
The utility category in the first definition disappeared in the second definition.
Usefulness was observed under requirements in the second definition due to

participants’ emphasis on it turning into a requirement.

Category Sub-category Instances Interpretation

Combining Combining 6 It is combining
knowledge from knowledge from
different fields different fields,
Grasping wide | 1 looking out for
range of industry  examples,
knowledge bringing new and
Looking out for |1 known  knowledge
industry examples and insights to come
New insights | 3 up with new insights.
through
combining
knowledge
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Seeing what you | 1

have not seen

Openness Letting  yourself | 2 It happens through
get out of being open to
professional roles questioning taken for
Exploring beyond | 1 granted assumptions,
the known and letting yourself think
traditional wider, getting out of
Letting  humour | 1 your professional
and trust happen roles, exploring well-
Letting  yourself | 2 beyond traditional
think wider industry topics and
Openness to|3 even to think
signals so that you unrealistic and
combine them impractical ideas.

Novelty New ideas, | 7 It is bringing new and
thinking known  knowledge

and insights to come

up  with novel

Making something | 1

out of it

Should have hard | 1

and subjective

facts

Should lead to |1

surprise

Should stretch | 1

thinking

Out of the box |1 insights.
thinking
Requirements Ideas that work 3 It should be useful

that works and turn
into value rather than
just seeing something
is coming. It also
should be supported
by hard and
subjective facts, lead
to surprise and stretch

thinking.

Table 5. 4: Interpretation of participants’ creativity in SP context definition through

QCA

Source: Author’s data collection
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Following the analysis of participants’ creativity in SP context definition, the

following definition was created:

Creativity in scenario planning can be achieved by combining knowledge from
different fields, looking out for industry examples, and bringing new and old

knowledge and insights to come up with new insights.

Such insights fundamentally allow one to see what is coming through by being
open to questioning the taken-for-granted assumptions, letting oneself think
broader, getting out of professional roles, exploring well beyond traditional
industry topics and even thinking about unrealistic and impractical ideas.

Creative ideas should be useful; they work and turn into value. They lead to
doing something of that rather than just seeing something coming at. Scenarios
should lead to surprise and stretch thinking but should not be pure creativity as
it is only one element next to hard facts and subjective facts.

Conclusion

This section presented the scenario teams’ creativity definitions in the general sense
and specific to scenario planning. The author presents the findings answering the

quintain in the next section.

The emphasis on the cases moves towards the quintain — the role of creativity in
scenario planning effectiveness — in the following sections. Theme-based assertions
(Stake, 2006) that the author has developed through cross-case analysis are presented.
However, the themes are tentative since the author later conducted a thematic analysis
(Braun and Clarke, 2012) to answer the final research question, “what is the role of

creativity in scenario planning effectiveness on scenario users?”.

The theme-based assertions are presented next to demonstrate the author's logical train
of thought. Doing so, the author believes, provides the reader with a clearer

understanding of the data analysis and transparency.
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5.3. Tentative Assertions

This section reveals the tentative assertions developed by applying Stake’s (2005, p.
5) “generating theme-based assertions from merged findings” procedure. The
interviewees’ input was analysed, and the findings constructed the theme-based
assertations. The focus of the analysis started to shift to the cross-case findings at this
stage and laid the groundwork for answering the quintain. Table 5.5 presents the
theme-based assertions. The themes were tentative because a thematic analysis was
later conducted, including the foreshadowed issues, case reports, and theme-based

assertion findings.

Creative Process

The tentative theme creative process was developed based on the findings revealing:

e SP as a creative process, and

e SP part of creative research design.

SP as a creative process directly informs scenario planning and offers richer insights.
SP part of creative research design appeared to be relevant to the consultants' and
researchers' methodological triangulation. Therefore, the latter aspect of the creative

process was discontinued in the analysis.

Several participants from multiple cases shared their experience in the scenario
development process. Regardless of the method used to build the scenarios, e.g.,
scenario axis, futures table, and custom methods, they all worked with the ideas, e.g.,
key drivers, factors, uncertainties. They explained that the process where the scenario
developers were tasked with combining the ideas with another — different languages

were used, such as factors, drivers, uncertainty — was creative.
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Themes (Tentative)

Merged Findings From  which | Creative Creative ideas | Transformed Added Innovation, | Creativity and
cases? process spectrum understanding value competition | shared
and understanding
preparedness
Merged Finding I: Case 3 X
Creative Case 6
Combination of
. . . | Case 8
ideas in scenario
development Case 10
Case 15
Case 18
Merged Finding Il Case 4 X X X
Shared
understanding of a
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goal through a

creative process

Merged Finding 11 Case 3
Creative moments Case 14
Casel6
Merged Finding 1V Case 6
Artistic Touches Case 8
Merged Finding V Case 18
Creativity lost in
translation
Merged Finding VI Case 4
Innovative idea
generation
Merged Finding V Case 4
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Competitiveness and

creativity
Merged Finding VI Case 16
Preparing for black
swans
Merged Finding VII Case 8
Black swans are | Case 14
creative
Case 16
Merged Finding VI Case 14
Changing degrees of | Case 15
creativity in positive,
negative and BAU Case 18
scenarios
Merged Finding VIII | Case 14
Case 16
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Negative  scenarios
are easier to think
about

Merged Finding IX Case 18 X

Creativity can cause

dysfunction

Merged Findings X Case 6 X
Artistic touches | Case 7
through creativity
Case 8
Case 16
Merged Findings XI | Case 3 X

Impact of creative | Case 13

ideas on

understanding Case 15

Table 5. 5: Theme-based assertion findings in six themes to explain the role of creativity in scenario planning
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Other participants focused on the choice of drivers in the scenario development
process. For instance, Kieran criticised the client company for not focusing on
digitalisation in the scenario development process. Case 13, on the other hand, was
mainly informed by digitalisation and created a focus of attention in the industry

according to Joel’s experience.

Both Kieran and Joel identified the maritime industry as conservative and slow-
moving. When the maritime stakeholders are invited to the scenario development
workshops, the industry stakeholders’ traditional and conservative perception of the
industry appears to limit the process's outcome. Another case in the multiple case study
that included digitalisation was number 14. The scenario developers stated that the
fourth scenario — “the creative one” — they created did not receive much response from
the participants, “the stakeholders and those people who responded they didn't have
much to say about it”. The scenario came out mainly due to the scenario developers’
desk research and brainstorming. Case 18 is a research article that focuses on
digitalisation in seaports. Although the scenario developers did not identify an idea
creative, they compared the scenarios for creativity. They said that the positive and
negative scenarios were more creative than the BAU scenarios. The research assessed
an idea in one of the scenarios, “digital supremacy”, creative. Similarly, case 8
disruptive technology scenario was evaluated as creative by the researcher and the
scenario developer. Considering the maritime industry's traditional, slow-moving and
conservative nature, digital elements in the scenario development phase and their
inclusion in the scenarios resulted in creativity because the industry's digital elements
appear to be often undermined. One reason for digitalisation not being at the forefront
of the discussion might be that it is considered irrelevant or not useful to the industry.
The novelty of digitalisation in the industry is probably apparent to the stakeholders.
However, not seeing it as relevant and useful might lead the stakeholders to discard

the digital elements in their future thinking.

Creativity and shared understanding

In case 4, various stakeholders evaluated the future scenarios after they were fully

developed. The common agreement on one of the scenarios supported the vision
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development. The support it has received was perceived as creative. It is also
associated with the creative process tentative-theme since the interviewee also

perceived the vision development process as creative.
Added value

The tentative-theme added value included creative moments, artistic touches, and lost
in translation. Creative moments were also experienced, as reported by the
interviewees. The CorpWatch example was given as a result of a creative moment.
However, the issue with translation and the loss of creativity was also brought up in
another case.

Three interviewees mentioned creativity through artistic touches in two different cases.
Visual illustrations and inviting storytellers in the scenario development stage were

considered art and found to be related to creativity in scenario planning.

Creative idea spectrum

The tentative-theme creative ideas spectrum was developed based on the findings of

e black swan events and scenarios are creative;
e positive, negative and business-as-usual scenarios are not often creative;
e negative scenarios are easier to think about, and

e creativity can cause dysfunction.

The highest number of creative ideas came from case 8 — Global Marine Trends
scenarios (Fang et al., 2013) based on the author’s and the scenario developer’s
assessment. However, the creative ideas were found in the black swan scenarios and
not the main ones. This is because the black swan scenarios were separate from the
three main scenarios and were presented as supplementary ideas in the publication.
Black swan events (Taleb, 2007) have the potential to cause extreme impact (Wright
and Cairns, 2011, p.171; MacKay and McKiernan, 2018, p.37; Wright et al., 2019;
Ansell and Boin, 2019), but are considered low probability (Burrows and Gnad, 2018).
Furthermore, they may come out of the blue (Derbyshire and Wright, 2014) and are
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associated with being unthinkable (MacKay and McKiernan, 2018, p.37; Burrows and
Gnad, 2018). The interviewee also noted that embedding the black swan events in the
main scenarios proved challenging; therefore, they were presented separately. For the
most part, scenario planning literature does not offer a guideline for accommodating

such events.

Burrows and Gnad (2018) used the exploratory and normative scenario categorisation
to explain the use of black swan events in scenario planning. They stated that black
swans, Unknown Unknowns, and disruptive changes were inappropriate for normative
scenarios and better fit for exploratory scenarios. Case 8 scenarios were developed to
“understand how to create industrial strategies for the maritime sectors”, and “scenario
planning was not a process, more of a tool” (Jay). They also “did not work out the full
definition of the scenarios” (Jay). Interviewee response indicates a sense of exploratory
scenario building effort without fully applying a scenario planning methodology. The
three main scenarios they developed made up a large part of the report. Although they
were exploratory in nature, two scenarios were formed around the BAU scenario.
Applying two different degrees of probability-impact spectrum is likely to be why the
black swan events could not be integrated into the main scenarios. A pragmatic
approach to sensemaking suggested by Ansell and Boin (2019) can be helpful to the

case 8 authors in the future, should they develop scenarios again.

Case 14 authors evaluated the virtual scenario as a black swan. The scenario
envisioned a future people do not travel anymore for two reasons: the popularisation
of VR and the tense political situation in the Baltic Sea caused by Russia. Cassandra
of case 16 also found the idea creative but did not call it a black swan scenario or event.
An interesting observation came from Whitney about black swans; she said that
“people like to discuss about bad things and black swans”. A similar observation was
expressed by Cassandra, a consultant for Case 16. Rozin and Royzman (2001) called
this phenomenon negativity bias, explaining that negative entities are more contagious
than positive entities due to various factors. One factor was negative differentiation.
“Negative entities are more varied, yield more complex conceptual representations,
and engage a wider response repertoire” (Rozin and Royzman, 2001, p.296). Negative

differentiation especially bears a resemblance to Whitney and Cassandra’s statements.
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Loss aversion is a typical example of negativity bias in the shape of potency (Rozin
and Royzman, 2001) and discussed under black swan events (Taleb, 2008, cited in
Cairns and Wright, 2017, p. 171). According to Ashanti from case 16, a maritime
spatial planner and participant in the scenario development workshop, including black
swan events, would be creative. However, she did not find the scenarios creative,

saying that the scenarios were already happening.

Business as usual (BAU) scenarios were not perceived as creative by any of the
participants. In the cases where positive, negative and BAU scenario development
logic was followed, the negative and positive scenarios reportedly had more potential
for creativity. However, the creativity assessment of the scenarios for ideas also
revealed that only one of the scenarios that were developed following the positive,
negative and BAU structure had one creative idea, according to the researcher’s
assessment. The scenario developers did not identify any creative ideas in the cases.
The cases that employed such structure fully or partially were Case 8 (Fang et al.,
2013), 10 (Artuso et al., 2015), 14 (Pontynen and Erkkila-Valiméki, 2018), and 18
(Inkinen, Helminen and Saarikoski, 2021). For instance, case 14 developed four
scenarios; three of them were positive, negative and BAU scenarios. The fourth

scenario was an outlier, and the scenario developers evaluated it as creative.
Transformed Understanding

Case 3 followed Kees van der Heijden and Oxford scenario school for scenario
development. The idea that they found creative at the time was reportedly
transformational to their understanding. Two participants in separate interviews
brought up the idea, evaluating it as creative. A similar experience was reported by the
case 13 author. The creative idea he identified on which the scenario was built was
transformational. However, as the author stated, scenario methodology was not applied
in any form except that scenario thinking was utilised. It is hard to give credit to SP if
a credit is due. Lamar’s response about case 6 scenarios can be loosely included in
transformed understanding. He made a point about the change that was envisioned for

cultural tourism over the years.
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The final creative idea in this category came from case 15. Kieran stated that the
participants realised they were not thinking of the possibility of wind energy. Wind
energy was an interesting element in the scenarios as it was the standard way to sail
the vessels about a century ago. Creativity appears in this case in the form of a
forgotten practice. Its come back was not expected yet it is possible.

Creative idea and innovation, competition, and preparedness

Adrie of case 4 illustrated a creative idea that the port is still considering for
implementation. The creative idea links scenario planning to innovative idea
generation. However, the author was not able to identify other examples of this aspect
in the multiple case study. Case 16 illustrated an unintentional attempt at innovative
idea development with the drone example. It was unintentional because they did not
aim to develop innovative ideas through scenario planning. Using drones to transport
items to remote places was brought up by some participants. However, it is already
being applied in other geographies. Wind energy use on the ships was a creative idea
example that came from case 15. However, the innovativeness of the idea is difficult
to claim. There have been alternative energy fuelled vessel design concepts past
decades. The example appears to be more of a reminder of a potential clean energy

direction the shipping may take in the future than an innovative idea generation.

The relationship between a competition-oriented scenario planning practising
company and creative ideas also came up in the analysis. Based on the interviewee’s
input, a deliberate effort to develop a vision different from the port’s competitors might
have led to identifying the green growth scenario as early as 2011, four years before
the Paris Climate Agreement. However, discussions around green ports were already
happening before 2011 around the globe. For instance, the Port of Long Beach, in
California, United States, initiated a green port policy as early as 2005 (Berg, 2020;
Port of Long Beach, 2022). However, their strategy development did not include green
energy until 2011 (The Port of Long Beach and Los Angeles, 2011) Another example
of green energy use in the ports dates back to 2010. Chaebang Port in Thailand
introduced a Green Port Program to focus on its carbon monoxide (CO) emissions.

The port agreed to launch a Wind Farm Power Pilot Project to increase the amount of
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green energy to the port’s total electricity consumption (Cardinal and Factuar, 2018,
p.431). Case 3 is an example of P- level creativity where the scenario team responsible
for vision development came across the green growth concept first time through
discussions in the scenario planning workshop. A large number of stakeholders agreed
on the utility of the idea. As Adrie stated, the port might eventually realise the trend
towards green energy use in the sector. However, the scenario planning workshop
facilitated a shared understanding of the issue. It supported the port’s decision to

implement the scenario through a vision.

The last finding that contributed to the tentative theme was preparedness. The mini-
case in case 16 revealed that including a pandemic scenario as a black swan event
might lead maritime spatial planners to focus on a pandemic scenario and prepare them
for their spatial planning. Unfortunately, the scenario developer interviewee in case 16
was not able to explain why a pandemic was not included in the scenarios. Case 14
and 16 were conducted for the maritime spatial planning of Finland, and both scenario
projects envisioned changes in the maritime spatial area use accompanied by travel

restrictions.

Conclusion

Assessment of creative products receives much less attention... yet...the “ability to
measure a product’s creativity is among the most important aspects of creativity
assessment” (Kaufman and Sternberg, 2010, p.58). Scenarios were considered a
product in the work and evaluated for creative ideas by the author and their developers.
The findings answered RQ 3 from the scenario teams’ perspective. Their and the
author’s creativity assessment of the scenarios aimed to reveal whether the maritime

scenarios were creative or not.

Ultimately, triangulation of the creativity assessment findings suggests that the
maritime scenarios are creative. Despite the exceptions, most of the scenarios were
perceived as creative in their ideas. However, the number of creative ideas in the
scenarios wavered. The author does not advocate for a high number of creative ideas

in the scenario, but scenario publications lacking any creative ideas were observed.
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The relationship between creativity and SP effectiveness is investigated further, and
the findings are presented later in this chapter.

The findings also revealed another side of the creativity and scenario planning
relationship. The interviewees reported additional insights and perspectives on the
forms of creativity in scenario planning. Their perspective focused on creativity as a

process.

The final part of the chapter presents the findings answering the quintain through a
thematic analysis. Previously reported foreshadowed issues, within-case analysis, and
the tentative-thematic assertations contributed to answering the quintain. The
participants’ past scenario planning experiences were not included in the within-case
analysis. The next section that is answering the quintain also integrates them into the
analysis, tapping into richer data and expanding beyond the scenario teams’ maritime-

related SP project experience.

5.4. The Quintain Findings

This chapter presents the perceived role of creativity in scenario planning effectiveness
through the foreshadowed issues and cross-case analysis findings. The final research

question:

RQ 4: What is the role of creativity in scenario planning effectiveness on scenario

users?

is answered in this section.

Within-case analysis findings also contributed to the author’s understanding of the
quintain as they provided insights in the cross-case analysis stage. All participants who
contributed to the quintain findings, except for one, reported that creativity’s role in
scenario planning effectiveness was “there”. However, their perception of the role
creativity played varied. Three themes and eight subthemes were constructed to reflect
the participants’ perception of creativity in scenario planning effectiveness. The
themes and their related subthemes are presented in Table 5.6. Creativity concerning

research design was another finding that came out during the within-case analysis.
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However, the research design creativity aspect is outside the quintain scope and
therefore not included in the thematic analysis.

Theme Subtheme Contributing
Cases
Transformed Discover beyond usual Case 3, 6,
Understanding 13, 15, 16,
18
Choose and combine creatively Case 6, 8, 10
14
Shared understanding and taking ownership Case 4, 6, 16
Added value Artistic Touches Case 6, 7, 8,
14, 16
Humour, trust, playfulness, and fun moments Case 3, 4,
14, 16
Creativity and innovation Case 4, 15,
16
Issues  within | Creativity dysfunction Case 8, 16,
and around 18
creativity Constrained creativity Case 3, 4, 8
13,18
Creativity loss Case 18
Personality and creativity Case 8, 16,
18
Requirements | Creativity depends on project purpose All cases
for creativity’s | Creativity should be wuseful, surprising, | Case 3, 6, 8
effectiveness in | commonly understood and supported by hard
scenario facts
planning Expectations from SP participants Case 6, 14,
15, 16

Table 5. 6: Thematic illustration of the quintain findings

Source: Author’s data collection
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5.4.1. Transformed understanding

The theme transformed understanding was constructed around the participant
statements such as “pushing boundaries of thinking”, “seeing what you’ve not seen
before through creativity”, “considering only mega trends does not bring anything new
to the table”. Additionally, the importance of shared understanding and taking

ownership of the ideas were repeatedly emphasised and included in the theme.

The track change metaphor is helpful to illustrate the theme. Organisations being
passengers on the train and the train moving forward on their pre-set course, the track;
the train aims to reach a place where the passengers — organisation - desire. They are
motivated to travel and see what other places might be there — practising scenario
planning — They are willing to explore other possibilities -plausible alternative
futures- far ahead. They move forward on a track, perhaps alongside other passengers
in other trains — e.g. their competitors - however, the journey has an issue. They need
to decide far in advance and change the track. It is an issue because potential
destinations are so hard to see from a distance. They do not know whether it is the
valley of success or the desert of failure. The passengers look far ahead, trying to make
sense of what they see. Different opinions quickly emerge, and discussions begin. One
passenger says he sees a mountain on the far right-hand side. Although the view is
blurry, somehow it looks promising, perhaps because the path to the mountain is
similar to the path they came from or because it is bright and colourful. Another
passenger disagrees and points out another direction. She has other reasons to think

the direction she points out is where the valley of success is.

The third person spots a route the others do not see. It is surprising because they have
not seen the path before, and it is new to them. The passengers mull over what they
can see and try to understand where the route may direct them. Distance is far, just like
other potential destinations. So, they combine any available evidence and try to make
sense of it. Switching track, however, depends on a shared understanding and taking
ownership of the mulling over process and a final decision. If two people are

responsible for the final answer, the two people need to be “on board” with the
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decision. If it is a democratic system, the majority needs to agree on switching the
track.

Meanwhile, time is passing, and they need to make a decision. They will either choose
the third track or the first or the second or neither and continue their journey. The first
and second tracks are familiar to the passengers; probably, they are not as worried
about the first and second options. The third track requires the successful
implementation of the second step. The decision-maker needs to be on board with the
decision. Changing track and choosing the third path requires transformed
understanding; not changing the track, choosing the first or the second do not. The
road may be long; multiple track changes are likely to be necessary.

The subtheme discover beyond usual is considered an essential part of the relationship
between creativity and effective scenario planning. Creativity is perceived as a means
of seeing beyond usual thinking and is helpful for the uncertainty identification and
combination stage. Shared understanding and taking ownership acts as a mechanism
to maintain the creative ideas in the process, leading to actionable outcomes. The three
subthemes have contributed to transformed understanding. The subthemes discover
beyond usual, choose and combine creatively, and shared understanding and taking

ownership are presented below.

5.4.1.1.Discover beyond usual

The subtheme discover beyond usual is constructed primarily by capturing the early
stages of scenario planning practices before deciding on the key drivers and
uncertainties the scenarios are built upon. Case study participants are interested in
seeing what they have not seen before through scenario planning. Creativity is
perceived as a way of catching what might escape from attention without it, detecting
upcoming futures others have not said out loud, avoiding working with only what was
already known and going beyond usual thinking. For instance, optimistic and
pessimistic scenario development based on business-as-usual scenarios is considered

limited value.
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...sorry to say but there were number of scenarios that we see are crap. Maybe
because they don't really add anything novel to the thinking they are stating

some kind of business as usual... (Billie, Case 3).

Big problem with most of the scenarios; simple solutions of optimistic and
pessimistic scenarios. In case of shipping and climate change, it's not to be
variations of optimistic and pessimistic, there's going to be a different industry
in 30- 40 years, you really need to push the boundaries of your thinking in the
case of like this (referring to climate change and shipping) (Kieran, Case 15).

Two participants emphasised the importance of discovering all possibilities and
associated doing it with creativity:

....playing with uncertainties and potential ideas, you have a lot of different
ideas.... Seeing what you haven’t seen before is possible through exposing
yourself to a big number of potential states, driving numbers you can see how
they might unfold in the future. (Billie, Case 3)

The point of doing scenario planning is to try and look into an uncertain future.
To do that, you need to have an idea of what that uncertainty is. To have an
idea of what that uncertainty is, you need to look at all different possibilities
both likely and unlikely. (Kieran, 15)

Participants explained how creativity could help identify what had not been seen
before. Billie and Kieran’s examples above are some of them. In addition, examples
of thinking about the impossible and unlikely events, thinking in extremes, combining

knowledge, and the business school way of thinking were given.

Thinking about the impossible was considered helpful to scenario planning to try and
understand what the future brings and associated with surprise. Lamar explained the

importance of thinking about the impossible:

...in hindsight many people would've wanted to anticipate this pandemic, and Shell

example of oil crisis and referring them lucky (Lamar, Case 6).
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A similar approach to thinking in extremes example was given by case 18 authors.
Moving away from business-as-usual thinking toward the extremes was perceived as
a means of reaching creative ideas. However, the business school way of creative
thinking might not be self-exploratory, and therefore the author felt the need to share
the example that was given:

...the business school way of looking at things would be to look at what did
McKinsey do in a similar situation, what did Goldman Sachs did and so on
(Joel, Case 13).

The business school way and thinking in extremes examples came from personal
experience as the participant used them in his professional work. The business school
way was using case studies, looking at what other companies did for success or in a
similar situation to one’s own circumstances. Joel’s explanation also resonates with
other participants’ as another source of creative idea generation was considered
through combining knowledge. Gathering and combining knowledge from different
fields and borrowing concepts from different industries for adaptation were perceived
as creative. According to them, the suggested ways support the discovery of new

possibilities, developments and insights.

...It is not necessarily getting ideas just out of the blue, but it is combining
knowledge from different fields in ways that enable you to do something different

that gives new insights (Kieran, Case 15).

The majority of participants thought about originality when they were asked about
creativity. However, some participants also brought up the usefulness and surprise
dimensions. Therefore, they are presented under the requirement theme as the

participant considered them requirements for creativity.
5.4.1.2.Choose and combine creatively

The choose and combine creatively subtheme sounds much like the above findings.
However, this subtheme was constructed around participants’ scenario building-

related input. Choose and combine creatively occurred after discovering beyond usual.
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The previous subtheme presented combining ideas and knowledge to produce creative
ideas. Despite using various scenario planning processes across the cases, their
processes shared similarities. They gathered information early in the process and later
analysed and discussed them. Aside from the differences between data sources and
collection methods, all scenario planners were tasked with creating the scenarios. The
scenario creation processes varied; however, they all worked with future ideas for
creating the scenarios. The author uses the word ‘idea’ to cover a general
understanding. Participants called them drivers, factors or elements. The subtheme

includes three main findings, all of which were perceived as creative:

e choosing the most impactful factors,
e combining the ideas over a time span, and

e combining the creative ideas over a time span.

According to Sam, choosing the most impactful factor before combining them was
creative in the scenario development process. He explains the driver identification

stage, choosing the one with the highest impact to construct the scenarios.

Okay, well, maybe the elements as such are not necessarily the most creative thing,
but it's the selection and the combination of them. | think everyone, even in the
business and in the policy, will somehow know that a certain element will have
some impacts on the outcome. But | think the creative thing here is to pick out the
ones that have most impact even without having done preliminary forecasting, or

mainly, this is based on expert knowledge (Sam, Case 10).

Maheen’s explanation has similarities to Sam’s. He talks about the driver identification

stage and being open to them. The next step is their combination.

... the four scenarios in the cross section, you know the standard more or less the
method Shell based, | think. There is a procedure more or less for it. It is written
down and that's been there, has been applied in many studies. But still... the
creativity, | mean it's not like being an artist, but getting the... being open to the

signals that you get and combine them (Maheen, Case 6).
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According to other participants, combining the ideas regardless of the ideas’ creativity

was one way of being creative in the scenario development stage.

...the creative aspect of the three scenarios that we produced, was in trying to
understand... I guess that we, we had to figure out what sorts of things would
change in a geopolitical sense in... between these scenarios? And so while I was
able to start the thing by saying, look, I think geopolitical cooperation, is going to
be the thing that really drives the economy. | mean, that was arguably creative in
this sense. But it was probably based on knowledge I had from other spheres. But
by starting with that spark, then there would be creativity was well, what else do
we need to go look at that might be specific to a scenario that would help us to
describe it. (Jay, Case 8).

...these activities within the broader macro future, so what I liked was to connect
this what 1 called bottom up thinking, What would be possible development
creatures and to position it within the broader framework... and that there is
something that led to... I would say creative combinations and creative possible

futures (Lamar, Case 6).

Creative ideas were also considered part of the combining process during the scenario

development stage.

...thinking about these creative ideas, is that we should also combine them to the

time scale of time span of the scenarios... (Dane, Case 14)

...in the context of my work, it means taking pieces of in this context information,
but pieces of whatever, and making links between them in a way that creates

something that maybe hasn't been said out loud before (Cassandra, Case 16).
5.4.1.3.Shared understanding and taking ownership

The shared understanding and taking ownership subtheme presents how the scenarios
result in desired impacts concerning the creativity from scenario practitioners’ and
users’ engagement point of view. A challenge scenario planners faced during the

scenario development phase was the scenario planning practitioners’ and scenario
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users’ inclination to prefer one scenario over others. It meant that some scenarios were
neglected. Therefore, shared understanding and taking ownership of the resulting
scenarios were perceived necessary by the participants. However, it was considered a
make-or-break point in the case of creative ideas.

... it may be difficult for let's say policy makers to engage them. ..provided it
that you praise it in such a way that the decision makers... because it's policy
makers... but also you know, you could also say business leader. If you can
take them along. And otherwise if it remains let's say purely academic exercise.
Then and if the (inaudible) is a real, this decision makers in the real world is

not secured then it may just be a theoretical exercise (Lamar, Case 6).

...So the creativity is OK, but it should work in such a way that it let's say
reaches out to the people who were not directly involved in the development
of the scenarios and that there's really a risk (Maheen, Case 6).

The issue appears to be more critical, especially when the key actors are not part of the
scenario development process. However, this is one side of the experience. Creativity
can be highly impactful in a diverse, collaborative scenario building environment. In
case 4, the green transformation concept was new to the scenario planning
practitioners. The idea received extensive support from various stakeholders and was

finally implemented. A member of the scenario team explained:

...I think for that time... most creative that we have been able to was to which
such a vision to get an acceptation... from your shareholders also government
that the area we are in northern part of Netherlands would be very important to
become a so- called Energy Province in which we have become... I have
become part of the process, they also were... very have moved in the
expectation... order of the developments which were going on because it was

their own input...(Adrie, Case 4).

Stakeholders’ involvement in the scenario development is a critical issue for accepting

or rejecting the ideas, especially for creative ideas.
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5.4.2. Added Value

The theme added value was formed around participants’ statements on the areas where
creativity was perceived valuable in scenario planning but considered secondary
importance. It was of secondary importance in comparison to transformed
understanding. The researcher’s interpretation revealed that the artistic touches,
creative moments, and conflict management roles creativity played in scenario

planning were considered an added value.

5.4.2.1.Artistic touches

The subtheme artistic was constructed based on the reported positive impact of
creativity in scenario planning from creativity and art points of view. Creative writing,
use of visuals such as maps and the future state of a place, and employing storytellers
were considered impactful on the scenario planning process. Future images reportedly

triggered the practitioners to think about the future and assisted the discussions further.

What we also did for... not for this study so much... we try to visualise them.
We even employed artists to make drawings... how the world looks like... in
an urban environment... you can think of large flats and all sorts of future
visions, so there is some creativity involved there of combining things and in

such a way that that it triggers people to think (Maheen, Case 6).

| agree that (Agreeing with Riitta) you need to have some professionals to
visualise things because it enhances the creativity of a person when you are
looking for unwanted future of Gulf of Finland.. Everything, everybody are
suffering and it's visualised you know picture, so it enhances (Whitney, Case
14).

However, maps were considered a double-edged sword in the scenario planning
development workshop. An issue with fixating on the current state of the world and

not being able to visualise other potentials was reported.

...creating scenarios, so the spatial data, the maps. a double-edged sword so

they are good and bad they both allow people think more freely and be more
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creative. When they see the maps or some kind of visualisation but on the other
hand, the maps are also very dangerous in terms of creativity, because then
what you put on a map people tend to think that it's the reality it's true, and in
this case it's not it's something that you should do (Whitney, Case 14).

The role of creativity in the scenario writing stage was also brought up. The scenarios’
accessibility was considered essential and associated with creativity. The accessibility

appears to be related to understandability in Jay’s statement.

... we had to be creative with the text, too... we weren't just pulling the text
from existing material, we had to create all of the ideas in the text and then
write it out in a way that was that was accessible. So that was there was a lot
of creativity went into I think... the scenarios (Jay, Case 8)

5.4.2.2.Humour, trust, playfulness, and fun moments

Creativity in scenario planning was associated with humour, trust, playfulness, and fun
moments. These attributes were perceived as helpful for conflict management,

assisting discussions further, and the ideation process.

Discussions about the future of an area’s spatial planning are bound to have
discussions and conflicts among the SP practitioners in the region under discussion.
Humour and playfulness through multiple scenario development was considered

helpful for tackling conflicts.

...But when it was... we have these three different scenarios, it allowed the
participants to think maybe a bit more widely, and it was more playful, obviously,
serious, but it allowed it's like an aspect of playfulness and, so the conflict between
for example, the energy sector and environmental activists, if you would have just
been like, okay, talk about the future. The one, the possible future that you
promote, most believe in, it would have created more conflict. But when we created
these... the three different scenarios, I think it allowed more truthful discussion to

begin with (Cassandra, Case 16).
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When | think about those who respond or answer or participate to the creating part
of the process, the creativity means that they allow themselves to think a little bit
wider a little bit out of the box and get out of their professional roles, or even in
that role. They allow themselves to... I think something that even it's not very
realistic or practical but they allow them to discuss and then, when the discussions,
for example in workshop went on, and there is laughing and something that is kind
of joking, and so on, and it's the creativity, then the people... Creativity is
connected to trust, and they are trusting each other if, for example ... even though
issues that are needed to be difficult, they are, for example in maritime spatial
planning the different stakeholder groups like fishers who are underdogs and then
maritime industry, which is very powerful, if you have a good group these
people... They dare to speak about these things directly and that feeds the
creativity so, it's a complicated issue but it's all those things, trust and... (Whitney,

Case 14).

Fun and playful moments were experienced during the scenarios’ fleshing out stage,
naming the scenarios and envisioning organisations operating in the future. One of

them, CorpWatch was previously mentioned.

So | think that those having creative moments then there's have been creative
moments of more if you want to put it fun character like you know, when you have
to start constructing scenarios and putting them in a name and ideate you know,
what could be the future events that could indicate that this is the scenario that is
happening and so on. That's, that's the other set of creative moments (Ingrid, Case
3).

However, not every scenario development process was conceived as fun and playful.
Scenario developers also reported that the scenario practitioners were bored of using
the scenario axis method for scenario building. For instance, futures table was seen as

an alternative.

...we needed something, and we are obligated to do something that is more living

works, so people are feeling and discussing more freely and those quadrant issues
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they are kind of... They are so much used that people are so bored of them | think
(Whitney, Case 14).

5.4.2.3.Creativity and innovation

Only one case, number four, revealed a potentially innovative idea generation through
scenario planning. The idea was to provide the vessels calling their ports with green
energy. Two other cases illustrated similar experiences during the scenario planning
process. In case 16, the scenario planning workshop practitioners played around the
idea of delivering items by drones to the remote areas in Finland. In case 15, the
potential adoption of wind-powered vessels in the future was discussed. However,
neither of the two examples can be considered innovative as they have been either

actively used or already under development.

5.4.3. Issues within and around creativity

The theme issues within and around creativity was constructed after recognising the
participants' perceived issues. These were creativity dysfunction, constrained
creativity, and creativity loss. The dysfunction aspect was associated with too much
creativity and conceived detrimental to the scenario development process. For
instance, two scenario developers reported they planned the fourth scenario but had to
abort it. Constrained creativity was associated with the scenario development methods
and the constraints that came with them. Finally, creativity loss resulted from the

translation process and the environment SP was built in and for.

5.4.3.1.Creativity dysfunction

The subtheme of creativity dysfunction emerged clearly in the analysis. The
participants reported their concerns about how having so many creative ideas could be
detrimental to the scenario building process. Having too many creative ideas was

associated with getting lost and losing control over the scenario building process.

| think there's some creative ideas are useful, or more effective in scenario
planning. | think if you have too many creative ideas, you'll just get lost (Jay,
Case 8).
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... if you have lots of creative ideas, then your scenarios will be all over the
place...of course, it depends on the how it might be possible to incorporate
number of creative ideas in scenarios but somehow this is just my impression
that 1 have a feeling that if you have more than one then perhaps two or
maximum three, but otherwise, it will be all over the place with (Rae, Case 18).

According to its developer, a highly creative scenario idea had to be aborted in one
instance as the scenario development proved to be too difficult. The scenario
development process was not participative as the researchers created them through

desk research and previous research project findings.

And actually, there were a fourth scenario in the beginning, but it's sort of it
was, let's say, How to say... surprise scenario, or, really, like, science fiction,
or this kind of thing, but I couldn't make this scenario work and have the values
for these key variables. So it was then that's why it was discarded. And we kept
only the three scenarios. So we kind of tried to make a fourth scenario, but it
didn't start flying. So it was discarded (Mylie, Case 18).

The participants also had further discussions on the number of creative ideas and how
they affected scenario planning effectiveness. The participants did not accept a linear

relationship between the number of creative ideas and scenario planning effectiveness.

...So I disagree. With the simplistic definition that simply more and more
creative ideas is good news. | think that you can very quickly come to a
conclusion on. I mean, | suppose it's about the Pareto analysis, you get 80% of
the information from 20% of the effort. You know, so | think that you don't
need a lot of creative ideas, or | certainly don't think that effectiveness and a

number of creative ideas is correlated (Jay, Case 8).

So you could like, easily point out the train of thought that has led to these
creative ideas. But | don't think it is like, whether you bring table 100 creative
ideas and 200 or 300. I don't think more is more in this sense. But you could

also focus down a bit from the number of ideas... but I don't think that kind of
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effect the scenario planning number of ideas... the curve is linear. All the way

into in depth, definitely. (Cassandra, Case 16).

Despite an overwhelming agreement on creative ideas’ contribution to scenario
planning effectiveness and the dysfunction that comes with a high number of creative
ideas, there is no fixed guideline or scheme for their involvement. Quantity over
quality appears to be of the highest importance.

5.4.3.2.Constrained creativity

The theme constrained creativity was created based on participant input, where the
application of a step-by-step scenario method was perceived as constraining and
detrimental to creativity. Compared to the previous subtheme creativity dysfunction,

the constrained creativity subtheme reflects the opposite.

... you start to combine those ideas in novel ways. I know that you talk to my
colleague ... we have a tool, a scenario building tool, which I don't like, at all,
because it does destroy creativity. Yeah, it formalises some kind of causality,

which I think hinders you from being creative about that (Billie, Case 3).

... An old saying is that systems kill creativity. So if you have a system, you
cannot be creative within the system because it's ruled by its regulations and
lost, otherwise, it's not a system. So there is this kind of conceptual way of
looking at things. And that also it comes to this kind of methodological, and

research philosophy related thing (Rae, Case 18).

Participant's dilemma between being creative but not being too creative while
developing the scenarios through a “system” that regulates and formalises the
development process is apparent. Especially the combine creatively subtheme relates
to the constrained creativity subtheme findings. The scenario developers tried to
navigate the ways for being creative in the development process despite the formal
step-by-step procedures they used. However, there is one exception in the case studies
to the formal scenario development process that contributes to understanding the

quintain.

262



I have been asked many times why | did not (follow the traditional approach).
We had a PhD student also from a technical University of Copenhagen and
asked me exactly the same way, why | did not follow the traditional
approaches. The honest version is because I'm an economist but I'm not skilled
in scenario planning and | was not familiar with it. I knew of course four
horizons ... is called from McKinsey they have some kind of models but for
me it's very out of ambition of trying to understand what have others done so
it was... I didn't initiate it as a scenario planning. I initiated it as trying to
understand what can be done, so it may be in the wrong end in so to speak but
that's it ended up differently than what could have done relatively (Joel, Case
13).

According to the developer, not using a “traditional scenario planning” process
resulted in developing a creative scenario. The researcher also previously assessed an
idea the scenario was built on creative. However, this finding does not suggest
scrapping the commonly used scenario planning methods in favour of non-formal
ways of scenario development. If anything, the findings indicate the need for flexibility
in choosing an approach to scenario development that directly responds to the scenario

development objective.

Case 4 informs the subtheme from the point of using the scenario axis method for
scenario development yet developing a set of scenarios that were fairly novel at the
time. The green energy transition concept was new to the port and at the time, not
many ports around the world were considering it. Adrie from case 4 informed that they
were ambitiously looking for new ways to offer unique services and be competitive in
the sector. As she stated that the other ports and the scenarios were looking alike, the
motivation for being different might have led them to come up with a different outlook

through scenario planning.

Case 13 and case 8 were developed to inform the maritime stakeholders about the
industry's future. Neither of the cases involved a traditional scenario development

process. Further discussion on scenario development aims, chosen process and
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creativity, and achieving desired outcomes — effectiveness- is given later in the
thematic analysis findings.

5.4.3.3.Creativity loss

The theme creativity loss emerged during the analysis, where the participants reported
various ways of losing creativity in the scenario development process. For example,
translating the scenarios from one language into another was one way of losing
creativity and the fitting into the environment where the scenarios are being built was
another.

A group of researchers reported that they struggled during the translation of the
scenario names from one language into English. They stated that the original title was

more creative but did not make sense in English when translated.

Some participants also reported that the environment where the scenarios were being
built affected creativity. Academia was given as an example. The reflection was self-

critical, especially considering the authors were researchers in academia.

... In one sense, the whole article itself, I think it's not that creative itself, it's
very straightforward and it's data driven as Mylie said.. and it's also that is
actually, if you are writing articles, to scientific journals, you will, if you have
not yet know this, that they tend to be quite traditional in the format, in which
they want the text to be. And it's also something it relates a little bit to creativity
in academic world, academic world is not very creative. Very, very traditional
(Rae, Case 18).

Their response relates to three points. The first point is the visual structure of the
published scenarios, and it is shown in the theme added value. According to the
researchers, creativity was not present as an added value due to restrictions on the
publication format. The second point is the science-driven nature of academia.
Scenario planning was believed to lose creativity due to the emphasis on data-driven
research. This discussion point is connected to another subtheme developed in the

research. The third point the researcher interpreted is the possibility of producing
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scenarios with varied creativity due to the environment they were produced. The
scenario team members, e.g. facilitators, and practitioners, might be inclined to fit into
the environment and act and speak differently. Points two and three are further
explained under the theme requirements of creativity for effective scenario planning.

5.4.3.4.Personality and Creativity

The subtheme personality and creativity came out of participants' perceptions of how
their personality and creativity are interrelated. Participants reported personal
association and disassociation. Personality was perceived as affecting their approach
to coming up with new ideas and even career choices. SP practitioners and visionary
people were other interesting findings. Study participants evaluated some of the SP
workshop practitioners as more visionary than the others and found visionary people

highly contributive to the SP process.

Creativity was perceived as an ability. Participants talked about their creativity skills
in the interviews. Their creativity perception appeared to be related to their way of
accessing novel ideas, career choices, and even answering the researcher’s interview
questions. Different approaches to accessing novel ideas were previously presented in
the theme of transformed understanding. Combining ideas to reach new insights and
ideas were considered the only option for a participant who did not think of himself as

creative:

... let's say personality and in relation to creativity and I would say that I'm not
a very creative person. I'm more like, like let's say... executing or... this type
of personality that | don't have a million of new ideas in the meetings, what we
could do or so, but rather how to improve the product, processes little by little.
And in that sense, | think that creativity for me is just going through a lot of
background material and try to learn from there, what has been done before
and then taking bits and... pieces there and put them together and trying to
make new in something new in this way, maybe adding a little bit new (Mylie,
Case 18).
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A contrary self-creativity evaluation came from another participant and stated the
relationship between his creative mind and his professional role as a strategist was

related as his job was to understand what the future may look like.

Creativity is really important to me... we had a team, psychometric test went
on a year or so ago and I found that I was... the highest in the team on
creativity. I've got a highly creative mind, I guess... that's what I do. So... my
work in strategy is about, it's about understanding what the future looks like,
and then creating the possibilities so that we can, we can be part of that future
(Jay, Case 8).

A practitioner and scenario user reported that she was not creative at all. She found the
creativity-related questions extremely hard and did not respond to the creativity-
related questions.

5.4.4. Requirements for creativity in scenario planning effectiveness

The final theme requirements for creativity in effective scenario planning was formed
around the needs of scenario developer/facilitators from the scenario planning
practitioners, the scenario developer/facilitators' perception of the requirements of
including creativity in scenario planning effectively, and their suggestions. The theme
also captured more nuanced aspects such as the relationship between creativity,

scenario planning purpose and outcomes.
5.4.4.1.Creativity depends on the project’s purpose

The subtheme creativity depends on project purpose is established on one main
argument: the need for creativity depends on what is aimed with the scenario planning
project. Findings revealed that there is a need for creativity for effective scenario

planning, though with varying levels and uses.

It depends also the issue... it's good that people are creative they think new
ways, show nuances be there, based on the old ones or new ones, but solution
for that problem, or why we are... this goes back to the issue that why we are

doing the scenario work? In every needs always to be a purpose for scenario
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working and then the need, the need to the creativeness is based on that idea of
what's the purpose of the scenario work, what kind of creativeness we want?
(Whitney, Case 14).

Case reports and within-case analysis findings contributed to the subtheme by
revealing the scenario development purposes, the perceived role of creativity,
creativity assessment results and the scenario projects’ success at fulfilling the desired

outcome.

All case studies, including case 14, reported success in accomplishing their desired
outcomes. Case 14 scenarios were not used in Finland's official maritime spatial
planning process, and a follow-up scenario project, case 16, was conducted. The reason
for this was that case 14 was a rehearsal project.

The cases were divided into three categories according to their development purposes.
The first category was SP for private company strategy development support. The
second one was SP for policy support. The third was informing the maritime industry.
In some cases, the third category was also observed in addition to the first and second
categories. The categorisation was made based on the primary aims of the case studies,

as reported by the interviewees.

Four cases came from the private companies that developed the scenarios to support
the strategy development process. Analysis revealed that the case studies that reported
scenario development objectives related to transformed understanding perceived the
role of creativity as an aid to achieving the desired objectives. The overall theme or
only its subthemes, creativity in uncertainty identification, creative combination of
ideas, and shared understanding and taking ownership were reported. Scenario
development processes were not significantly different among the cases in this
category. An exemption in this category was the case study that adapted already built
scenarios and revised them. In that case, the analysis revealed that the added value
perspective functioned to aid the scenarios’ effectiveness. Tables 5.7 and 5.8
summarise the private category 1 cases’ objectives, the perceived role of creativity and

SP effectiveness areas.
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time of high
uncertainty,
informing the
maritime
stakeholders

through publication

Case Case Author and Objectives Data Collection Scenario Role of Scenario Planning
NO Name Year - Sources development | creativity in Effectiveness Area
process effectiveness
3 Shipping Waértsila Supporting Desk research, Scenario Transformed Some themes were
scenarios | Corporation | company strategy Workshops- Planning — Understandin followed up by
2030 (2010) making, aiding Expert Intuitive Logic | g (includes marketing theme,
decision making in knowledge subthemes) transformed

understanding on a
topic was achieved, the
scenario publication
was received well by
the stakeholders,
improved company

image

Table 5. 7: Summary of the case objectives, perceived role of creativity in SP effectiveness

Source: Author’s data collection
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Case | Case Name Author and Primary Objective | Data Collection - Scenario Role of creativity in Scenario
NO Year Sources development SP effectiveness Planning
process Effectiveness
Area
4 Port Vision Groningen Establishing port’s Desk research, Scenario planning | Reaching a common Port vision was
2030 Seaports vision, discovering the Workshops — — Scenario axis understanding and implemented
(2012a) ways to grow as a port | Expert knowledge used support on the vision | successfully with
the aid of SP.
7 Updating Akker et al. Informing port of Desk Research — Adaptation and Artistic Touches: Fed into port’s
the future (2013) Rotterdam’s (PoR) Interviews, revision of already positive note on strategic thinking,
strategic thinking Expert knowledge established adapted scenarios client satisfaction
scenarios (PoR)
15 AHOY MAN Energy Produced as response Desk research, Development of Discover beyond Ilustrated
2050- Solution and to MAN’s demand for interviews, scenarios in an usual, Combine different
Scenario Fraunhofer ISI future scenarios; internal internal and creatively, Artistic | possibilities for the
Study (2019) understanding what workshop, external workshops Touches future, continue
changes might happen | MATTISE model looking into the
in the future future, client
(MAN)
satisfaction

Table 5. 8: Summary of the case objectives, perceived role of creativity in SP effectiveness

Source: Author’s data collection
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The second category was policy support (see Table 5.9). The case studies in this
category aimed to offer plausible alternative futures to the Finnish Ministry of
Environment and the EU commission. Almost all case studies employed similar means
of scenario development methods. One exception was case 10. The two cases, case 6
and casel0O, developed for the EU commission, received limited feedback. The
scenario developers deemed SP's effective areas to offer their clients plausible
alternative futures scenarios. In both cases, only the “combine creatively” subtheme
was considered an element of creativity in the scenario planning effectiveness. The
analysis further revealed that the EU commission was more interested in the shorter-
term and quantitative research. The scenario developers explained the policy makers'
uncertainty avoidance tendency and interest in shorter-term actionable plans. Case 6
includes two methodologies: one is short-term quantitative projections, and the second
one is future scenarios developed following the intuitive logic school of scenarios. In

terms of the latter part, the developers’ intentions of:

e revealing multiple plausible futures,
e having the scenario participants understand and grasp the alternative futures,

e and take ownership of the scenarios

were not fully achieved. Although the scenarios revealed alternative futures and the
maritime industry's range of activities, the developers observed a tendency among the

participants to focus on one future and discard the others.

Case 10, another scenario planning project conducted for the EU commission, revealed
similar findings to case 6. There was no detailed feedback from the EU commission
side regarding its effectiveness. The developers’ perceived SP effectiveness area was
the scenarios’ ability to reveal plausible alternative futures. Analysis revealed that the

subtheme combine creatively aided the effectiveness of SP.

Case 14 and 16 were developed for the Ministry of Environment of Finland. Scenario
development processes in the two cases shared similarities. Although the feedback
about case 14 effectiveness was limited and considered a rehearsal study, the

researcher’s interpretation of the case is that the common understanding and taking
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ownership of the scenarios were poorer in the case. However, there is insufficient
evidence to claim that was the reason for commissioning a follow-up project, case 16.
On the contrary, the latter offered transformed thinking by discovering beyond usual,
combining creatively, reaching a shared understanding, and taking ownership of the
scenario outcomes. Furthermore, the mini-case embedded in case 16 revealed detailed
information on the elements from the maritime spatial planners' perspective

responsible for applying the scenario outcomes in the plan.

The main difference between the two cases is the third subtheme, shared understanding
and taking ownership. From the successor case, number 16, point of view, it was

explained:

...So we had a lot of channels, we used and... built our networks, and it was a
very positive experience... and how it builds the rounds to move... towards
the vision phase, kind of you have an understanding that oh, my God, all these
things could happen. So we should prepare to the future and choose our...
choose the most nicest future we can, and the one that where we have the least

conflicts between stakeholders... (Ashanti, Case 16 Mini-case).

Well, if | start with the participation, | think that's the most measurable one,
you could easily measure the participation was very good throughout the
project... So we continued and use this participation and this shared
understanding of what could happen in the future, when we went into the more
concrete planning, participation, where we actually showed the maps that the
planners were doing. And the same people who were in the scenario
workshops, mostly, it was the same participation. So they could now see the
actual map. So I think that what the feedback we have gotten from the planners
themselves, and then the people who participated, it really shows that scenario,
the playful start of the participation project. It really helps each created this
shared understanding of what are the future threats and possibilities in the
maritime areas... the feedback with what we got from the project was very
positive that it really helped the whole process what it was meant to do
(Cassandra, Case 16).
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Case Case Name Author Objective Data Scenario Role of Scenario Planning

NO and Year Collection - development creativity in | Effectiveness Area

Sources process SP
effectiveness
6 Blue growth: DG Mare | Informing the | Desk research, Scenario Combine Overall success
Scenarios and (2012) | EU commission | Workshops, planning — creatively with reservations,
drivers for maritime policy expert Intuitive logic subtheme SP helpful for
sustainable development — knowledge showing range of
growth from the DG MARE call activities in the sea
oceans, seas and for tender, no detailed
coasts informing about feedback from the
plausible futures client (EU
commission)

10 Study on the Artuso et Supporting Desk research: Scenario Combine Revealing plausible
analysis and al. policy OECD development creatively futures, perceived
evolution of (2015) development - scenarios, was not a subtheme client satisfaction,

international and EU DG MOVE | sector reports, | process, but an no detailed
EU shipping call for tender, expert end. Expert feedback from the
informing about knowledge judgement on client (EU
plausible futures future drivers commission)
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14 Blue Growth— | POntynen Ministry of Desk research, Delphi and Discover Success with
Drivers and and Environment of Delphi workshop based | beyond usual reservations, SP
Alternative Erkkila- | Finland’s desire | questionnaire, scenarios helpful for showing

Scenarios for the | Valiméaki to see the learning café | through futures Combine plausible futures for
Gulf of Finland (2018) | current state and method, table creatively the area, hinted that
and the plausible futures scenario Added value: they could be used
Archipelago Sea: and have workshops Artistic as supporting
Qualitative alternative Touches materials for the
Analysis Based on visions e.g. official planning
Expert Opinions desirable futures Humour, phase
playfulness,
fun moments

16 Scenarios Maritime Ministry of Desk research, Scenario Transformed Positive feedback
for Maritime Spatial | Environment of | interviews — | development by | understanding from the client,
Areas 2050 Planning | Finland’s desire expert futures table and Added showed plausible

Preparation of (2020) to see the knowledge, value themes futures and
scenarios for the current state and workshops present possibilities for the

future of Finnish

maritime areas

plausible futures

area

Table 5. 9: Summary of the case objectives, perceived role of creativity in SP effectiveness Source: Author’s data collection
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The third category of the case studies' development purpose was informing the
maritime stakeholders. Three case studies were included in the category. Case 8 and
13 aimed to inform the maritime stakeholders to open the door for new discussions,
further studies, and thinking collectively. The participants stated that the objectives
were achieved. In terms of the perceived role of creativity in the case studies’ success
in achieving desired outcomes, the analysis revealed that Case 8 utilised discover
beyond usual, combine creatively and artistic touches. Case 13 shared stark similarities
to case 8. One single point that differentiated the two cases was the subtheme of artistic
touches. The reported accessibility of the publication in case 8 was due to the
collaboration with a graphic designer. The researcher personally struggled with
understanding the case 13 publication and was not entirely sure until the interview
with its developer whether the publication introduced multiple scenarios or only one

scenario. It was explained:

... some of the important missions we are trying to send is being blurred in too
many details ... | think today | would recommend it to be maybe not two
reports, but at least two very separate sections of the report because it is two
very different elements. So even though we have few sections, we should have

separated that even more... (Joel, Case 13).

Tables 5.10 summarises the policy category 3 cases’ objectives, the perceived role of

creativity and SP effectiveness areas.
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Case | Case Name | Author and Objective Data Scenario Perceived role | Scenario Planning
NO Year Collection - development of creativity in | Effectiveness Area
Sources process SP
effectiveness
8 Global Fang etal. | Understanding how Desk Scenario Discover Opened the doors
Marine (2013) to create industrial Research: planning was beyond usual | for new discussions,
Trends 2030 strategies to inform IPCC, not a process, further studies, and
(GMT2030) maritime Scenario more of a tool Combine more thinking out
stakeholders developers’ creatively loud together,
own expertise Artistic accessibility of the
touches publication
13 | MARITIME | Danish Ship | Understanding what | Desk research: Single Discover Opened the doors
TREND Finance and | new business models reviewing qualitative beyond usual | for new discussions,
REPORT | Rainmaking | can be introduced other capital scenario further studies, and
(2018) and informing the intensive development Combine more thinking out
maritime industry industries creatively loud together
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18

Technologic
al
trajectories
and
scenarios in
seaport
digitalisation

Inkinen,
Helminen
and
Saarikoski
(2021)

Supporting research
findings with
scenario thinking

Desk research

Scenario
development by
futures table and

interviews

Combine

creatively

Scenarios
functioned as a
means of illustrating

the study findings

Table 5. 10: Summary of the case objectives, perceived role of creativity in SP effectiveness

Source: Author’s data collection
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5.4.4.2 Creativity should be useful, surprising, commonly understood and
supported by hard facts

The subtheme creativity should be useful, surprising, commonly understood and
supported by hard facts is tautological in the creativity definition sense. However, the
subtheme was formed around the participants’ understanding and emphasised

creativity's utility and surprise dimensions.

| suppose creative ideas that are well thought through well-considered, and
relevant. Those are the ones that had the most impact to scenario planning (Jay,
Case 8).

The participants repeatedly discussed the importance of having creative ideas
commonly understood by the scenario planning practitioners and the scenario users.

The issue was perceived as a trade-off.

But there's always a trade, there's a... you have to find a balance. There are
many scenarios which were made by a selected group of people not involving
the surroundings and then it stays there. So the creativity is OK, but it should
work in such a way that it let's say reaches out. To the people who were not

directly involved in the development of the scenarios. (Maheen, Case 6).

Creativity makes the desired impact only when the decision-makers understand and
accept it. Despite the emphasis on the utility dimension, some participants also

reported the importance of surprise in creativity.

| would say that creativity in scenario planning also needs.. it need to lead to

some thinking out of the box and some surprise (Lamaar, Case 6).

When we were finalising the report, we had a meeting with the head of
marketing looking at the three scenarios that we were finalising. After a while,
he said, “Hell Billie”, said to us... “Hey, well, what do you mean, have I done
something wrong?” “No. But we have only product for one of the scenarios.
We will not survive in the two other scenarios. We don't have products...” I'm

pretty sure that set of scenarios launched a bit of thinking, probably it had been
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already in the pipeline about by but still enforced the R&D activities... (Billie,
Case 3).

Last point of this section states, perhaps obvious to the reader, a crucial reminder:
creativity is only one part of the scenario planning process. The scenario developers
cautioned the author that SP is a data collection, analysis, interpretation and
presentation process. Desk research, interviews, application of the Delphi method, and
various scenario development tools, e.g. scenario axis, futures table, and more, were

observed in the case studies.

...So we've got this broad range of hard facts through two unknowns, known
unknowns, which you have to deal with, and you have to deliver a ship that is, you
know, the everyday floats and is safe and does its job and is delivered on a date
and cost less than, than the price and all that kind of thing. And so, so creativity is

one element (Case 8, Joel).
5.4.4.3.Expectations from Scenario Planning Practitioners

The subtheme was developed following the statements around the scenario
developers’ expectations from the SP practitioners that have general implications for
scenario planning effectiveness. Stated expectations were interpreted as necessary in

the creativity context by the researcher. Reported expectations were:

e the necessity of deep practitioner involvement in the process,
e understanding the scenario development process,

e trust, openness to share their ideas, and not being afraid to speak their thoughts.

A deep level of practitioner involvement in the SP process was essential. The scenario
developers stated that they needed further input from their SP practitioners to
understand better the issue they had at hand during the development process and

finalising the scenario narratives.
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...And that is one thing that I would really like to be able to do that the people
tell me which psychological parameters should go in the model, the ones that
are based on data. (Case 15, Kieran).

...But when you had we had the first future images then we didn't get much

feedback it just change a couple of wordings there (Case 14, Dane).

A deep level of practitioner involvement is required for creativity to impact scenario
planning positively. Creativity retention in ideas and imagined events were perceived
as connected to SP practitioners, including the decision-makers' good grasp of the
scenarios and the process. Scenario users’ rejection of any part or the overall scenario

results in unaccepted and unused scenarios.

...1f you have scenarios which you want people to accept and use themselves,
preferably. And you foster that by involving them... preferably during the
construction phase, but that is not always possible but for example, if the
scenarios are used for calculations... then those results should be used by
people then that it really is an important phase where you should explain what
scenarios are, and now you are going to use them before you present the data
of the results of those exercises, because otherwise it's not going to be used
(Case 6, Maheen).

A group of scenario developers also shared a similar experience to Maheen’s statement
above. SP practitioners had different opinions about the scenarios and scenario
planning purpose in their case. The SP practitioners who were experienced or
knowledgeable about the probabilistic modelling school of SP had difficulties shifting
their paradigm as the SP process they were in was Intuitive Logic. The scenario
developers recalled the struggle of communicating the different backgrounds and aims
of the scenario planning approach they were using. According to them, some

practitioners did not grasp the essence of the process even when it was over.

SP practitioners’ involvement appeared to be also related to the trust and openness
aspects. For example, a scenario developer talked about the necessity of employing a

tool to solve trust and openness issues.
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...It would be important to have different kinds of tools and so that people can
express their thoughts and you can use them later on, maybe even later on when
you're writing and reading the scenarios and then.it feedback from the
participants but anyway, so that people would have a possibility to express
even this kind of crazy ideas (Case 14, Dane).

The fear of losing credibility was one reason why the SP practitioners avoided
speaking about their ideas openly. The scenario developers also illustrated their
experience with the bias against creativity. The uncertain nature of the future combined

with trying to think creatively was considered a difficult endeavour.

They are afraid that they will lose their credibility... so it's very safe to have
these three traditional scenarios... I think that (creativity) is something that you
really let yourself imagine, something that could be or not could be it and so
on, so it's really difficult and it's a little bit unpleasant too, it's not fun to think
too creatively because it's difficult to think that in the future we may have (Case
16, Whitney).

Trying to be creative and thinking about alternative futures is an exhausting practice
for the practitioners and the scenario developers. At the end of the process, the
developers observed that the practitioners seemed fine with the outcome even though
they were not. The developers interpreted that as fatigue from thinking about the future
for a long time. For the most part, openness and trust were perceived as a cure to some
of the abovementioned issues the scenario developers faced. The extent of discussions

on the bias against creativity remained limited.
5.4.5. Conclusion

Thematic analysis of cross-case findings illustrated how creativity in scenario planning
was experienced in scenario planning and associated with effectiveness. One primary
and one supporting area were identified concerning creativity’s desired impact on
scenario planning. Analysis revealed that the primary area creativity served to achieve
was transforming the scenario planning users’ understanding. The secondary area was

its added value through artistic touches mainly on the scenario finalisation process and
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humour, playfulness and fun moments mostly during the scenario development

process.

A transformed understanding was achieved in three steps:

e discovering beyond usual,
e combining creatively, and

e taking ownership of the idea through a shared understanding.

All three steps appeared to be necessary to reach a transformed understanding.

Added value areas of creativity played a supporting role during the scenario
development phase, narrative writing and publication stage. Artistic touches such as
creative writing, visuals and storytellers were perceived to be effective for triggering
practitioners’ thinking. Innovative idea generation emerged as a potential outcome of
scenario planning as an added value. Humour, playfulness and fun moments served
different purposes during the development stage. Conflicts were eased through humour
and playfulness during the scenario development stage, whereas fun moments were

considered to support the scenarios’ fleshing out stage.

The scenario developers’ dilemma between creativity to excess and being constrained
by the systematised scenario building approaches limiting creativity also came out in
the findings. Creativity to excess and resulting dysfunction was reported in only one
case. The scenario development process was desk research. A similar experience in a

participatory scenario planning process was not experienced.

Creativity loss was observed in translations. Some scenario developers also reported

personality and creativity associations.

The theme requirements illustrated the relationship between SP objectives and the role
of creativity in aiding to achieve them. Policymaking scenarios reported issues with
SP effectiveness in general. The role creativity played in the policymaking scenarios
was less than the SP practices for private companies. The theme was concluded by

highlighting the creativity dimensions of usefulness and surprise and the importance
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of supporting creativity with hard facts, and the scenario developers’ expectations from

the practitioners.

The following foreshadowed issues were initially identified and considered in the

research:

Scenario planning practitioners should be able to make their voices heard for

creativity to impact scenario planning positively.

Creativity’s role is questionable in making any desired impact on policymaking
scenarios considering the lack of creative ideas in the scenario policymaking
scenarios and previously reported ineffectiveness of SP in policymaking.

At the end of the scenario planning application, the practitioners are less likely
to be surprised by the outcome of the scenarios in which the author did not
identify any surprising ideas. It is also because scenario planning was also

found ineffective for the degree of surprise in the literature.

The cases where the author did not identify creative ideas are unlikely to
challenge the scenario planning practitioners' and developers’ status quo
thinking. The scenario planning literature is already slim in terms of evidence

supporting the “breaking free from normal thinking” phenomenon.

The scenario developers are afraid of creativity. It is caused by the fear that it
can lead to dysfunction in the scenario development process, and the bias

against creativity contributes to it.

Plausibility and consistency concerns as well as the novelty and usefulness
trade-off lead to an overemphasis on plausibility, usefulness and consistency,

leaving novel ideas aside to be discarded.

The foreshadowed issues went through iterations throughout the multiple case study.
The author’s notes during the interviews and the memos he created during the analysis
of interview transcripts revealed additional foreshadowed issues. The modification

process continued during the interview stage and was finalised after the cross-case
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analysis. Stake (2006) calls them multicase assertions, which allow for interpreting the
foreshadowed issues through cross-case analysis in consideration of the quintain. The

process made an in-depth understanding of the thematic findings of quintain possible.

The foreshadowed issues that evolved into multicase assertions are presented below.
In addition, the quintain findings and multicase assertions are discussed after

introducing the multicase assertions.
Multicase assertions

Reaching a shared understanding is important for effective scenario planning practices
but crucial for creativity to aid transformed understanding.

To reach a shared understanding, scenario planning practitioners needed to understand
what the scenario planning application aims at. SP practitioners in two categories are
perceived as detrimental to reaching a shared understanding:

1) SP practitioners do not understand the purpose of scenario planning
(practitioners are eager; however, they do not understand it), e.g., a practitioner
with PMT school of scenario planning understanding in an Intuitive Logic
school-based scenario planning workshop, individual differences, e.g., some
people are more visionary than the others.

2) SP practitioners do not want to understand the purpose of scenario planning
(practitioners are not eager) because:

a) practitioners have an already set mind about the future due to various
reasons, e.g., previous research on the issue was investigated by another
party and their results taken for, practitioners are lobbyists and have their
agendas to defend,

b) practitioners do not understand that they do not have control over the
exogenous factors, and they cannot control the future,

c) practitioners do not care about scenario planning, e.g., lack of motivation,
the subject is not of interest to them, practitioners do not have sufficient

time and overloaded with tasks at work

283



Conflict management in the scenario planning workshops was the second most
important aspect of reaching a shared understanding. The SP facilitators’ ability to
manage the conflicts and use humour and playfulness supported resolving the
conflicts.

Participatory scenario planning practices are preferred over non-participatory designs
to reach a shared understanding and legitimise the outcome.

Speaking openly and trust, and creativity feed into each other. The relationship is

necessary for reaching a shared understanding and discovering beyond usual.
Scenario planning effectiveness is measured in three ways:

a) practitioner turn-out rate,
b) client — scenario user — feedback, and
c) SP practitioner feedback.

However, clients did not always give feedback on SP effectiveness, and the developers
did not always pursue one. In addition, the practitioner turn-out rate is not a healthy
indicator of SP effectiveness due to the two types of practitioners listed previously,

e.g., a practitioner might be present but not eager to contribute.

Scenario validation criteria for measuring the quality of output are mostly ignored. The
criteria were limited to plausibility, consistency, and coherency whenever applied.

Plausibility was the highest criterion applied for scenario validation.

The scenarios were not assessed for novelty and surprise. The scenario builders were
hesitant to support novel and surprising ideas in the scenario development process and
include them in the final scenarios. Scenario builders’ had a slightly different

understanding of creativity.

Efficiency concerns on budget and time prevented the scenario developers from
reiterating the scenario development. Same concerns also lead SP practitioners
towards applying a systematised scenario development that is proven to be fast which

may hinder the creative process.
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No lobbying or stakeholders with agendas were reported in scenario planning practices
that were conducted for private companies. However, considering the secondary SP
objectives of the private companies included “being thought leader”, “promoting the
brand” and “increasing sales”, the companies might have been the lobbying parties

with agendas in their scenario development workshops.

5.4.6. Interpretation of Findings and Discussions

The multi-case study findings identified the scenario team members’ experience with
creativity and scenario planning in two different facets. First, the primary contribution
of creativity to scenario planning is experienced through its impact on transforming
the understanding of scenario users. The scenario teams report that through creativity
in scenario planning, the scenario users’ boundaries of thinking are pushed and what
IS not seen before is seen. The findings are in line with the scenario planning literature.
Scenario planning scholars often cite Peter Schwartz’s statement, “scenarios are the
most powerful vehicles I know for challenging our ‘mental models’ about the world,
and lifting the ‘blinders’ that limit our creativity and resourcefulness” (Schwartz, 2012,
p. 17). However, the multicase findings indicate a varying degree of emphasis on
creativity in scenario planning applications. Added value aspect is constructed after
recognising another side of creativity’s role in scenario planning. Despite the
secondary importance, artistic touches, humour, play and trust also feed into the

transformed understanding at times.

This work does not investigate creativity and its role in SP effectiveness by structuring
the analysis based on the scenario planning Schools, e.g., intuitive-logics (IL) and La
Prospective (LP). However, intuitive-logics literature predominantly has informed the
work since most cases applied the intuitive-logic school. Moreover, IL is also the SP
literature's most extensively discussed scenario school (Bradfield, 2012, p. 260).
Although the purpose of the work was not to sample the maritime scenarios that
adopted the IL school scenario approach, the sampling criteria indirectly influenced
the type of scenarios sampled in the research—for example, only including the
scenarios with narratives was one of the criteria. The IL scenarios tend to be richer in

scenario narratives as opposed to other scenario schools, e.g., LP, PMT, as they are
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“highly quantitative, analytical output with minimum narrative” (MacKay and
McKiernan, 2018, p. 31).

Since the work investigates the SP effectiveness and creativity, framing the analysis
around the case scenarios’ objectives and conducting the analysis accordingly have

helped maintain the focus on the research objectives.

Transformed understanding

Transformed understanding relates to Wack’s (1985b) “the world of facts and the
world of perceptions” conceptualisation. According to him, scenarios deal with two
worlds. Scenarios aim at the decision-makers' perceptions by collecting and
transforming information and the transformation process leads to fresh perceptions.
However, Wack (1985b) further states that “this transformation process is not trivial—
more often than not it does not happen. When it works, it is a creative experience that
generates a heartfelt “Aha!” from your managers and leads to strategic insights beyond

the mind’s previous reach.”

The track change metaphor to illustrate transformed understanding was previously
presented. By discovering beyond usual possibilities, seeing what was not seen before,
combining available evidence, and making sense of it, SP practising people reached a
transformed understanding. Shared understanding and reaching an agreement on the

track change decision are critical if the option is not one of the usual possibilities.

Wack (1985b) has found that getting the management to the “Aha” moment is
particularly challenging but necessary. Decision-makers need to be taken on the

scenario planning journey and grasp the process and the outcomes.

Transformed understanding also relates to the “thinking the unthinkable” concept
(Kahn, 1962) but differs in terms of the concept of novelty. A well-known example of

the unthinkable is thermonuclear wars:

“thermonuclear wars are not only unpleasant events they are, fortunately,
unexperienced events, and the crises which threaten such wars are almost

equally unexperienced” (Kahn, 1962, pg. 143 in Galison, 2014, p. 39).
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The researcher interprets thinking about the unexperienced for the first time3® as the h-
level novelty. Throughout the data collection and analysis stage, the author has
encountered participant statements such as “true creativity” and “real creativity”. What
is meant by them is the presence of novelty in the eyes of history. Scenario planning
literature also includes similar statements. For instance, a group of researchers mention

a “true novelty”:

It has been well documented that diversity is a necessary condition for real
creativity; that is, only by bringing together individuals from diverse
backgrounds and with diverse views can true novelty emerge (Oliver,
Heracleous and Jacobs, 2013, p. 325).

Despite the eagerness of some scenario planning scholars to the “true novelty” and
“real creativity” (Heinonen, Ruotsalainen and Karjalainen, 2017, p. 19; Oliver,
Heracleous and Jacobs, 2013, p. 325), the contextual differentiation of P- level, H-

level, and S-level novelty has not been made in the SP li