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I was a classroom teacher for 20 years before moving on to serve in district administration and later teach graduate level education courses at a variety of universities. Early
on in my teaching career I worked as a visual art teacher (my ﬁrst love and license
area) at a school for youthful offenders, highly challenged and violent youth, in the
Harlem neighborhood of New York City.
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This high action experience represented not only a paycheck but, more important, my
own real-world education in what is possible and worthwhile in art education. Over
time I observed that many of the behaviors that continually got my students in trouble appeared to be reﬂex responses. In other words my students seemed often to be
incapable of evaluating situations and creating an appropriate response with which to
handle them.
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From that point on, with the blessing of the school’s director (thank you, John) I
transformed my class from the classic middle school visual art course to a course in
creativity, a class in which students reﬂected on the phenomenon of creativity and how
it might be called forth to positively impact their lives. I was hooked on this challenge
and have made it part of every phase of my four-decade-long career as an educator,
including my seven years as director of instructional technology of New York City’s
public schools.
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PART 1 Understanding Creativity
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Finally, we are at a perfect moment to do just that. The ways that knowing, learning,
and communicating have evolved due to the emergence and near-ubiquitous adoption of digital technologies very strongly offers us a rich body of opportunity to ﬁnally
make creativity a focus for our work with young learners. These technologies elevate
the experience of the average learner today to one in which talent, steep skills learning curves, and elaborate materials and work environments are no longer barriers for
developing creativity and applying it to solve problems and expand horizons.
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creativity. Science, social studies, language arts, music, and visual arts will not provide
an adequate education to our students unless this important aspect of human learning
is addressed.
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Equipped with readily accessible technology resources, challenged with relevant
prompts and activities, and guided by informed teachers who understand the phenomenon of creativity and the creative process and how it is fostered, supported, and
applied, the average student can reasonably be expected to exhibit signiﬁcant creativity throughout his or her school career and on into the world beyond school. This
book will inform those wise enough to take on this essential work, providing insight,
resources, action items, and hopefully some inspiration to that end. Let’s create!
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Creative, but How?
What Sort of Creativity Are We Talking About?
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Throughout history remarkable individuals have been described as “creative.” The image
that is conjured up by this term often connotes a lone genius, like Archimedes; a lone
eccentric—often an outcast—like Vincent van Gogh; or a brilliant pariah, like Thomas
Edison, perhaps the greatest inventor in history and an individual who was branded as
incapable of learning by his public school teachers. Certainly, these are inspiring individuals to whom we owe a great deal, but do they offer us an archetype of the creative individual on whom our schools should have our young people model themselves?
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Figure 1.1: A 16th-century
conceptual illustration of
Archimedes having his “eureka”
moment in the bath
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The Creative Process

List (brainstorm)
worthy, possible
solutions and
presearch/reflect on
their applicability
and appeal as the
solution for this
problem.
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Research the
problem including
the work of
others on it.
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Identify, choose, or
generate a focus
problem.
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Figure 3.1 Elements and sequence of a creativity process. This is a generalized conception
of a formally conceived process to guide and support creativity.

Select 1 solution
to develop as THE
solution to the
problem.
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Present the
developed solution
to audience/
reviewers and
collect feedback.

Begin the process
cycle again!
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Review feedback,
re-target and
re-conceive the
solution based on it.

Fully develop the
selected solution.

Here are the steps in the process that Baumgartner outlines in his article:
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1. Begin with a problem
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2. Convert the problem into a challenge (a challenge is a short, terse question that
invites creative solutions)
3. Challenge colleagues to suggest creative solutions
4. Collaborative idea generation
5. Combine and evaluate ideas
6. Develop ideas
7. Implement ideas
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CREATIVITY
—Chuck Close, Artist
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Inspiration is for amateurs. The rest of us just get to work.

C

an creativity be learned? Can it be taught? Better yet,
can we encourage and support students in developing it? Over the years a great deal has been written
about teaching and learning creativity. Sufﬁce it to say that
a very long-term stream of opinion, much of it informed by
focused direct experience or research, indicates that creativity can be taught, or at the very least, nurtured, encouraged, and expanded through focused efforts. In this section,
approaches and lesson ideas are shared to give you a sample
of these efforts. Chapter 9 shares some background and
pedagogy for teaching creativity. Chapter 10 shares instructional approaches for teaching creativity. Chapter 11 offers
lesson ideas and examples of activities to encourage creativity. Chapter 12 addresses teaching creativity across the
curriculum and shares suggestions for teaching creativity
within speciﬁc subject matter areas.
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PART 3 Teaching Creativity

LEGO SMART CREATIVITY CONTEST
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Another Lego event, this contest challenges teachers and their classes to, “create a
video, no longer than 150 seconds in length, which showcases how you use Lego Education solutions to spark student innovation.” The contest’s online FAQ sheet further
states: “Contestants are encouraged to think beyond the books and focus on the power
of the Lego brick! Maybe your entry will feature students writing and performing a skit
or perhaps you would like to sing an original song! You could even create a Lego brick
animation!” (https://c10645061.ssl.cf2.rackcdn.com/misc/legosmartcontestfaq.pdf)

n

share online. In this way, one form of student creativity naturally lends itself to others
that involve other formats and efforts.
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The contest overtly is described as one for teachers. But an examination of the winning
videos linked on the event’s website reveals that it is very much a demonstration of
how students respond to creative challenges and prompts their teachers provides them.
What results is very much a partnership between teachers and their students.

Figure 10.3 Students competing with their robots
in the First Lego League
challenge.
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INVENTION CONVENTION

A good example of how the event idea can be implemented on a much more local
level is provided by a 2013 news article from the Gadsden Times. The article describes
an afterschool enrichment program in Gadsden City, Alabama. Schools there held an
Invention Convention contest, judged by local business leaders, and awarded prizes
and gave acknowledgement to students who came up with inventions that addressed
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Math and Science
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Creativity across
the Curriculum
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Chapter 12
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There are a number of important and exciting approaches to bringing student creativity into teaching and learning in the area of math—these hold true, as well, for science,
social studies, and other subjects that aren’t often associated with this area of development of the mind. One approach involves using creative writing (and related aspects
of literacy learning) and visual art, particularly visual art performing its functions as a
communicative, illustrative, and exploratory language, something that can be applied to
a great many dimensions of thinking and learning. In addition to this, there are elements
of creativity that are uniquely associated with all disciplines, including math, and these
can be explored and tapped to develop student creativity and in turn, to better learn
math itself through focusing on its creative dimensions.
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There are certain dimensions of math learning that have a great deal to do with facets
of creativity: problem solving, for instance. Alas, these are often handled by teaching
students set routines with which to solve archetypal problems. And the technique for
doing this in which they are inculcated is to retrieve from memory the correct routine to plug into the appropriate problem, and then to work through the mechanics
of the math involved to come up with a solution. This, no doubt, is far more expedient than supporting and encouraging students to come up with their own approaches
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