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1. PROJECT OUTLINE
Assessing Creativity - A Research and Development Project
Rationale
In their report Emerging Good Practice in Prompting Creativity (2006) the
HMIE suggested that teachers were often uncertain about the place of
assessment of creative work in a context where new and different
responses are valued and many outcomes or responses are possible.
Norman Jackson in Assessing students’  creativity:  synthesis  of  higher  
education  teachers’  views  (June  2005)  reported  that  teachers  valued  
creativity but did not know how to assess it. He went on to suggest that
most teachers with appropriate support, guidance and cultural
encouragement could and  would  assess  creativity  in  students’  higher  
education learning.
This project gathered the views of three groups of professionals working
within the expressive arts with the aim of identifying effective and
innovative models of assessment of creativity. These models were
documented and used to develop case studies in the format of a teaching
resource for application across the whole curriculum. The resource was
piloted and evaluated by the research and development team in
collaboration with teachers and initial teacher education (ITE) providers.
The project develops the links between arts organisations, schools and
ITE providers through data collection; shared analysis and evaluation; and
through the development, application and dissemination of findings. In
this way stronger partnerships have been established as recommended in
Teaching  Scotland’s  Future  (Donaldson  2010)  

Data Collection and Analysis
Literature review
The study was informed by a literature review of recent and relevant texts
on creativity, assessment methodologies, performance and creative
practices. The review has been formatted as a glossary.
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Semi-structured interview
Data was collected through semi-structured in-depth interviews with 25
participants drawn from three professional groups:
1. Those who work in the creative industries, e.g. theatre and the arts.
2. Those who work as educationalists within creative organisations, e.g.
education workers in theatres and galleries.
3. Educationalists e.g. primary teachers and ITE providers.

The research and development team drew on their extensive networks to
establish the sample of participants from within the creative industries (for
example, Dundee Rep, DCA, Byre Theatre, Lyceum Theatre, Perth
Theatre Scottish Youth Theatre, Scottish Ballet, Scottish Opera,); local
authorities and schools within Angus, Perth and Kinross, Dundee and Fife;
the University of Dundee and the University of the West of Scotland.
The interviews were used to audit and explore:
1. Individual conceptualisation and understanding of creativity and its
assessment
2. Descriptions of the range and purpose of assessment and evaluation
methods used in relation to creative practice, the learning journey,
engagement, performance and achievement.
Data from observation and document collection
Analysis of the interview data identified effective and innovative models of
assessment of creativity. A selection of these was further explored
through visits to observe teaching and assessment activities and for the
collection of documentation which illustrates assessment models. The
range of documentation includes student texts, photographic and recorded
evidence as appropriate.
Analysis of the data from interview, observation and documentation has
resulted in the selection of 13 case studies of effective and/or innovation
practice in the assessment of creativity. These have been formatted as a
resource for use by teachers and ITE providers working across the
curriculum.
School/University based pilot
The resulting case study resource was piloted in schools interested in the
project and within the initial teacher education programme at the
5

University of Dundee. The application of the resource focused on
assessment for and of creativity and its impact on practice. Four schools
were monitored by the research and development team.
The teachers involved in the pilot were be invited to offer feedback in
terms of:
•

usefulness;

•

applicability at different stages;

•

applicability to different subject disciplines;

•

design.
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2. LITERATURE REVIEW

Evolution of creativity in education
Since the foundation of formal education in the UK its very nature has
evolved considerably. Broadly speaking the knowledge driven curricula
have developed into curricula and frameworks that concentrate more on
skills and independent thought. Additionally it has been argued that in
recent  decades  there  has  been  a  ‘global  revolution’  where  creativity  in  
education has moved from the edges of education to being a core aspect
(Craft, 2005). Education Scotland (2012) goes as far as to say that
‘Historically,  creativity  has  been  seen  as  a  tortured  and  mystical  process,  
the  province  of  geniuses,  artists  and  eccentrics.’  (Education Scotland,
2012). Evidently, the educational experiences that children in modern day
Britain encounters depends on the school or attend, or even specific class
they are a member of. The different curriculum models that are in
operation between England, Scotland, Republic or Ireland and Wales
complicate this picture further.
With this consideration in mind, it is generally accepted that children today
are allowed a wider role in their own education, and that within reason
they are free to express themselves as they see fit. This increased
possibility of self-expression leads directly to the concept of creativity in
the classroom. By considering government policy it can be argued that this
idea has been brought to the fore in recent years. One of the main
reasons for this is the argument that creativity must be fostered is for
economic reasons and national prosperity and welfare (Shaheen, 2010).
Responding to this in the UK over the last 15 years there have been a
number of government reports and initiatives focusing on this theme in
particular (Shaheen, 2010). Key policy documentation has included All Our
Futures: Creativity, Culture and Education in England (National Advisory
Committee on Creative Cultural & Education, 1999) and more recently
Emerging Good Practice in Promoting Creativity in Scotland (HMIe, 2006).
It is with this increased interest in creativity in the classroom that this
report will consider how creativity is assessed.

Defining creativity
Before considering how creativity can be, or is, assessed it is worth asking
‘what  is  creativity?’  In  The  Act  of  Creation,  Koestler  (Koestler, 1964),
argues that creativity is built of three domains, with blurred boundaries,
which are described as humour, discovery and art. Further to this De Bono
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(De Bono, 2007) explains that creativity should result in the production of
something new with value, since making a mess, however original it may
be, has no value so is not creative. Moreover he adds that creativity has,
mainly,  been  taken  over  by  the  arts,  because  ‘in  the  arts  all  the  work  is  
new  and  has  value’  (De Bono, 2007). However, other authors have drawn
parallels to science and nature and suggest it could be argued that
‘Creativity  is  the  cultural  equivalent  of  the  process  of  genetic  changes  that  
result  in  biological  evolution’  (Csikszentmihalyi, 1996).
The academic discussion of what traits may be displayed by a creative
individual were, for some time, ignored by the field of psychology (Guilford,
1950). The current school of thought is that many researchers envisage
creativity as a single attribute of a person, although it may be a set of
attributes (Sternberg, 2005). In her recent book (Creativity in the Primary
Classroom), aimed at classroom practitioners, (Desailly, 2012) the author
begins by attempting to define creativity. In the very first paragraph, of the
first  chapter  she  states  ‘Creativity  means  very  different  things  to  different  
people’  (p.11).
The All Our Futures: Creativity, Culture and Education report (National
Advisory Committee on Creative Cultural & Education, 1999), led by Sir
Ken Robinson, provided various definitions for creativity. The first possible
interpretation  is  ‘Sectoral’  creativity  that  is  related  to  the  discipline  in  which  
one operates, such as performing art, maths or science or business
amongst  others.  The  second  classification  of  creativity  is  termed  ‘Elite’  
creativity and relates to those with rare and unusual talents. The final
definition  is  ‘Democratic’  in  that  all  those  in  society  should have the
opportunity to succeed and utilise their creative instincts. The authors of
the  report  preferred  this  ‘democratic  definition’  and  go  onto  define  
creativity as:
Imaginative activity fashioned so as to produce outcomes that are both
original and of value (National Advisory Committee on Creative Cultural &
Education, 1999). The report proceeds to extract four key characteristics
of creativity namely: imaginative behaviour, purposeful activity, the
generation of something original and an outcome of value (in relation to
the original objective).
Within the Scottish Education system creativity was also seen as an
important characteristic worth encouraging in young people. Within the
National Priorities in Education document, published in 2003 (Scottish
Executive, 2003) it  was  stated  that  a  priority  should  be  ‘To  equip  pupils  
with the foundation skills, attitudes and expectations necessary to prosper
in  a  changing  society  and  to  encourage  creativity  and  ambition’.  This  was  
further reinforced within Curriculum for Excellence 1 which stated pupils
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must  be  able  to  ‘think  creatively  and  independently’  to  become  ‘successful  
learners’  (Scottish Executive, 2004).
Operating within a new educational environment, that accompanied the
introduction of Curriculum for Excellence, the Scottish Government
commissioned a report into creativity in schools; Emerging Good Practice
in Promoting Creativity in Scotland (HMIe, 2006). This document also
began by attempting to define creativity. Here the authors came to a
slightly different conclusion to that of the NACCE report stating that
creativity  involves  producing  ‘a  large  number  of  ideas’,  using  ‘a  wide  range  
of  ideas’  and  ‘thinking  or  doing  or  seeing  things  differently’  (HMIe, 2006).
During this period in Northern Ireland (under the heading Unlocking
Creativity) similar policy reviews took place and in Wales guidance on
teaching creativity was published.
The current advice for teachers, at time of writing, from the Scottish
Government, explains the importance of creativity. Referring to the
Education  Scotland  website  it  is  stated  that  creativity  is  now  ‘recognised  
as a practical skill, one which can be taught and which everyone can
achieve’  (Education Scotland, 2012). The subsequent guidance details
why creativity is important, but crucially there is not a definition of what
constitutes creative behaviour or output.
Moving the focus away from policy toward creativity within educational
theory it becomes apparent that defining creativity still presents a
challenge. In The Art of Creative Teaching (Joubert, 2001) sets out to
define creativity and immediately falls back on the NACCCE definition.
Here the five main areas are identified as; the use of imagination, the
process of producing or fashioning something, the pursuit of purpose,
originality and finally the judgement of value. An alternative definition is
provided by Cropley (2001) who  describes  a  ‘common  core’  to  creativity  
and this encompasses; novelty (a output that differs from the norm),
effectiveness (the output must achieve some purpose be it aesthetic or
profit) and ethicality (the behaviour must not be selfish, destructive or
damaging).
Beetlestone (1998) looks at creativity from the point of view of the
educator and teaching young children. The six identified strands that are
central to the concept of creativity include; creativity is a form of learning,
involves expression of ideas (in any medium), requires production (and
potentially destruction), must be original, will include creative thinking and
problem solving and needs a wide range of inspiration.
A final proposal comes from Craft (2000), as well as explaining the
importance  of  imagination,  suggests  that  the  concept  of  ‘possibility  
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thinking’    being  at  the  core  of  creativity.  This  is  added  to  by  De  Bono  
(2007) who argues that educational establishments underestimate the
importance of possibility (and therefore creativity). Alongside this view of
creativity is the proposal that it is ubiquitous or an everyday occurrence
(Lucas et al, 2012). However, a ubiquitous marketized view of creativity,
when accepted without question, is warned against as it dictates the
direction  in  which  children’s  creativity  should  take  them  (Craft, 2008).
Therefore, it can be seen that there many different interpretations of what
constitutes creativity. For the purpose of this study into assessment of
creativity it will be assumed that those required to assess creativity are
also able to define, interpret and identify creativity and creative behaviour.

Theory of assessing creativity in schools
As previously identified there is a large emphasis, within policy, on
creativity. Assessment is another area that, particularly over the last
decade, has risen up the educational agenda. Despite this interest in
creativity and assessment, on initial inspection, there appears to be less
prominence given to the theory of assessment of creativity within schools.
In fact there are also theorists, such as Csikszentmihalyi
(Csikszentmihalyi, 1996), who argue creativity is simply a self recognised
attribute praising those who believe they posses the characteristic. In
other words it is an entirely subjective notion, making measurement only
possible by the individual. Furthermore, assuming there is such a
measureable trait of creativity, there is an argument that assessment may
even stifle it. The fiction author and former teacher David Almond goes as
far to suggest that this increased focus on assessment will lead to the
‘disintegration  of  our  world’  (Broadfoot et al., 2002). This opinion is echoed
by another author, Fay Weldon, who, whilst discussing creative writing,
states  ‘The  obligation  to  teach  to  the  test  does  nothing  to  help’  (Weldon,
2008).
A final critical point to consider is that any assessment could be restricted
by the boundaries applied by the assessor. In other words, a creativity test
will only test the creativity it is testing (Cropley, 2001). Therefore, with all
these issues in mind we will consider the theory of assessment of
creativity.
Before considering specific approaches to assessing creativity is the worth
defining different forms of assessment available. The two broad
approaches to the processes are nomothetic and ideographic testing. The
first method involves comparing several individuals with each other
against the same criteria, whereas the second involves comparison of a
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single individual against various domains. A criticism here is that creativity,
by its very nature, does not have a statistical norm or average. Therefore,
of these two methods ideographic analysis may have more benefit than
nomothetic (Cropley, 2001).

History of formalised methods of assessing creativity
The idea of creativity was not widely addressed by psychology until the
middle of the twentieth century. It has been argued that psychologist
J.P.Guilford, via his American Psychological Association presidential
address, stimulated interest in the subject (Simonton, 2000). This in turn
led to an interest in developing formal tests of creativity and in 1966
Torrance developed the Torrance Tests of Creative Thinking (TTCT) (Kim,
2006). The first incarnation of the TTCT (developed in 1966) used
Guilford’s  concept  of  divergent  thinking; fluency, flexibility, originality and
elaboration (Torrance, 1966). The test took the form of a verbal and a
figural element. In the verbal test participants were invited to write in
response to a stimulus including an image. The figural test required a
drawn response building on a basic image (such as a jellybean shape or
lines and circles). The test is time limited then analysed against for specific
characteristics that are deemed to be creative, including elaboration, for
example the ability to develop and elaborate on ideas; and originality, that
is the degree of statistically unusual or unique responses (Kim, 2006).
Using a formalised method or test of creativity has some limitations. Firstly
creativity, by its nature, has many dimensions, or is multifaceted so using
a  single  test  is  not  sufficient  to  give  a  complete  indication  of  an  individual’s  
overall creativity (Cropley, 2000). Kim (2006) concludes at least two
different forms of indicator (for example TTCT and another) should be
utilised.
These, and similar test-based, methods of assessing creativity are very
much product based. Alternatives may involve what Craft (2008) calls
‘componential  approaches’  which  would  include  testing  ‘performance-incontext’  and  ‘encompass  both  creative  process  and  any  outcomes.’  A  
practical example of this was the proposed creativity portfolio suggested
as part of the Department of Culture Media and Sports report into
Nurturing Creativity in Young People (DCMS, 2006). This portfolio would
be learner centred, with assessment for learning playing a key part and
incorporating evidence from both formal and informal learning.
From an educational view point assessment is now widely regarded as
being an opportunity for learning, be it through formative assessment
(Wiliam, 2011) and this is represented in Scottish education policy with
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Assessment is For Learning (AiFL). As these formalised methods of
testing creativity are purely summative they offer little or no opportunity for
pupils and students to learn from the process.

Recent research into assessing creativity in schools
The idea of an assessment framework in schools was proposed by the
education charity Creativity, Culture and Education (CCE) in 2011 and this
resulted in a research project undertaken by the Centre for Real-World
Learning (CRL) at The University of Winchester (Lucas, 2012). This study
took the form of the development of a new tool, based on research into
existing methods including those identified within Creative Partnership
schools (the Creative Partnerships project, launched in England in 2002,
ran until 2011; (CreativePartnerships, No date)). One widely used
framework tool was the Creativity Wheel (see figure 1) and some schools
were aware of, or using, this already (Redmond, 2009). The Creativity
Wheel was based on three themes or sections, namely Imagination with a
purpose, Originality and Value. The subsequent research project
completed by CRL included a comprehensive literature review which was
followed by two field trials (FT). The first field trial (FT1) involved teachers
from six schools trialling a tool for the test of creativity (see figure 2). The
first trial informed the development of a second field trial (FT2) which
involved the teachers from twelve schools, which included those who
participated in FT1. A key development at this second stage of the project
was  that  the  responsibility  for  using  the  adapted  tool  ‘lay  with  the  pupils,  
with teachers taking a more facilitative role (Lucas, 2012).
For FT1 findings from literature, user interviews and investigations into
concept development allowed an assessment tool to be developed. The
tool included five key habits (i.e. inquisitiveness, persistence, imagination,
ability to collaborate and discipline) which each had three sub-habits,
additionally there was opportunity for each sub-habit to be mapped along
three dimensions, i.e. strength, breadth and depth (see figure 2). Analysis
of this tool, amongst teachers who trialled its use, resulted in the following
positives; the tool was interesting to use, useful (e.g. aided planning),
adaptable, easy to break down into sub-habits, and inclusive (i.e
comprehensive – with only a trait or habit of well-being being missed).
Some of the suggested improvements for the tool included: adaptation of
the three dimensions (strength, breadth and depth), alteration to overall
appearance (including grid and circle approach), consideration of the
terminology of the habits, a review of the progression elements (which run
from awakening to adept), ensuring consistency of use (and moderation),
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consideration  of  evidence  collection,  allowances  for  teachers‘  and  pupils’  
beliefs of creativity, and finally issues relating to individual school staff
team dynamics and time demands were raised (Lucas, 2012).
As a result of the feedback and evidence gathered at the end of FT2 an
alternative format assessment tool was developed for trial during FT2 (see
figure 3). This was designed to be self-assessed (by pupils), more
formative and with more opportunity to capture depth for each of the
creative habits. Further consideration was given to the practical
implications for the delivery of the tool. This included the balance between
simplicity and rigour, being informed by theory and practice, and the use of
the five creative habits, which were deemed relevant but not overly
complicated. The tool was then trialled using only one of the sub-habits,
which  was  termed  being  ‘imaginative’,  completed  by  the  pupils  (and  
signed off by a teacher) and completed over a period of time (Lucas,
2012).
Subsequently the CRL research project then utilised both teacher and
pupil views of the assessment tool to qualitatively analyse the
effectiveness of this tool. A key finding was that the tool made the pupils
more aware of when they were being imaginative, and some sought
opportunities  to  be  imaginative.  The  project  also  considered  how  teachers’  
practice was influenced by use of the tool. The general consensus was
that there was a positive impact and that their awareness of creativity, and
how to value it, had improved. There was also indirect reference to
formative assessment as teachers used questioning and self-assessment
more through engagement with the tool. One difficulty that teachers and
pupils encountered was the application of the tool in maths lessons. This
is supported by Pound and Lee (2011) who  state  ‘…alien  to  popular  
thinking about mathematics is the idea that it is a creative subject.’  
Although, despite this, they argue that maths can be a creative subject
and can also be taught creatively. A development of this problem was that,
during the study, some teachers only trailed the assessment tool in
subjects they already regarded as creative. In fact a pupil in one schools
suggested that creativity was not needed at all in some subjects.
Additionally pupils found it difficult to recall examples of creativity outside
their immediate experience, often only considering the lesson they were in
at the time.
Although the trial was conducted on a relatively small scale (only 11
schools were involved and 188 questionnaires completed) a number of
useful findings were drawn (these are summarised in figure 4). Generally
speaking the advantages to teachers was the help it gave with planning
and assessment of creativity within lessons. However, it also opened the
minds to value the importance of creativity. For the pupils the advantages
13

seemed more wide ranging including being able to recognise creative
habits (imagination), describe these and to put them in to practice. There
were also formative learning opportunities identified by pupils including
peer assessment and the ability to critically reflect.

Figure 1, Creativity Wheel (from Redmond, 2009)
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Figure 2 (from Lucas et al, 2012)
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Figure 3 (from Lucas et al, 2012)
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Benefits to teachers

Benefits to pupils

Highlighted areas in practice that
needed change

Validated  pupils’  creative  approaches  
(improved confidence)

Helped plan creative lessons

Taught pupils about what is meant by
being imaginative

Confirmed importance of valuing
and tracking creativity

Showed pupils they were creative
(when  they  hadn’t  realised  it)

Gave teachers opportunity to work
one-to-one with pupils

Gave pupils chance to talk about being
imaginative

Highlighted curriculum areas where
creativity was being ignored

Allowed pupils to reflect critically on own
work
Prompted pupils to look for areas to use
imagination
Stretched pupils to use new vocabulary
to express creative experiences
Gave pupils chance to listen and learn
from each other

Figure 4 (Summarised from Lucas et al, 2012)
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3. THE CASE STUDIES
CASE STUDY FM/ 1
LC
LC talked about creativity in terms of making connections and about
transfer of ideas across a range of areas. She discussed the notion of
creativity as applying not only to creating physical objects, but also
creating ideas and problem solving, although she did emphasis newness –
the idea that something should be generated by the creative process that
is new to the person generating it. She wholly endorsed the idea of
assessing creativity, and felt that whether the process or the end product
was more important varied according to the project in hand. She noted the
subjectivity involved, but felt this was a necessary part of evaluation. In
the context of her own work, which is about engaging participants, she
assesses creative success by the impact on the people she works with.
She expects to see changes in the participants as a result of taking part in
a creative project. She looks for evidence that participants have gained
new skills, or a new understanding about something, she looks for
evidence that they have been challenged to think differently, or have
discussed and debated something. She takes a lot of photos of people
working to record evidence of this. Although she does believe that people
can be creative on their own, her own project emphasises bringing people
together to work collaboratively to generate ideas. The outcome of a
project is then used in the assessment – if there is a new outcome, this is
regarded as valuable and successful. She also takes account of whether
the participants value the outcome in determining its success. She wants
her work to broaden opportunities for the participants and expose them to
new ideas. She wants participants to be challenged and questioned. One
of the biggest indicators of success is that participants reflect on the
project and can identify positive impacts on their own health and
wellbeing, in terms of self-confidence and self-esteem, as well as the
actual  physical  ‘feel-good’ factor – the enjoyment they acknowledge from
taking part. The best end result is that participants see things differently,
and think differently about things.
ASSESSMENT METHODOLOGY: SELF-ASSESSMENT
FOCUS: OUTCOMES (PRODUCT); ENJOYMENT; SELF-CONFIDENCE;
PERSONAL IMPACT
See applied examples in ITE: Storyline Module, and in the primary
classroom: Numeracy, Website Design, and Iron Man Topic
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CASE STUDY FM/2
JD
In  JD’s  opinion,  creativity  is  fundamentally  about  using  imagination.  
Although she recognised that creativity was present in process, she also
felt that creative participants wanted to be able to see tangible evidence of
that creativity. In her view, product is evidence of creative activity rather
than the creativity itself. She felt it essential to be able to evidence
creativity  and  said  that  her  organisation  wouldn’t  dream  of  running  a  
creative project with no performance at the end of it, which she said would
be very disappointing for the participants. She noted that a culminating
performance is a signpost, a finishing point that lets participants see what
they have done, and how far they have come: its lets them demonstrate
what they have learned. JD felt that collaboration enhances creative
endeavour, although she recognises that there are solitary approaches,
she feels that often draw on prior collaboration, or some other form of
engagement with others. So the participant may have spent time
absorbing before going off and being individually creative . In assessing a
participant’s     creativity she would look for confidence and self-esteem,
the ability to take a risk. She considers the ability to be able to contribute
to a group situation and share ideas is an essential part of being creative,
but that it requires some self-confidence to be able to do this. She
mentioned  an  ability  to  “inhabit”  the  project  and  to  use  imagination  as  
being necessary to produce creatively – to be technically competent in any
activity is not in itself creative, there has to be something more personal.
She links assessing creativity with problem-solving. She noted that her
organisation looks for objective originality in any creative project they
undertake: they like to be the first to do something. She equates
originality with creativity, but also emphasises artistic excellence as being
paramount.

ASSESSMENT METHODOLOGY: OBSERVATION; SUMMATIVE
ASSESSMENT OF OUTCOMES
FOCUS: PROCESS THAT RESULTS IN PRODUCT; IMAGINATION;
ORIGINALITY; PERSONAL RESPONSE; PROBLEM-SOLVING;
COLLABORATION; EXCELLENCE /QUALITY OF OUTCOMES.

See applied examples in ITE: Art & Design Project and in the primary
classroom: Storytelling, Poster-Making and Iron Man Topic
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CASE STUDY FM/3
LL
For LL creativity is a thinking skill with a practical purpose, which is to say
it leads to something being produced. Although she notes that it belongs in
the arts, it is not in the sole domain of the arts. People can be individually
creative, or else connections can be made with others in order to achieve
a creative response. LL identifies three stages in the creative process –
the first stage is an individual idea; then the creative moment where a
meaningful connection is made with something else; then the process of
making  or  doing  something  that  hasn’t  been made or done before. That
‘light bulb moment’ where a connection is made can only come after a lot
of initial hard work – thinking and experimenting. There has to be effort.
For LL, the assessment of creativity is an intuitive procedure – she looks
for a collaborative approach, for initiative, energy, excitement, selfmotivation, growth. She thinks that creative people need to be able to
generate lots of ideas, work on them, and discard some while developing
and building on others. At that point, participants need to decide where
there idea is going and work on it to make it happen.
ASSESSMENT METHODOLOGY: OBSERVATION; THREE-STAGE
ASSESSMENT – IDEAS/CONNECTIONS/ORIGINAL OUTCOME
FOCUS: HARD WORK, GENERATION OF MULTIPLE IDEAS,
PURPOSEFUL ACTIVITY, COLLABORATION, ENTHUSIASM,
INITIATIVE, SELF-MOTIVATION, ORIGINAL OUTCOMES.
See applied examples in the primary classroom: Outdoor Learning
and Art & Literacy

CASE STUDY FM /4
LT
In  LT’s  view  creativity  is  a  process,  so  it  can  be  seen  as  an  end  in  its  own  
right – to be creative is about being, developing ideas playing,
experimenting with different things until you come up with something new.
This   doesn’t   have   to   be   objectively   original,   just   new   to   the   person  
involved in the act of creating. There can be an end product, but this need
not be a physical product, it can be an idea. Or an innovative approach.LT
assesses creativity in her own organisation, making judgments on
originality, or using peer evaluation to determine whether an idea has
been developed in an original way. We would be looking for a clear idea of
where the participant is going, we would be looking for benefits to come
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from  the  project  (value),  and  we  would  look  for  unusual  aspects  that  don’t  
only focus on the arts.
ASSESMENT METHODOLOGY: PEER ASSESSMENT
FOCUS: GOAL ORIENTED; OUTCOMES OF VALUE; DEGREES OF
ORIGINALITY; CROSS-CURRICULAR OR INTERDISCIPLINARY

See applied examples in the primary classroom: Social Studies

CASE STUDY FM/5
MM
MM describes creativity as having confidence in your own ideas, having
the confidence to try new things and to sometimes fail. There must be a
culture of taking risks, and experimenting without fear of failure. It must be
exploratory. People should think out of the box, try to discover new and
exciting things. Her concept of creativity is grounded in the notion of
experimentation and exploration. Creative people must be open to new
ideas, be willing to take the ideas of others on board without blocking
them. In assessing creativity you have to make judgements – judgements
about openness, about levels of engagement, and about the creative
journey. Ego   can’t   be   allowed   to   get   in   the   way   of   the   creative   process.  
She describes measuring the gap between where the participant was in
terms of creative activity at the beginning of a project, and again at the end
– to determine if a creative journey had been travelled in terms of selfconfidence, risk taking, problem solving, teamwork, thinking on your feet,
dealing with failure
ASSESSMENT METHODOLOGY: OBSERVATIONAL PRE-TEST POST
TEST
FOCUS: GROWTH IN: SELF-CONFIDENCE, RISK TAKING, PROBLEM
SOLVING,
TEAMWORK,
EXPERIMENTATION,
EXPLORATION,
OPENNESS, THINKING ON YOUR FEET, DEALING WITH FAILURE
See applied examples in the primary classroom: Story Session
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CASE STUDY FM/6
FB
FB thinks of creativity in terms of three areas – being flexible, being able to
generate lots of ideas, and being playful or imaginative. He thinks that
although process is important, it is about the ability to create something
new. Problem solving is an important aspect of this. In order to be
creative, FB believes we have to move away from convention and redefine
problems, exploiting creative ideas where we can. We should try to create
new things, but he notes there are different levels of newness. In terms of
the creative process, FB talks about generating ideas in a playful and
experimental way, but then coming to a point where in order to create
something from these ideas, you have to be critical and objective in order
to exploit the ideas. There must be that point of critical engagement. For
FB the notion of creativity has to be broken down into four areas; find,
play, make, talk. Find is about being divergent and gathering data,
generating insights. Play is when you develop lots of ideas which then
have to be evaluated in order to take them to the next stage of the
process. At the end of the process an object will have been created, but
participants will have taken part in a creative journey which can be
assessed at any point along the way. The object itself will then be critically
evaluated.
ASSESSMENT METHODOLOGIES: FOUR PART EVALUATION
BASED ON FIND/PLAY/MAKE/TALK
FOCUS: FOCUS IS SLIGHTLY DIFFERENT AT EACH STAGE BUT
INCLUDES – DIVERGENCE, GENERATION OF LOTS OF IDEAS,
NEWNESS, PLAYFULNESS, MAKING CONNECTIONS, ABILITY TO
EVALUATE (VALUE) , PURPOSEFUL ACTIVITY
See applied examples in ITE: Expressive Arts Project, Interdisciplinary Theme (P6)

CASE STUDY FM/7
LV
LV talked about creativity being about self-expression, about it being
imaginative and about connecting with others. She talked about the
creation of not only physical things, but also ideas, and warned against
confusing creativity with being artistic. She assesses for creative
development in her own organization by observing participants over a
period of time, and notes growth – looking for signifiers such as increased
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levels of contribution. How participants respond to stimuli is important,
and she looks for participants to come up with ideas, to improvise, to
refine their work, share ideas, revise their work and develop it further – in
other words, to continually work on a project, refining and redefining it in
the light of collaboration with others. The end goal should be to produce
something.
ASSESSMENT METHODOLOGIES: CONTINUOUS ASSESSMENT
OVER THE LENGTH OF A PROJECT
FOCUS: PARTICIPATION, CONTRIBUTING IDEAS, IMPROVISING,
REFINING, REVISING, DEVELOPING, COLLABORATION,
INNOVATION, OPENNESS

CASE STUDY CT/1
SS:
SS stated that creativity is a process rather than a state. He suggested
that it involves a process whereby the person is trying to define or explore
who they are, what they know and how to apply that knowledge. He
explained that he was a great advocate of finding forms and evolving
forms though which people can express their creativity including videoing,
the visual arts, movement, sculpture, words or sounds but he also added
that solving a problem or developing and testing a hypothesis were also
creative acts. When considering the assessment of creativity he explained
that  early  in  his  career    he  developed  a  ‘ticky  box  ‘  way  of  measuring  
creativity that focused on easily measurable and collectable data using for
example observation of eye contact, verbal communication but , he said
that these where not necessarily evidence of creativity and reduced its
value. He suggested that a professional in any sphere can recognise
creativity and should be trusted to do so. Aspects he emphasised
underpinning creativity were expectation, ambition (the will to achieve),
aspiration and resources. He suggested that people are experts in
reading body language and group functioning and so can tell when
creativity has taken place.
ASSESMENT METHODOLOGY: OBSERVATION
FOCUS:
AUTONOMY; EVALUATION OF END PRODUCT EVALUATING INVENTION AND/OR INNOVATION; ON-GOING
EVALUTION  OF  PARTICIPANT’S      INNOVATIVE INVOLVEMENT.
See applied examples in ITE: Technology Lesson and in the primary
classroom: Art Project, Games Design (P.E.)
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CASE STUDY CT/2
TW
TW identified creativity as a process; that it comes through working an
idea through to the very end and taking it to new places. She thought that
an  end  product  was  important  but  that  it  shouldn’t  be  too  fixed; it could
change as the process developed and new ideas were incorporated. She
suggested, however, that if the end product was a performance then
change and developments were more restricted in scope. She suggested
that  creativity  didn’t  necessarily need expensive resources, that it was how
they were used that defined creativity. She went on to emphasise how
important developing creativity and resilience in children was to their future
success. TW emphasised the importance of developing an environment
that supports creativity, not just in the arts; where risk taking is
encouraged and participants are encouraged to be committed and to
make discoveries for themselves.

ASSESSMENT METHODOLOGY: OBSERVATION AND DISCUSSION
FOCUS: COMMITMENT AND INVOLVEMENT OF PARTICIPANT.
INCREASE IN CONFIDENCE WITHIN THE SPHERE.
EVALUATION OF END PRODUCT FOR SIGNS OF ORIGINALITY AND
IMPUT FROM INDIVIDUALS
SELF EVALUATION BY PARTICIPENTS OF WHAT THEY HAVE
ACHIEVED AND HOW THEY HAVE CHANGED AND REALISED
ABOUT THE PROCESS AND THEMSELVES.

See applied examples in ITE: Technology Project and in the primary
classroom: Computer-based Art lesson
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CASE STUDY CT/3
SO
SO was keen to emphasise that creativity is nothing special, that it exists
within all of us and we use it all the time and everywhere. She thought it
could be nurtured and developed by individuals, not necessarily experts in
a field, but by people who make participants feel that they are capable of
being creative and who can empower them and encourage them to take
risks. When discussing assessing creativity she was clear that it was not
just about analysing technique and identifying skills, although these were
important in underpinning performance. She suggested emotional
involvement and empowerment were important aspects as these
supported risk taking and experiment. She suggested that self-awareness
and self -evaluation were important in the creative process and were
needed so that next steps could be identified and for the creative process
to continue to develop. Assessment of creativity, she added, can stifle it
by focussing in the wrong elements – those that can be measured easily.
ASSESMENT METHODOLOGY: OBSERVATION. DISCUSSION –
PARTICIPANTS TAKE PART IN ON-GOING SELF EVALUATION OF
THEOR INPUT INOT THE PROCESS AND THE END PRODUCT.
FOCUS:
HOW THE PERSON INVOLVED BROUGHT ELEMENTS OF
THEMSELVES INTO THE PROCESS AND END PRODUCT
EVIDENCE OF ON-GOING SELF EVALUATION BY
PARTICIPANTLEADING TO RISK TAKING/EXPERIMENTATION AND
CHANGE.
IMPROVED PERFORMANCE IN THE PROCESS AND SHOWN IN THE
END PRODUCT.

CASE STUDY CT/4
PT/PW
PT and PW both agreed that creativity is being able to express a subject
or yourself through story-telling, music, art and visuals but explained that it
was also found in non-arts areas; it was about expressing opinions. They
developed this theme by emphasising the importance of play and
exploration. PT suggested that an open mind (in participants and leaders
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of projects) was essential, as was time and a space to be creative in.
Creativity was about learning by doing and becoming involved in a
process. Participants actively contribute and in doing so recognise what
they can bring to a project. PW added that it was about the journey the
participants took and that effective group working was essential. They both
emphasised that people could recognise creativity and set of criteria to
mark  against  wasn’t  necessary;;  a  narrative  evaluation  was  more  valuable  
and useful and that the person leading the project should be trusted to do
this. They also agree that creativity involves using a range of skills and
experiences and combining them in a playful way that involves
experimentation, risk and making mistakes. PW thought that assessing
creativity, both then process and the end product, was important as it
indicated the value of it.
ASSESSMENT METHODOLOGY: OBSERVATION. DISCUSSION WITH
PARTICPANTS
FOCUS: OBSERVATION OF PERSONAL CONTRIBUTION
THROUGHOUT THE PROCESS /CHANGE THOUGH THE PROCESS.
OBSERVATION OF WILLINGNESS TO SUGGEST /IMPLEMENT
/EXPERIMENT.
DISCUSSION WITH PARTICIPANT ON WHAT THEY UNDERSTAND
ABOUT THE END PRODUCT- HOW WAS IT OF VALUE/ HOW DID
THEY CONTRIBUTE/WHAT WOULD THEY DO NEXT
See applied examples in the primary classroom: Rights of the Child,
Science, Play Context Project, and Film Project

CASE STUDY CT/5
HH emphasised that creativity is not necessarily  to  do  with  the  arts,  it’s  
about being able to produce ideas and actions that are out of the ordinary,
it’s  when  people  do  something  that  hadn’t  been    thought  of  before  or  the  
person  involved    hadn’t  thought  of  for    themselves  before    but  what  occurs
then appears right and obvious. Hard work and preparation are very
important, as is a fearless state of mind - so that the participants are open
to sub/unconscious instincts – he emphasised, however, that these
instincts come from a concrete place i.e. experience/background and
knowledge/hard work and self-confidence and that these are all brought
together in an effective creative process. Responding positively to the
impulses of others and the ability to collaborate is also important he
added. He added that creativity needs to have some sort of outcome that
has some effect on someone else or the participants but he emphasised
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strongly that too much control over the final product could restrict the
creative process. He agreed that assessing creativity is an important part
of his work and then went on to explain that assessment for him has to be
a very structured process but that it still relies heavily on the expertise and
knowledge  of  the  assessor  to  recognise  criteria  like  ‘flair’  ‘imagination’  
‘energetic’    and  ‘creative  collaboration’  for  example  .  

ASSESSMENT METHODOLOGY, OBSERVATION – USING AN
ASSESSMENT MATRIX A-F e.g.
FOCUS: PRODUCT level A = evidence of flair in execution to F no
energy in execution.
PROCESS A ( in order of sophistication) = evidence of ability to
collaborate creatively, sensitivity to others, an imaginative approach,
creativity rooted in reflection, creativity informed by conceptual
thinking, creativity informed by critical thinking, creativity rooted in
sophisticated critical and ethical thinking
See applied examples in the primary classroom: Storymaking
Session

CASE STUDY CT/6
JD
JD, when asked about creativity, suggested that it would have a different
character depending on the context where it was taking place. He
suggested that creativity occurs in practice when  a  state  of  ‘flow’  is  
achieved - when ideas appear to come unbidden, when concepts and
actions seem to come without effort. He explained, however, that the
environment and preparation needed to be right for this to happen. He
explained that the participants needed to be able to collaborate effectively,
this  didn’t  mean, however, that they had to be nice to each other; in fact it
was better if they were challenging and provocative so the process is
pushed forward. He looks for connectivity, for participants to be able to
bring a lot of information, experience and knowledge to the creative
situation and draw it all together effectively. JD stated that the end product
was not important, that it was the process that mattered and that at any
point in the process there is an end product i.e. the achievement to date.
He conceded, however, that most of his work did involve working towards
an end product but explained that in his view that it was just one of many
constraints to be considered. He explained that he was involved in quite
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structured assessment that included consideration of creativity and that
these assessments were tightly focused on observable criteria but that
they still tried  to  include  some  consideration  of  ‘flow’.  
ASSESSMENT METHODOLOGY. OBSERVATION USING A MATRIX
SHARED WITH PARTICIPANTS PREVIOUSLY.
MARKED IN THE RANGE A TO G.
Example.
A = Work is alive and engaging , evidence of strong working
collaborations, good team spirit and concentration, the ensemble is
greater than the sum of its parts, the work is precise and imaginative
and appropriate to stage.
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4. APPLICATIONS IN INITIAL TEACHER EDUCATION
Asssessing Creativity in a Technology Lesson
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CASE STUDY MODEL CT/1
FOCUS: AUTONOMY, EVALUATION OF END PRODUCT (INVENTION
AND/OR INNOVATION)
BACKGROUND
Students on the PGDE (Primary) course were given the task of producing
a tower using only a bundle of newspapers and 6 paper clips. They were
told that the success of the towers would be measured on height, stability
and aesthetic qualities. They worked collaboratively in groups of 6, and
were given one hour to complete the task.
EVIDENCE
In terms of autonomy, group autonomy was the focus. All groups
completed the task autonomously, i.e. they did not refer to the work of
other groups, and they did not seek help or assistance in completing the
task. They were therefore all assessed as being successful against this
criterion
In terms of evaluation of end product, it was very easy as an observer to
gauge which groups had been inventive/innovative in their approach to the
project (bearing in mind the criteria they had to meet, as noted above)..In
particular, with reference to the final criterion, that of aesthetic qualities,
there was a wide variety of interesting and innovative conceptions on what
elements visually enhanced the finished products. These included:
Decorating the tower with attractive pictures (landscapes, sunsets) from
the available newspapers
Applying textural effects (tearing fringes, bunting, using origami
techniques)
Selecting imagery with emotive themes (babies, puppies) and applying
this to the end product
Using  photographs  of  “beautiful  people”  (Brad Pitt, models)
Applying innovation to the initial design of the tower – e.g. symmetry
Although all groups attempted to address the criterion of stability, this did
affect the aesthetic qualities of some of the designs – some were very
bottom-heavy; some  were  very  “solid”  in  their  construction.  This  in  some  
cases impacted negative on the visual impact of the construction, and the
students who were most creative in their thinking sought to attempt some
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balance between the success criteria. This approach in itself could be
regarded as being innovative – these students did not address each
criterion separately, but rather synthesised their approach.

Feedback on model
This was a useful model as far as it went, but it was necessary to apply it
to success criteria specific to the project. It could not be used as a standalone measure of success
How applicable to different stages?
Bearing in mind what has been said above; this model could easily apply
to any stage
How applicable to different subject disciplines?
As above
Design
The simplicity of the model makes it very adaptable.
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Assessing Creativity in an Art & Design Project
PGDE Primary Student Art Elective
CASE STUDY MODEL FM/2,
FOCUS: SUMMATIVE ASSESSMENT OF OUTCOMES
BACKGROUND
Students had been introduced to the work of Andy Goldsworthy, Chris
Dury and Nils Udo. They had discussed the nature and philosophy of
ephemeral art forms. They were then tasked with producing an ephemeral
art form in the University Campus, working together in groups, and using
only found, natural materials.
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EVIDENCE
PICTURE 1 Assessment:
IMAGINATION
This artwork relied very heavily on replicating some of the imagery and
techniques used in the examples of work by Goldsworthy and Udo, and
as such, although attractive, was not particularly imaginative.
ORIGINALITY
As above
PERSONAL RESPONSE
As a personal response to the task, the amount of creative thinking that
went into the production of this work was again limited.

PROBLEM-SOLVING
There was some evidence of problem-solving: students had been told not
to damage any living plants, and they had therefore to confine their
collection of materials to that which they could find. They did this very
successfully. They also approached the design very systematically,
organising the materials and using the different shades of similar materials
to good effect. However, there was little real attention to detail – see the
cigarette ends (not part of the artwork!) which should have been cleared
away.
COLLABORATION
Unfortunately I did not follow the group while they made this piece and
cannot therefore comment under this heading
QUALITY OF OUTCOME
On the whole, the finished work is very attractive, is nicely constructed
(apart from the cigarette ends) and it did meet the design brief well. So,
although lacking in originality, there was real evidence of quality in this
work.
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PICTURE 2
IMAGINATION
This artwork did refer to the work of the focus artists. It did not appear to
be particularly imaginative, but looked somewhat prosaic.
ORIGINALITY
There was a degree of originality, but this was not underpinned by much
thought or effort.
PERSONAL RESPONSE
As a personal response to the task, the amount of creative thinking that
went into the production of this work was limited.
PROBLEM-SOLVING
The only real evidence of problem solving here is that the students did
have to a find a suitable location for their work and source materials that
met the requirements.
COLLABORATION
This group, as can be seen, were very proud of their work!!!
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QUALITY OF OUTCOME
This work shows a limited degree of quality – it is not particularly attractive
(although  it  doesn’t  have  be!) It is difficult to read any meaning in the work
(although perhaps the students had something in mind, this is not evident),
and  the  whole  piece  looks  “flung  together”.  I  do  not  regard  this  as  being  a  
particularly creative piece of work, although it does meet the design brief.
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PICTURE 3
Tree of Life
The sun gives life,
through heat and light.
The tree grows up from the dark soil.
Leaves change with as the year passes
from the greens, through reds,
yellows and eventually browns.
The tree produces fruits
that ripens brightly with the sun.
As the sun wanes into winter
so the leaves die back,
the flowers fade and the fruit is devoured.
The passing of the sun takes life away
through age and decay.
IMAGINATION
This artwork did refer to the work of the focus artists. There was some
imagination shown in the production of this piece – it was innovating on
the ideas of the artists, but was more representative and narrative in
design than the work of any that the students had been shown.
ORIGINALITY
The idea of accompanying this work with a piece of poetry was very
original, and none of the other groups did this.
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PERSONAL RESPONSE
There was a good deal of evidence of personal response – the addition of
the poem, which was not required, showed that the subject matter evoked
personal thoughts and feelings to which the students then responded
PROBLEM-SOLVING
The students did find a suitable location, they did manage to create
something using only found materials, but they also matched the materials
they used to the design they created: with wood in the form of pine cones
on the trunk of the tree, sticks and twigs for branches, and
fruit/flowers/leaves all used to good effect.
COLLABORATION
These students worked together well, collecting materials, designing and
modifying the work as they went along. They also worked together to
produce the poem.
QUALITY OF OUTCOME
The end product here is of a high quality. It is also aesthetically pleasing. It
is evident that much thought and effort has gone into making this work.
Of the three pieces of work assessed above, it would be very easy to
grade them now based on the criteria, in the order: Picture 3/Picture
1/Picture 2, if this was a desired procedure.

Feedback on model
Usefulness
This was a very useful model that offered clear guidelines and criteria
against which to assess.
Applicability at different stages/disciplines
Any discipline that has a fixed end product could be assessed using this
model
Design
I liked the design of this model. It was systematic, but did not reduce the
assessment of creativity to a fixed quantitative value. I also felt that the
criteria,  along  with  the  assessor’s  comments,  could  be  fed  back  to  
students, providing formative information for future development. There
were two aspects however that I felt could have been added to the focus
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for assessment. There was no reference to student effort (either physical
or mental), and I feel that this should be taken into consideration when
assessing the work.
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Assessing Creativity in an Expressive Arts Project
B.Ed 4 Primary Students
CASE STUDY MODEL FM/6
FOCUS: four part evaluation process based on the notions
FIND/PLAY/MAKE/TALK. The students self-evaluated at each stage.
BACKGROUND
Students took part in a creative project as part of a module titled
“Developing  effectiveness  in  Teaching”.    The  aim  of  this  module was to
extend their thinking, and the focus of this series of workshops was to
introduce Installation Art and Performance Art, looking at ways these could
be used to integrate teaching and learning in the primary classroom. It was
also intended that these sessions would focus student thinking on ways to
be creative, both as a teacher and as a learner.
Find
In this stage of the process, students were directed to be divergent: to
gather data and ideas without regard to whether or not these could be
applied or used at a later stage. This was to generate as many ideas as
possible, with a view to filtering these at stage 2.
The students were very reluctant to look beyond themselves, and all
completed  this  task  as  a  straightforward  “brainstorming”  session. This led
to rather limited results, as none of them investigated potential sites for
inspiration, nor did they look at materials, or indeed take inspiration from
any external sources.
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Play
In this stage, students were to develop the ideas generated in stage 1 as
potential projects: to play with the ideas, to evaluate their potential for
development at stage 3. They were directed to propose 3 workable
projects based on their earlier ideas.

At this stage, there was a tendency for the students to begin to focus too
soon on one particular idea – although most of them began by devising 3
projects, they quickly discarded two of these and developed only one to a
stage where it could be regarded as a design proposal. This meant that
ideas were not fully explored for viability.
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Make
In this stage, students had to produce a piece of installation art from one
of the three proposals made at stage 2.
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Talk
In this stage, students critically evaluated the object (installation) they had
created.
The same process was then replicated for a piece of performance art.
A simultaneous assessment process was enacted by the tutor. The
results of the student self-assessment and the tutor assessment were
significantly different!
All of the students self-evaluated at a much higher level than the tutor
assessment, and even where formative feedback was offered, student
responses and tutor responses were not aligned. It was evident that
student expectations in respect of their engagement in the project, and
therefore in terms of the final outcome, were lower than those of the tutor.
Students were not fully engaged with the notion of either offering
feedback, or self-evaluating, at a developmental level.

FEEDBACK ON MODEL
This model was useful as it allowed for reflection at each stage of the
process, and offered an equal weight of assessment on the process and
the finished product.
In order to transfer successfully as a model that could provide
individualised information about where students sit in terms of creative
development, that would then be useable in informing planning for future
teaching and learning, it would be necessary to devise a grid that could
record the assessment information for each individual. There are several
ways that this could be done, and I have recorded two suggestions below:
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name

FIND PLAY MAKE TALK COMMENTS

John
Smith

√

√

Abi
Campbell
Tom
Brown
Norah
Jones
Pete
Thomson
Hetty
Booth

√

√

√

needs to work on critical
evaluation. Although he can
be creative in many different
ways, he needs to be
encouraged to discuss ways
in which his own work could
be improved, but also to
recognise his strengths and
to see ways he can build on
these

√

√

√

√

√

√

√

√

√

√

√

√

√

√

√

The above grid is quick and simple to use, the teacher records an overall
comment in respect of future learning.
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name
John Smith

FIND

Abi Campbell
Tom Brown

PLAY

MAKE

TALK
needs to work on
critical evaluation.
Although he can be
creative in many
different ways, he
needs to be
encouraged to
discuss ways in which
his own work could be
improved, but also to
recognise his
strengths and to see
ways he can build on
these

Should be
encouraged to
look at
materials as a
source of
inspiration

Norah Jones
Pete Thomson
Hetty Booth
In the above grid, the teacher records specific development needs at each
stage. This is more time consuming but more focussed. Potentially, where
the student numbers are large (as in a primary class), groups of students
could be targeted for focal attention – all students need not be assessed
every time they undertake a project. This would allow for focussed
assessment of all students over a period of time.
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Assessing Creativity within a Storyline Module.
B.Ed. 3 Creative Learning Elective
CASE STUDY MODEL FM/1
FOCUS: SELF ASSESSMENT OF ENJOYMENT; SELF-CONFIDENCE;
PERSONAL IMPACT
BACKGROUND
The rationale behind this module is to promote creative approaches to
teaching and learning.
Storyline (Bell and Harkness, 2006; Bell, Harkness & White 2007;
Cresswell, 1997) is a creative, narrative approach to organising learning
and teaching which uses an integrated methodology to create links across
the school curriculum. Storyline uses story in three ways - as a context for
educational content, as a planning model, and as a pedagogical approach
in which students construct their own knowledge within the context of the
story.
Learning which occurs within a meaningful context is more likely to result
in deep-level learning. Storyline takes a holistic approach by providing a
context (in the form of a story setting which is developed by the learners
within a pre-determined framework) which will promote both engagement
and deep learning.
Students spent 5 weeks working on the Module, and there were a variety
of creative tasks to be undertaken, they designed a school building,
created biographies for imaginary characters, wrote job applications from
the perspective of these characters, wrote and recorded a school song,
and finally the held an event, in role, for the characters and setting they
had created.
During the course of the module, they were required to keep a log
documenting their experiences and analysing these for potential as an
approach to teaching and learning in the classroom.
EVIDENCE
Students were asked to respond (self-assessment) under the above three
headings: ENJOYMENT; SELF-CONFIDENCE; PERSONAL IMPACT
Q1 What did you like best about this project?
 Taking part in a Storyline


Having a better understanding of what it is like to be a teacher



We were all actively engaged



Collaborative learning
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Exploring less obvious underlying issues – eg discrimination,
support



Really immersed in the project made it more meaningful and real



It was quite fun!



It was active and creative



I like coming to the Elective each week as it is a good atmosphere



Not afraid to speak out



I enjoyed taking part in the activities rather than being sat down and
spoken to



Allows us to see how we can use this in the classroom



To get the chance to experience some of the things we will be
required to do when we are qualified



Learning about aspects of becoming a teacher in a way that was
non-threatening ie we could pretend to be someone else

Q2 What did you like least?
 Lack of time to finish activities


I found the ICT difficult to follow



Time limited



I feel it would have better to use an Early Years theme



Would have been good to do it in a bit more detail



The sessions were often hurried with lots crammed in

Q3 Any other comments?
 Would like to be more involved in the planning of the Storyline


This project has motivated me to research the method further and
use it in my classroom



More theory would have been better



I felt I was not a creative person but felt I could bring creativity to
what was happening
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I think we could have spent more time on the project



Needed more ideas of how to use it in a classroom at specific
ages/stages etc

Q4 Would you feel confident in creating your own Storylines?
 I  wouldn’t  have  thought  so  at  the  start,  but  I  now feel I could do this
 I think it would be easier in school because you would be working
with  the  children’s  ideas  too
 I would feel very confident in doing this
 If I could work with someone else I would prefer that
 I would be happy to make up my own
 Yes
 Not sure but willing to give it a try
Q5 Any other comments?
 It would be good if we all put our own Storyline ideas together
 I would like to try this out for myself
 Storylines based on topics in the classroom, or on books children
are reading would be a good idea.
Q6 Has taking this course impacted your ideas about approaches to
teaching and learning, and if so, in what ways?
 It has made me realise how much fun you can have and still get the
work done
 I  wouldn’t  have  thought  you  could  link  so  many  curriculum areas to
one topic
 I recognise how much a good project depends on planning
 The  teacher  doesn’t  need  to  do  all  the  work,  pupils  and  teacher  
should work more together
 Stories link everything together
 It’s  like  playing  but  you  are  still  learning  at  the  same time
 I think there are some people who would not like this approach if
they do not put themselves into it completely
Over all, the responses were positive. In terms of the three assessment
criteria, NO students reported negatively on any of these, although some
were less confident than others at the start, and some students noted that
there were aspects of the module they would like to have seen further
developed. In terms of the self-assessment results the students could
therefore all be regarded as having shown degrees of creativity. This
feedback was anonymised in order to encourage students to respond
honestly. It is therefore not possible to use these results to compare
degrees or levels of creativity that might be ascribed to individual students,
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and this might not be a useful way to approach the collection of feedback
for the primary classroom teacher, who may wish to scrutinise response
more closely in order to respond to the needs of individual pupils.
However, primary pupils may feel less self-conscious about responding
honestly even where their feedback is not anonymised.
The other aspect of this particular approach to assessing creativity
focuses on outcomes, or product.
Some of the products resulting from the project were
 A  “school  website”  collaboratively  created  for  their  imaginary  
school. This can be accessed at
http://lochsideprimaryschool.weebly.com
 The  recording  of  a  “School  Song”  (see  attachment,  “Lochside  
Song”),  with  lyrics  reflecting  the  “school  values”  written  to  a  wellknown tune. Students played all the instruments.
 One  of  the  students  documented  the  “Creative  Journey”  undertaken  
during this module , see below:
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Feedback on model
Usefulness
This model focussed on self-assessment, emphasising positive impacts on
participants. As such, it was a welcome change of perspective and
encourages the teacher to look at individual impacts in a new light.
In terms of the notion of product, there was little to support objective
assessment, but at the same time, the shift towards subjective
assessment is perhaps no bad thing.
Applicability at different stages
The students who took part were all at the same stage in their course.
They were, however, all at different stages in their own creative
experiences. The subjectivity emphasised by the model allows for that,
and enables the participant to make their own decisions about their
creative growth.
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Applicability to different subject disciplines
This module was interdisciplinary. The outcomes focused on IT skills;
music; art& design; writing for different purposes; collaborative working.
The model applied usefully to each of these.
Design
In terms of the descriptions offered for assessment of enjoyment/selfconfidence/personal impact, the model was very useful. If this same selfassessment approach is used to assess outcomes (product), it may be
regarded as useful. However, some clearer guidelines in respect of the
assessment of outcomes would have been helpful.
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Assessing Creativity in a Technology Project

CASE STUDY MODEL CT/2
FOCUS: COMMITMENT AND INVOLVEMENT OF PARTICIPANT.
INCREASE IN CONFIDENCE WITHIN THE SPHERE.
BACKGROUND
Students on the PGDE (Primary) course were undertaking an introduction
to design technology as part of their University delivered curriculum
focussed inputs. The teaching gave background and guidance on teaching
design (craft) technology within primary schools. The students then
undertook a task where they  prepared  a  3D  model  that  could  “demonstrate  
strengthening,  energy  transfer  and  movement”  (Curriculum  for  Excellence  
E&O TCH 2-12a) and developed a basic lesson plan linked to their
activity.
The lecture element of the session focussed on empowering and
encouraging the students to be involved in the activity. Through the main
activity this involvement was then intended to increase confidence
within the sphere. This was a particular focus as very few of the students
had experience of the technologies or tools that had been made available
to them.
Finally the students were able to evaluate their learning via assessment of
the end product but also through reflection on their engagement with the
process.

Feedback on model
This model was based on a case study which stated an end product was
important but should not be too fixed. It also advised that as the process
developed the product could change. Furthermore, the case study
identified that the environment should support creativity and this should
not be limited to artistic fields.
The design of this model was very simple. Effectively the students were
given the opportunity to create whatever 3D model they wanted (within the
parameters provided above). They were also encouraged to try tools,
materials and approaches that were unfamiliar to them.
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One limitation of this approach or model was that the base level of
confidence for some students was so low that they did not know where to
start. This raised an interesting dilemma for the
An advantage of this model was that, although some fairly costly
resources were made available (e.g. glue guns, balsa wood), the students
could  use  a  range  of  inexpensive  resources  (e.g.  recycled  ‘junk’  materials)  
if they chose to do so. Overall most of the students and the lecturer
thought that this model was highly applicable to the curriculum area of
design technology.

EVIDENCE (images from workshop)
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5. APPLICATIONS IN THE PRIMARY CLASSROOM
Assessing an Art Project
CASE STUDY MODEL CT/1
FOCUS: AUTONOMY, EVALUATION OF END PRODUCT
(INVENTION/INNOVATION)
BACKGROUND
A class of p1-4 pupils in a rural school took part in an art project. They
were using pastels for the first time. The art teacher drew an example (pic
1 below), and the pupils had to then repeat the project. The main purpose
of the lesson was to explore techniques for using pastels.
In all cases, the pupils worked with a good degree of autonomy, with
teacher circulating to provide support and encouragement.
In respect of the end product, there were varying degrees of innovation,
with most pupils trying to replicate the drawing as the teacher had done it.
This would suggest that as an art project, this lesson was not entirely
creative. However, the focus was on experimenting with materials
(pastels). The pictures that showed the greatest degree of innovation were
actually those that also showed least technical drawing skills. These were
done by the youngest pupils in the class, and they did show evidence of
experimenting with the effects they could get from the pastels, rubbing and
blurring the lines and colours (see pics 5 & 6), although other pupils (pics
7&8) also showed innovation in their technique by doing the same.
EVIDENCE

PIC 1 (TEACHER
EXAMPLE)
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PIC 2

PIC 3

PIC 4
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PIC 5

PIC 6

PIC 7
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PIC 8

Feedback on model in terms of usefulness, applicability and design.
The model was quite useful as it made me focus more on innovation that I
would perhaps have done otherwise, and this has allowed me to see
greater value in work that I think I would not have considered so highly
previously. It has also made me consider the balance between technique
and creativity in an arts subject – I appreciate that both have to be
present, but one need not be valued more highly than the other.
As far as applicability is concerned, if creativity is about innovation, then
pupils must be allowed room to experiment. Can this model be applied at
a variety of stages? Yes – this class has pupils from age 5-8. To a variety
of subjects? That depends on the desirability of innovation within that
subject area.
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Assessment of a Lesson on The Rights Of The Child
CASE STUDY MODEL CT/4.
FOCUS:






Discussion with participants
Personal contribution
Change through the process
Willingness to suggest/implement/experiment
Discussion on what participants understand about the end product
o How was it of value?
o How did they contribute?
o What would they do next?
o
BACKGROUND
This lesson was done over a period of time, with P6/7 pupils discussing
the UNICEF Rights of the Child. They were then asked to make a poster
presentation in small groups illustrating one of the Rights.

EVIDENCE
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 Discussion with participants
All pupils were able to discuss their ideas about the imagery they would
use in the finished poster
 Personal contribution
By observing the pupils as they worked, the class teacher was able to see
which pupils tended to dominate the discussion, and which contributed
less. Notes were made as the observation progressed
 Change through the process
One of the observable aspects of this was the way in which taking part in
the  poster  making  process  enable  pupils  to  discuss  the  particular  “right”  
that had been ascribed to their group. This focused all pupils on the
meaning behind the statement, and helped to clarify their thinking in
respect of this.
 Willingness to suggest/implement/experiment
This tied in very closely with criterion 2 (personal contribution), with the
same pupils who dominated the discussion being those who were more
confident about experimenting with the imagery, and offering ideas. Once
again, the teacher was able to make notes in respect of this.
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Discussion on what participants understand about the end
product
Pupils were able to share their thinking about the finished product, and
were able to justify decisions made.
o How was it of value?
Did it show what they had intended it to show? Could other pupils interpret
the imagery?
o How did they contribute?
Pupils were encouraged to think about their own personal contribution,
and this reflective process will hopefully inform future project
o What would they do next?
Based on the above reflections, pupils could say how they might
contribute to future collaborative projects
Feedback on model
Usefulness
The model supported both self and peer assessment. It was also useful for
the teacher as the observation notes made could inform support for pupils
about ways in which to move their creative contribution to future projects.
Applicability to other stages/subjects
There is no reason to suppose that this could not be applied to other
projects at different stages, but its usefulness as a supporting mechanism
for pupil development really depends on the observation notes taken by
the teacher.
Design of model
Having statements to focus on was better than simply making free notes.
However, the model is only as useful as the notes made by the teacher if it
is to be used to support future teaching. The element of reflection, and the
pupil discussion, allows pupils to self-assess but this is only useful in
moving creative thinking forward if pupils then act on the conclusions they
have derived. It would be up to the teacher to ensure that they did this.
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Assessment of Outdoor Learning – Shelter Building
CASE STUDY MODEL FM/3
FOCUS: Individual ideas; making connections; original outcomes
BACKGROUND
The P4 class are currently studying the topic our Outdoor Learning
Journey. During a visit to Crombie Park they learnt about cultures that
have strong connections with outdoor living. They discussed how
traditional shelters are made in a variety of contexts, such as, snow and
woodland. They were then asked to work together as a group to create a
woodland shelter.
EVIDENCE
Individual ideas: A number of children came up with individual ideas. It
tended to be the same three or four children who came up with
suggestions and motivated the group.

“Let’s  make  a  back  door”                    

“We  can  use  a  log  to  sit  on”                    

67

Making connections (thinking/experimenting): Some of the other
children were better at thinking through the process and experimenting.

“Let’s  make  a  bridge  to  get  to  the  
shelter. It won’t  be strong enough
to hold us. You would need lots of
big  logs.”                                    

“We  need  to  make  the  
shelter waterproof. Put
moss in the gaps inside
and then we can put big
leaves  on  the  top.”
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Original outcome (making it happen, something  that  hasn’t  been  
done before): One of the children who came up with the original ideas
was very good at organising the group, designating roles and talking
through what needed to be done. It was very interesting to note that two of
the children who also came up with the initial ideas preferred to work on
their own rather than encourage the rest of the group to join in. About half
of the group were happy to carry out tasks given to them and contributed
very well to the overall result, rather than provide any creative thinking
input.

The children were very proud of their completed shelter.

Feedback on model
Usefulness of the model: I found the case study to be quite open to
interpretation. I broke down the method into three main areas and
considered them each in turn. The assessment method did prompt me to
observe the children with a tighter focus. I looked initially for ideas, spark
and imagination. It was interesting to see that some of the children who
are not traditionally academic excelled in this area. The next step was to
see the children make connections and explore their ideas. This is where
the more practical element was required and some of the more obscure
ideas were discarded by the group. I found this helpful to note the children
who were actually able to put some of their ideas into practice. The final
outcome of the task was also important as the children had to work hard
with a common purpose to produce the completed shelter. Some quieter
children were self-motivated and actually carried out much of the work to
finish the task. They followed the direction of others and collaborated very
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well. Having different characteristics and areas of creative thinking within
the group encouraged their overall success.
Transferring the model: The model would work for different age groups
and curricular areas. It would be interesting to try it during an individual
task to see how children perform without the support of a group.
Design of the model: It took some time to fully understand how the model
worked. Hopefully this example will support others in their application.
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Assessment of a Storymaking Session
CASE STUDY MODEL CT/5
FOCUS: end product
BACKGROUND
This class of P2-4 pupils had been working over a couple of lessons on
storytelling. They had heard some new stories being told to them, and had
seen a techniques where the storyteller used a story bag – a bag of
objects – to inspire storytelling. This was now the  pupils’  turn  to  do  the  
same thing. They were each asked to take an object from a bag, and were
told who would start, who would continue, and who would end the story.
After that it was up to them – they could say as much or as little as they
liked. The stories were recorded for later transcription. The children were
all excited to be taking part, and did so very willingly.
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EVIDENCE- STORY TRANSCRIPTS
(Different pupils’  contributions are indicated by different script
styles)
STORY 1
ALISHA/RACHEL/ELLIE
Once upon a time there was a
king and he lived in a big huge
castle with all his servants. One
day he was he thought he had no
friends, so he went out to find
some friends. Then he saw a bag.
He opened the bag and inside it
there were three little goats. “The  
big  bad  troll  put  us  in  this  bag,”  they  
said.    “Really?”  asked  the  king.  “  Where  does  he  live,  and  what  does  he  
look  like?”  “He’s  got  blue  hair  and  he’s  wearing  a  purple  shirt,”  said  the  
goats.”    “  Hmm,”  said  the  king.  “  Hop  back  in  the  bag  and  we’ll  see if we
can  find  him”.  Just  then  he  bumped  into  the  big  green  troll .  “Who  are  
you?”  asked  the  big  green  troll.    “Where  are  you  going?”  “I  am  going  to  
find  the  big  bad  troll,”  answered  the  king.    “You’ve  got  him  here,  “said  the  
big  green  troll.  “Oh  – right,”  said  the  king.”  Did  you  put  these  goats  in  this  
bag?”    “Yes,  “replied  the  big  green  troll.  “Why  don’t  you  make  friends  with  
the  little  goats?”  
asked the king.
“Because  they  were  
mean  to  me,”  said  
the big green troll.
“What  were  they  
doing?”  asked  the  
king.  “They  were  
making fun of my
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blue  hair,”  said  the  big  green  troll.  “Is  that  true,  little  goats,”  the  king  asked  
them.    The  little  goats  all  agreed.  “Yes,”  they  said.  “  We  didn’t  mean  it,  
we’re  sorry.”  “That’s  ok,”  said  the  big  green  troll.      So  they  all made friends
– the king, the big green troll, and the three little goats. And they all lived
happily ever after.

STORY 2
BLAKE, SIÂN, WILLOW
Once upon a time there was sea horse living in the sea. One day it
got captured by some fishermen and they took him to an aquarium.
Then one day a little girl came along and she was mopping up the floor
and  saw  the  seahorse.  She  said  to  her  father  “Can  you  let  the  sea  horse  
go?    But  he  said,  “No.”  and  she  stomped  her  feet  all  the  way  back  to  her  
room. When she got there, she opened her golden purse and out fell some
magic coins. She rubbed the coins with her mop, and then her wish came
true! The seahorse went free again, and went back into the sea with all of
its friends.
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STORY 3
FRASER, REBECCA, TANISHA, IESTYN
There was a pirate and he dug a treasure chest up with lots of gold in
it,  but  later  when  he  came  back  to  dig  it  up  it  wasn’t  the  same– there
was nothing in it! So the pirate pressed a button, a jewel on the top of
the lid, and then there was millions of gold. And then he found another
box and there was one button on it, too. So he pressed it and it made him
fly! When he went up in the sky he saw a jewel in the sky and he picked it
up and it made him lose all his power. He fell right on top of a bag that was
lying down below on the ground. When he opened the bag up and
emptied  it  out,  it  was  full  of  ….  lavender!    Just  then  all  the  lavender  started  
glowing and that gave him all his powers back
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STORY 4
MADI, LEWIS, LOGAN
There once was an elephant named Big Sausage. He was walking
along on his own when he saw a box and he saw three people in it .
He took one out and he looked at it, and then he put it back in. And then
he took another one out and he looked at it, and he out it back, and then
another one, and he put it back. Then he looked but he saw that they
weren’t  all  the  same,  because  one  had  a  wee  black  bit  on  it.  Then  they  all  
jumped alive! They jumped and they jumped. Thank you for freeing us,
Elephant. They saw stone and it was spinning round, so they rushed over
to  the  stone  as  fast  as  they  could.  Then  the  stone  came  to  life  “What  do  
you  want  to  do  with  the  elephant?”  asked  the  stone.    “Play”  they  all  said  and so they all played together with joy.
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The assessment used a matrix that focused on the end product (i.e., the
story), and this approach uses as criteria the following:
 consideration of evidence to collaborate creatively;
 sensitivity to others;
 an imaginative approach;
 creativity rooted in reflection;
 conceptual thinking;
 creativity informed by critical thinking;
 creativity rooted in sophisticated critical and ethical thinking.
As the pupils were so young, this matrix seemed to complex, and some of
the higher order criteria would have been inappropriate at this stage. The
criteria were adapted, therefore, to suit the level at which the pupils were
working, and those finally used were:


consideration of evidence to collaborate creatively;



sensitivity to others;



an imaginative approach;



conceptual thinking (thinking based on the story concept, i.e. pupils

took account of where they were in the story, with the first pupil using
standardised opening techniques, the next pupil building on this and
creating an event of some kind, and the third pupil drawing the story to
conclusion).

The model used a graded approach, with a matrix A-F, where A= evidence
of flair in execution, and F= no energy in execution. Once again, the model
was adapted, and I used only 3 grades A-C, where A= Flair in execution,
and C= little energy in execution. One pupil, as it turned out, did not
contribute due to particular learning needs. I did not grade him, although
he did sit with his group and was an interested observer. In the end,
where there was no particular evidence to support an A grade, but no real
evidence to support a C, I allocated a B grade.
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Alisha
Rachel
Ellie
Blake
Sian
Willow
Fraser
Rebecca
Tanisha
Iestyn
Mandy
Lewis
Logan

CREATIVE
COLLABORATION

SENSITIVITY
TO OTHERS

IMAGINATIVE
APPROACH

CONCEPTUAL
THINKING

B
A
A
B
B
A

B
A
A
B
B
A

B
A
A
A
A
A

A
A
A
A
A
A

A
B
A
B
B
B

B
B
B
B
B
B

A
B
A
C
B
A

B
A
A
A
A
A
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Feedback on model
How useful was it?
This model was good because it was easy to use, so long as you adapt it
to suit your particular circumstances. It also clarified my thinking on
different aspects of creativity and stopped me thinking in terms of whether
or  not  the  end  product  was  simply  a  “good”  story.    It  was  easy  too,  to  
analyse  in  view  of  the  pupils’  past  experiences  – I could see evidence of
themes recurring from previous stories they had heard. I am still not sure
about using grades, and in future might use statements such as very
evident/less evident/somewhat evident (although I am not sure about this).
One thing was clear, I did have to rely on my own judgement, so the
assessment was subjective, but the statements did help to support this.
Transferrable to different stages/subjects?
Yes, so long as teacher defines own criteria
Design
Easy to use, easy to monitor all pupils on matrix, easy to track pupil
progress
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Assessing Creativity in Storytelling
CASE STUDY MODEL FM/2
FOCUS:
Process which results in a product; Imagination; Originality;
Personal response; Problem solving; Collaboration;
Excellence/quality of outcomes
BACKGROUND
This study examines the same storytelling sessions as the previous one,
but applies a different assessment model. It also extends the assessment
to that of a third session where the pupils produced a book from the
stories they had made.
The children were involved in three storytelling sessions using props.
During the first session the children were given the opportunity to listen to
made up stories using props from a story bag as stimulus. The second
session involved the class being split up into small groups, they were
asked to use props from the story bag to create their own story ensuring
that  it  has  a  beginning,  middle  and  end.  The  children’s  stories  were  
recorded to be used in the third storytelling session. For the final session
the children were shown their stories typed up on a PowerPoint and were
asked to edit their work. The children then created illustrations to
complement their stories.
EVIDENCE
The book produced by the pupils can be accessed in e-format at:
http://www.bookemon.com/book-profile/the-four-wonderful-stories/309147

Process that results in a product
The children were motivated to work hard on their stories and illustrations
because they were aware that their work was going to be made into a
‘proper  book’.
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Imagination
From observing the children during the creative process it was easy to see
who found making up stories easier than others and also who was able to
take on a leadership role within the group. Some groups mirrored the story
that was used to model storytelling, other groups were incredibly
imaginative.
Originality
The  majority  of  the  children’s  stories  were  original.
Personal response
As a personal response to the task the amount of creative thinking that
went into the work was to a high level from most children.

Problem solving
There was some evidence of problem solving, the children were able to
decide on who was starting the story, who was telling the middle of the
story and how they were going to end the story. The children were also
given the opportunity to edit their work, choose colour schemes for the
book, text size, font and also come up with a title for their story.
Collaboration
The children all worked collaboratively on this task including one of the
children with additional support needs, he was able to express his ideas to
the group using a whiteboard. The children used social skills of taking
turns and reaching an agreement to make final decisions.
Excellence/quality of outcomes
The children met the given success criteria of creating an imaginative story
which had a beginning, middle and end. The finished PowerPoint mock-up
of the book looked fantastic and the children were extremely proud of their
finished piece of work. They are looking forward to seeing a hard copy of
their book.
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Feedback on model
Usefulness
This was a useful model that offered clear criteria on what to assess.
Applicability at different stages/disciplines
Any activity that has an end product could be assessed using this model.
Design
I liked this model as it was a systematic approach, this would be useful to
share with management during a planning/attainment meeting. I
personally do not feel I would share all of this information with the children.
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Assessing Creativity in Science – Water Energy
CASE STUDY MODEL CT/4
FOCUS: observation of personal contribution throughout the process
/change though the process.
BACKGROUND
P6 have been studying renewable energy as a topic. During this lesson
they had to search and research, using hyperlinks given, wave energy and
how it works. They were then asked, as part of the plenary session, to
present their findings. The success criteria given for this part of the lesson
were to use cue cards in their presentation and for them not to use any
computer technology in their presentations. The children were working in
their established home teams therefore the children were comfortable with
their teams and appeared at ease in voicing their ideas and opinions.
EVIDENCE
Discussion
Children discussed in their groups their ideas on how to present their
findings. There was definitely more of a buzz with in some groups
compared with others. Children fed off the ideas of others. The more
creative the ideas the more ideas that followed and the more excitement
could be felt within the group.

“Let’s  make  a  cue  card  for  each  piece  of  information  we  have”
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“  Why  don’t  we  start  our  presentation  with  a  kind  of  dance?”
“  Yes,  why  don’t  we  use  our  bodies  to  show  how  wave  energy  works?”

“  This  is  great  fun,  we  haven’t  been  given  any  rules  to  follow”
“  Why  don’t  we  make  it  like  a  game  show?”
“  We  could  use  some  of  the  audience  as  the  competitors”
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“K  and  Z  are  good  at  raps  why  do  they  not  write  one  to  explain  wave  
energy?”
“Yeah,  we  can  do  that”
“I  can  be  the  beat  box  and  then  we  can  swap  over”
“The  rest  of  us  could  do  a  quiz  and  get  the  audience  to  tell  us  about  wave  
energy”
Presentation
All the groups made sure everyone in their group had a part to play in the
presentation although this was not stated in the success criteria. They
used props from the classroom and all the groups were very well
prepared. Only two of the groups followed the exact success criteria and
only used cue cards. These groups were not as enthusiastic and did not
enjoy the task as much as the others. During the presentations one group
were heard to say with a hint of injustice
“  we  weren’t  told  we  could  do  a  dance!”
The Dance
The children used no words in the first part of their presentation they
joined together as a group to show the motion of wave energy and how it
works. They then went on to explain the advantages and disadvantages
through their cue cards. It was a very dramatic start and very effective.
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The Quiz Show
The children in this group used different voices for the compare and the
contestants. They found props within the classroom to set up their set.
They started with two of their team as contestants and then when the
audience could see how the quiz worked they asked for volunteers from
the audience. They even made mock buzzers and used oral sound effects.
The children loved this presentation and really engaged with it.

The Rap
The presentation started with questions fired out to the audience from
different team members. They then consolidated all the information with a
very entertaining rap performed by two of the team members. They asked
the audience to join in after the first run through. The rap was written and
performed by two of the team members. The first started the rap with the
other providing the beat box with their mouth and then they swapped over.
The rest of the team were moving in rhythm to the beat. The key
messages were very clear in this presentation and easily remembered.
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Feedback on model
I found the case study quite risky on my part as I am used to giving more
specific instruction but I was very impressed with the results. Most of the
children loved the fact they were not  given  many  ‘rules’  and  really  
engaged with this freedom but two of the groups found this very difficult to
handle and in the end, with little discussion, simply wrote their findings on
to cue cards and delivered a knowledgeable but creatively uninspiring
presentation. It was very interesting to note that one group felt annoyed by
the instructions of the task, as they felt they had not been told they could
do something more interesting. They found it difficult to see that everybody
had been given the same information and this was just the way they had
interpreted it. I also noted that it was some of the more self-conscious
children who came up with the more creative ideas and volunteered to
perform, using actions etc. I feel the support of the group really helped
build on the creative ideas and I am not sure if this model would work for
individual tasks, especially for the more self-conscious child. I will certainly
use this assessment model again in a different context to see if I get as
good results.
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Assessing a Poster-Making Session

CASE STUDY MODEL FM/2
FOCUS: process that results in product, imagination, originality,
personal response, problem-solving, collaboration,
excellence/quality of outcomes
BACKGROUND
The pupils in the p5-7 class had created a list of rules/guidelines to
follow to ensure hygiene and safety when cooking/baking. They
decided to create an eye-catching poster to display these rules so the
younger class could refer to them as could the multi-stage Golden
Time cooking group. The rules had been taken from the 4-page
“adult”  risk  assessment  and  they  wanted  the  essence  of  these  pages  
to be captured in an accessible format for younger pupils too. They
decided to share out the rules created, and to illustrate each
accordingly. One was demonstrated by the CT to have printed
lettering to be legible and an appropriate illustration, and then
bordered by a boldly coloured outline. A discussion was had about
how the shape could be abstract, and could be in the shape of
something relevant to the rule. They were told to be creative with
their ideas, working in pairs.
In  terms  of  “process that results in product”,  as  an  observer  pupils  
exchanged views, shared and built opinions to develop creativity of
their product. All pairs followed this process.
In  terms  of  “imagination”, pupils used this to create designs which
reflected the meaning of their rule. Some used imagination to a
greater extent by creating shapes to reflect objects or actions linked
to their rule. Some had trickier rules to illustrate and showed
increased  imagination  in  coming  up  with  ideas  “out  of  the  box”.
“Originality”  – some pairs thought totally outside of the box, using
imagination  to  create  a  completely  different  design  which  “wowed”  
the others.
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A personal response was given by each pupil about what they liked
most about their design. They also discussed what they liked about
each  other’s designs  and  what  was  the  “wow”  factor  in  each  of  them.
Problem –solving was demonstrated by some pairs in coming to an
agreement, what was actually realistically going to work, e.g. in terms
of their drawing skills, and in particular by the pair creating the fridge
design  “storing  food  appropriately”  in  problem-solving how the 3D
design would actually work, where the message should be written so
it could be seen, etc.
In terms of collaboration, it was evident observing that the creativity
shown was increased by pupils bouncing ideas off each other, and
extending each  other’s ideas. This gave them the confidence to take
risks in what they were doing.
The  “excellence/quality of outcomes”  was  assessed  by  pupil  
feedback. See “personal  response”  above,  and  also  by  the  Ct  by  
compiling  a  comprehensive  overview  of  each  pupil’s  input  taken  from  
all of the above focus points.
Feedback on model
It was useful as it brought together a variety of assessment
techniques which brought together and gave a fuller picture of each
pupil’s  creative  experience.
How applicable to different stages?
It takes on board such a variety of assessment techniques that it
could easily be applied to younger and older stages.
How applicable to different subject disciplines?
As above, and I can think of a few other previously taught lessons
that this approach could be applied to .
Design
The variety provides coverage and opportunities but could become a
daunting task/time consuming task if used regularly. Perhaps with
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practice using the format it would be easier/quicker to manage.
Some sort of written grid to record comments/observations would be
helpful, without the need for an assessment scale or grade.

EVIDENCE
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Assessing a Story Session

CASE STUDY MODEL FM/5
FOCUS: growth in self-confidence, risk taking, problem-solvng, team
work, experimentation, exploration, openness, thinking on your
feet, dealing with failure.
BACKGROUND
Pupils in the p5-7 class had previously participated in a variety of
imaginative writing activities as well as a storytelling workshop which
had inspired the CT as a she was able to see how imaginative and
creative the pupils were, especially those who struggle with writing
and therefore struggle to communicate their creative ideas. She also
saw how confident they were when working in groups in this context
and how the quiet pupils were standing out as leaders. As a result,
“storytelling”  became  the  “listening  and  talking”  focus  for  the  class.    
Pupils were given a further 2 inputs on storytelling, one by the CT and
one by a visiting storyteller.
Following this the pupils used story cards to support the creation of a
class story. Each card had a character or a setting illustrated on it,
with prompt questions to promote thinking. The aim was for
someone to begin the story based on their card, and the others to
continue the story one at a time, adding in their story card idea whilst
continuing the previous sections of the story, linking ideas.
In terms of growth in self-confidence, this was easily compared
between pre- and post-tests. 4 pupils had struggled with confidence
to speak up and contribute during the first two inputs, but by the
third activity (the one being assessed) they all contributed
imaginative ideas without the look of fear on their faces. One even
began, speaking and telling the story with more confidence than she
Risk-taking came hand in hand with self-confidence for some. Taking
the risk to change the direction of the story was evident in some.
Previously they had been happy to contribute to storytelling but not
individually making the choice for a radical change. Problem-solving
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was executed by a few pupils when the story had taken a turn that
made  their  card’s  idea  harder  to  link  in.  They  used  commonalities  in  
the cards to develop the story.
Although  they  didn’t  discuss  ideas  together,  they  each  used  the  ideas  
of the previous storytellers to develop the story which in essence is
teamwork. It also allowed the observers to see that one pupil
couldn’t  do  that  and  relied  solely  on  the  story  their  card  told.  They  
really struggled with the creativity of linking the sections together.
Experimentation, exploration were evident in all pupils, as well as
openness in the way they were all willing to give it a go. A few
required some support in the way of questioning from the supporter
to develop the story in a logical way for moving on to the next
storyteller.
Thinking on your feet was  hugely  observed  in  all  pupils  as  they  didn’t  
know where the story was going to be up to when it got to them so
they  couldn’t  prepare,    it  was  very  much  improvised  on  the  spot,  
some more naturally successfully than others.
In terms of dealing with failure, some pupils said an addition to the
story  then  evidently  thought  along  the  lines  of  “Oh  no,  where  will  I  go  
next?”  as  they  realised  their  statement  maybe  wasn’t  the  best  they  
could have chosen. However, they thought on their feet and were
creative in getting the story back on track.

Feedback on model
The model provided an array of opportunities  to  assess  pupils’  
creativity. It was a good one to use but perhaps required a good
teacher understanding of the pupils in this context to have a
comprehensive pre-test understanding.
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How applicable to different stages?
All of the focuses for assessment are skills developed across the
levels and stages, so yes; the model could be applied to different
stages.
How applicable to different subject disciplines?
Again, the skills are applied across the curriculum, so could be
assessed across different subject areas.
Design
The pre-test/post-test comparable data was helpful evidence. The
variety of assessable skills creates an overall bigger picture, but could
be time-consuming with larger classes.
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Assessment in Numeracy
Multiplying and Dividing by 10, 100 and 1000
CASE STUDY MODEL FM/1.
FOCUS: OUTCOMES (PRODUCT); ENJOYMENT; SELF-CONFIDENCE;
PERSONAL IMPACT
BACKGROUND:
The children participating are in a P5/6 composite class, there are 18
primary 6 children and 6 primary five children. The children had been set
a challenge whereby they had to use a calculator to complete a multiplying
and dividing by 10, 100 or 1000 calculation (Appendix A). Two groups
were given multiplying by 10, two by 100 and two by 1000. The children,
in their mixed ability groups, were then asked to explain what had
happened to the number after it had been multiplied or divided.
The final part of the task required the children to share their learning about
multiplying or dividing by 10, 100 or 1000 with the rest of the class. This
would facilitate collaborative learning whereby the children would learn
about multiplying by 10, 100 and 1000 by the time they had observed each
groups presentation. The children were given no direction as to how this
was  to  be  presented,  other  than  to  ‘be  as  creative  as  they  liked’.    
Considering the nature of the task given to the children, whereby they
were required to evidence new skills and understanding (knowledge and
understanding of multiplying and dividing by 10, 100 and 1000) and make
connections in their learning, I observed and assessed the children on the
basis of several methods outlined below.
Discussion
Children took time in their groups to discuss and plan how they were going
to present their new learning to others in the class.

One group in

particular struggled to come up with ideas, or agree on any ideas that
were suggested. On this basis, they were given some direction by the
teacher in terms of ideas, following this, they were able to formulate a plan
(it should be noted that this group often find it difficult to work together). It
93

was interesting to note that most groups went with their first suggestion
and then spent time building their plan around this. In future, it might be
useful to ask all children to come up with their own idea and then picked
for  a  few  different  suggestions.    This  may  broaden  children’s  ideas.      

Presentation
All of the groups fully made use of all of their team members. The teams
used classroom furniture and the space in the classroom as props. Each
group came up with an active way to present their learning to others.
Interestingly most groups came up with a school role play scenario.
School Role Play
Five of the groups chose to act out their learning through simulating a
school   classroom,   with   a   ‘teacher’   teaching   and   the   learners   seated   and  
being   taught   by   the   ‘teacher’.      This   idea   may   have   been   influence by an
activity that the children had participated a couple of weeks previous
(children learned about wind energy through a school play).

Children

seem to enjoy this kind of role play and they shared their learning
successfully through this.
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The children in the groups each had one person taking on the role of the
teacher and talking the class through the learning, completing work, work
being marked (reinforcing the rules
they were learning about when the
children got the answer right) and a
summary at the end.
Dance
This group chose to perform a dance
which involved demonstrating how
the numbers moved to the left when
multiplying by 10 and a zero is added
to hold the place and how the numbers moved right when dividing and the
zero no longer being needed.

The children used numbers drawn on

individual white boards to demonstrate this within their dance. Throughout
the dance the other two children in the group to explain what was
happening.

This was probably the most successful group at clearly

explaining and demonstrating the concept.
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Feedback on model
I was quite excited to try out this case study as it was the first time that I
had   tried   out   such   a   task   with   this   class.      From   the   children’s   initial  
reactions to the task, they were also excited by the prospect of learning a
new  numeracy  concept  in  this  way.    In  terms  of  the  children’s  learning,  the  
creative processes involved in this task clearly demonstrated that the
children had understood how to multiply and divide by 10, 100 and 1000
both from their own presentations and the presentations from others. This
was evident in the self-assessment used at the end of the lesson which
required   children   to   show   ‘thumbs’   to   indicate   their   understanding   of  
multiplying and dividing by 10, 100 and 1000. This learning had been
developed through their engagement with their challenge, having to think
about how they could clearly explain this to others. By having to explain
this   learning   to   others,   I   believe   that   it   deepened   children’s own
understanding. Both the children and I enjoyed using a more creative
approach to learning and we are keen to use this again to learn
collaboratively from each other.
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Assessing a Computer-Based Art Lesson

CASE STUDY MODEL CT/2
FOCUS: Commitment and involvement of participant increase in
confidence within the sphere.
BACKGROUND
Project: Design and create a landscape painting in the style of David
Hockney using a computer painting programme (Pixie)
Primary 4 class working on a topic about Farming.
In class we had looked at the work of various landscape painters including
Van Gogh and Francis Boag. Using a variety of media the pupils had
recreated their own versions of paintings by these artists. During these
lessons it became increasingly obvious that the students really enjoyed
finding out about the lives of the artists and looking at and discussing their
work. They produced excellent results and all the children were very
proud of their finished pieces. They were also asking questions such as,
“Which  artist  is  it  next  week?”    My  initial  plan  had  not  been  to  continue  
further with such studies but picking up on what the children wanted to find
out about we started to look at the work of David Hockney, in particular
items  from  his  large  2012  retrospective,  ‘A  Bigger  Picture.’    David  Hockney  
was chosen for a few reasons; he was alive and current (Francis Boag
had proved very popular because of this), in the recent exhibition he had
often painted the same landscape throughout all the seasons, depicting
the changes in nature (we had looked at seasonal changes on the farm
and when we visited a working farm), he was very experimental with
media including using drawing programmes on the iPad. As with the
previous artists we had studied, the students liked watching PowerPoint
presentations  and  YouTube  clips  showing  the  artist’s  work.    

We are unable to use iPads in school because of a compatibility issue with
our server but we do have access to a computer program called Pixie.
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Pixie has the same premise as the drawing tool used by Hockney, you can
choose different colours, various sizes of brushes and overlap colours.
The pupils were familiar with the program and had used it many times
previously. When they used Pixie prior to the assessed lesson it was used
in a similar way to drawing a picture, they would use a brush tool to draw
and  outline  then  colour  their  picture  in,  finally  maybe  using  a  ‘fill  tool’  to  
colour in the background. In creating our David Hockney landscapes, the
students were taking a very different approach.
All pupils were encouraged to be INVOLVED in the observation
process. We looked at video clips of the artist using an iPad to draw. We
discussed how we should start the process and it was agreed to paint all
the blocks of colour first then add detail later by using smaller brushes to
draw and dab. All the children were COMMITTED to trying their best to
use  this  approach.    The  class  were  quite  clear  that  it  didn’t  matter  if  you  
made a mistake because the drawing tool allowed you to go over another
colour. This INCREASE IN CONFIDENCE WITHIN THE SPHERE was a
big step for some of the pupils, who previously when using Pixie would
simply  apply  the  ‘eraser  tool’  to  the  whole  picture,  starting  over  and over
again.
Throughout the painting process the children were COMMITTED
AND INVOLVED, taking great care to observe the original art and then
create their own version.

Feedback on model
This model was based on a case study where creativity was seen as a
process that comes through working an idea through to the very end and
taking it to new places.
It also advised that as the process developed the product could change.
I found this model useful. I liked the idea that we started with the
work of a certain artist and then that work had current themes that ran
through the work of other artists. I also think that it was important that the
children saw the process that the artists had taken to get to their end
product and that was also their goal and that changing and adapting along
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the way was important. Having the freedom to adapt and change without
worrying  about  ‘getting  it  right’  was  essential  in  increasing  their  own  
confidence in their creativity.
I would use this model again. In fact I used aspects of it with both
primary 4 classes while we prepared a Harvest Festival performance. As
we added musical instruments and actions to songs I would change and
adapt, pointing out to the pupils that this was all part of the process, that it
was important to try things out to see if they work or not. To take risks and
to make the discoveries that they bring.
EVIDENCE
Children’s  Quotes

“Art makes you free to do
anything that you want.”

“I like art and when I look at
artists’ work it give me more
confidence”

“I liked doing art on the
computer”
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Assessing a Lesson Linking Art and Literacy

CASE STUDY MODEL FM/3
FOCUS: hard work, generation of multiple ideas, purposeful activity,
collaboration, enthusiasm. Initiative, self-motivation, original ideas.
BACKGROUND
Pupils had been studying the novel The Iron Man by Ted Hughes. The
work in recent weeks had focused on the appearance of the Space-BatAngel-Dragon in the story. Literacy lessons had focused on using
adjectives and similes in poetry writing, the children had used a wax resist
technique to produce a paint and wax picture of the monster and then
worked as a group to plan and build a model of the creature using
materials they collected from home.
Week 1
I  observed  children  as  they  worked  with  partners  to  improve  “boring”  
sentences using adjectives and similes. The majority of the class were
motivated and enthusiastic, they were excited to see the next picture, hear
my boring sentence and improve upon it. The most successful pairs
certainly generated multiple ideas, they were purposeful, collaborated
well with each other, were enthusiastic and self-motivated and came up
with original ideas.
Example:  “The  dragon  was  as  evil  as  the  devil  himself,  as  black  as  
ebony  with  fire  red  eyes  and  a  twitching,  vicious  tail”  (Sam  and  
Lauren).
Week 2
Thinking about the adjectives and similes generated p[previously, or
adding some of their own the children used oil pastels and paint to create
an individual picture of the space monster.
The children were all extremely proud of the finished results, although
using the model as an assessment tool I felt that the class demonstrated
less creative thinking than in session 1. The majority of the class did work
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hard and engaged in purposeful activity, however there was little
opportunity for collaboration and this seemed to have a negative effect
on the enthusiasm and self-motivation of some of the children. Although
the children, perhaps because of the tangible product they produces were
extremely proud of their endeavours and results.
Week 3
For this session the children worked in groups to plan and create a model
of the Space-Bat-Angel-Dragon using resources they had brought in from
home.
The majority of the groups worked hard and generated multiple ideas
about the design of their model and the resources to use. The children
were engaged in purposeful activity and the most successful groups
collaborated well, were enthusiastic and self-motivated, creating lots of
original ideas. During observation I noted that there appeared to be a few
barriers to creativity in two groups. Children who were unable to operate
successfully in a group and found it hard to negotiate and compromise
were  frustrated  and  seemed  to  use  their  energies  to  “fight  their  corner”  
which seems to curb an creativity.
Timothy - “We really wanted to get it all done and make the cave to go
with the dragon so we really had  to  work  hard”
Fearn - “It  wouldn’t  have  worked  so  well  if  we  didn’t  get  on  well  together,
we  weren’t  chatting  though  cause  we  really  wanted  to  get  it  done.”
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EVIDENCE
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Assessing the Creation of a Play Context
Project: Creating a Play Context
CASE STUDY MODEL: CT/4
FOCUS: Observation of personal contribution throughout the
process/ observation of willingness to implement.
BACKGROUND
In  Primary  1  our  focus  for  the  first  term  was  the  story  of  “The  Little  Red  
hen”.  We  read  the  story  and  started  to think about bread. We looked
closely at a loaf of bread and brainstormed all the different things we knew
about it. We came up with lots of ideas and from this we decided we were
going  to  create  a  baker’s  shop  in  the  classroom  because  that  was  one  of  
the suggestions the children made in our initial bread mind map.
We the discussed some of the different types of bread and rolls we could
buy in a baker shop. We looked in books for some ideas. In small groups
the children had the opportunity to make bread items from salt dough and
then paint them. This then formed the start of our baker shop. The
creativity was in allowing the children to discuss and create items to use
and play with in imaginative play situations. The class were actively
involved throughout the process from planning, designing and playing.
This gave them ownership over their own play experiences. The children
worked together using suitable resources that they had some input in.
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EVIDENCE
Here are some photographs of the process:
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Assessment:
The children were motivated and were willing to make the salt dough
bread. They were able to contribute their ideas to the mind map and then
were part of the process to see their ideas come to life. This allowed the
children to have ownership and they were more positive when playing in
the baker shop that other areas of the classroom because they had
contributed to the resources in the play context. The class showed
enthusiasm towards the making of the salt dough and played with the
items on a regular basis and were proud of their items.
Feedback on model:
I found this a good model to use. It allowed the children to be creative and
use the result of their planning and creating through play. I would use this
approach in the classroom again and will do in the new term basing it
around  the  book  “The  Gruffalo”.  Perhaps  mind  map  the  play  context  in  
more detail and allow the children to sue a wider range of resources when
creating a play context. This will allow more children to be involved in the
process when creating an area, perhaps giving different groups a different
item to make.
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Assessing Creativity in Website Design
CASE STUDY MODEL: FM/1
FOCUS: Outcomes (product); enjoyment; self-confidence; impact
Background
Project: Design and build websites
My Primary 7 children were asked to design a website to go along with
their project about natural disasters. This was to reflect the work they were
also producing for a wall display. Guidance was given about content. They
had to include information about where their natural disaster happens in
the world, what causes it, two real-life case studies, and other facts.
It was up to them in terms of creativity as to how their website would look
and what [pages they would have.
The plan was that they would produce an outcome (a website) for an
audience. It will be viewed on the internet at home by parents. I was also
hoping the children would gain in self-confidence and enjoy the process.
I tried to take a very hands-off approach to the project. Letting the children
run with their ideas, I only helped out in terms of technical help during the
project.
Assessment:
Self-assessment
Teacher General Observations:
All the groups managed to produce a working outcome. They may not look
as I envisaged  them,  but  they  are  the  children’s  own  work.
In terms of collaboration and working together I think the groups struggled
a bit with this due to the task. Only one or two of them out of a group of
four could work on the actual suite and the others had to work on research
and create images that would appear on the site. Also, some groups
struggled more than others with the technical aspects because they may
not  have  a  person  in  their  group  who  was  a  computer  “expert”
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All the groups, however, seemed to enjoy the process and are proud of
their finished products. They are very excited to be able to show their
parents at home what they have achieved. I think it has impacted on selfconfidence due to the sense of achievement.
Pupil Self-Assessment:
Pupils were asked to evaluate the project under the following headings:
•

How did you feel about your contribution to the website?
o Did you contribute ideas for the website?
o Did you create work to go on the website?
o Did you help make the website on the computer?

•

Do you think your finished website is a success?

•

Did you enjoy this project?

•

What do you think you learned thought this project?

•

Do you think this process has impacted on your self-confidence in
any way?

Summary of Pupil Self-Assessment:
The pupils all seemed to enjoy the project and expressed a sense of
achievement in the outcome of producing the website. Even if they were
not the one in the group doing the actual computer work, they still felt that
as part of the group they had ownership and had contributed to it.
Some of the children who had not done much of the computer work said
they would have liked to have done more but felt there were others more
capable m in the group who could do it faster.
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When pupils evaluated their self-confidence the children who had done a
lot of the computer work certainly felt that their confidence had increased
and they would be able to apply what they had learned to future projects.
EVIDENCE:
The actual sites can be viewed through the school website, access
through the link: Website Designs
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Feedback on model:
I found this model for assessment useful
In the past, on this kind of project I would have been totally focused on the
quality of the final product. This model allowed me to let go of this aspect
and focus more on the process involved. I was more focused on how the
children were interacting in their groups, if they were interacting with ideas
and suggestions and if they were learning while enjoying the process. I
liked that the final product in effect did not matter as long as the pupils
gained in skills, enjoyed the process and increased their self-confidence
through it.
I would certainly use this approach again in future projects
In talking with the children they felt they would have gained even more out
of it if they were not in such a big group but just working with partners. I
like the fact that they now have the confidence to suggest this and will use
the idea when planning future projects.
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Assessment of a Film Project
CASE STUDY MODEL CT/4
FOCUS: Observation of personal contribution to the process/personal
learning through the process/willingness to make suggestions,
experiment and implement changes. Discussions took place with
participants about their involvement with the project and how they felt both
before and after screening of their film.
BACKGROUND
The work was done over a period of time with P5 pupils. The class were
involved in a project through DCA in Dundee which would culminate in
creating a film. It involved analysis of film, learning to us a camera, taking
photographs (take photographs which looked at items or places from a
different viewpoint), set a scene which would portray emotions through the
staging of the photograph, not through he faces of the subjects. After this
they had to learn to use the video camera, make very short clips showing
a feeling, set in 3 different places then move on to create a film using the
skills and knowledge gained from their earlier work. A film form the class
was screened as part of the Edinburgh Film festival.
It was done over a term, I was only timetabled to take the class for one
afternoon each week so this was the time used for the project.
The pupils worked in pairs, or later in groups.
Observation of Personal Contribution:
All pupils contributed to the process, all took still photographs, some
finding  very  unusual  things  or  points  of  view,  and  they  sued  each  other’s  
ideas as a springboard for their pictures and were very encouraging of
each  other’  s  efforts.  During  these  sessions  there  were  no  dominant  
pupils. As we moved into group work it became obvious that there were 3
or 4 pupils who assumed control of their groups. There was no challenge
to their leadership and it did seem to be based on ability to see their ideas
in action and to share or delegate tasks to others in the group. When
groupings were changed these pupils assumed leadership of the new
group, when put together they shared the decision-making fairly evenly.
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Directors/producers in the making! What was also evident was that there
were 2 pupils who had good skills with the video camera. Everyone tried,
but  these  2  were  technically  better,  so  were  chosen  to  be  the  “camera  
operators”  and  they  were  very  pleased  to  be  doing this.
Personal Learning:
All pupils learned new skills in film analysis and in using a camera and
video  camera.  They  learned  about  “mis  en  scene”.  Many  took  photographs  
at home, bringing prints into school and there was great excitement
surrounding the project. They all learned their views were important and
were happier to contribute to a group.
Willingness to make suggestions/experiment/implement change:
All the pupils contributed to their group discussions, experience of
collaborative working helped, but as this was new to them all, they were
keen to hear from everyone. There was one child who never really
contributes to group wok who became one of the leaders of a group.
There was constant experimentation, pupils were comfortable trying new
ideas or amending their plans. Storyboards were abandoned by one group
altogether and they just films then edited out what  they  didn’t  like.
Discussion with Participants:
I discussed how they felt about taking part in the project when I first
pitched it to the class and many were nervous, unsure ort worried that they
wouldn’t  be  able  to  make  a  film  as  an  end  product.  Everyone  contributed  
to a short film and we selected one to represent the class at the film
festival. At this stage I collected views from the class again, and they were
all more confident, knew more and talked to their parents about films they
were watching t home. Two or three had tried making films at home. I did
not have to discuss the end product with the group who went to the film
festival as they had to talk to the cinema audience about the process and
answer questions from the floor, both technical and regarding their
creative decisions. Back in school as a class we discussed
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if they enjoyed the project and would they like to do more filmmaking?



Did they contribute as much as they could? What could they do
differently if they were involved in something similar in the future?

Feedback on model
The model supported self-assessment and reflection. It was useful, as it
made making observations purposeful and they could inform discussion
with the pupils about their contributions. It asked them to consider how
they could apply their learning in future contexts.
Applicability to other stages/subjects:
This model could be used at any stage, it does depend on the ability of the
teacher to make relevant observations and the pupils to be able to be
reflective, and it would however support pupils in becoming more reflective
Design of model:
It was good to focus observations on particular skills or behaviours.
Making relevant observations is quite difficult: this provides a framework
for them. Building time in to do this made it possible to consider the impact
of the project on their creative or softer skills, not only on the technical; or
literacy outcomes which would be the usual assessment focus.
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Assessing Games Design (P.E.)
CASE STUDY MODEL CT/1
FOCUS define  and  explore  what  you  know’ and r ‘  how to apply (this)
knowledge’.
BACKGROUND
Our P4/5 class has been working in Physical Education to develop their
individual and group ball skills through the study of invasion games like
basketball, football and hockey.
Setting the challenge
I decided that a good way of evaluating how well the children had
advanced their understanding in this area was to put it to the test and have
them show and share what they know. The class were issued with the
challenge of creating an activity which would develop any or all of the skills
we had been looking at over the past few weeks. There was an emphasis
placed upon cooperative working in a group and making the activity
interesting.
Getting started
We discussed the value of reflecting on the different activities they had
done over the last few weeks, thinking about which had they enjoyed,
which seemed fun, which made them work hard? This sparked a great
deal of conversation, sharing of personal opinions and reasoning and
justification of choice.
As is often the case when left to make their own groups the children
settled into friendship groups. As is often the case they very quickly
realise that this is not the best idea!
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‘I’ve  got  ideas’
‘Let’s  do  this  one  it’s  the  best  
idea’
‘I  want  to  do  this’
‘I  know  what  we’ll  do’

Children struggled initially with selecting ideas as they all wanted to use
their own which they felt was the best!

Working through it
I thought that this task, by design, lent itself to a great deal of discussion
and practical testing of ideas. However all of the groups set to the
recording of the task so quickly and seemed to spend little or no time
brainstorming ideas before deciding on final choices. It was like a whole
step in the process was skipped as they dashed to produce the final
instruction card. At this point I had to step in and remind them all to try out
their activity so that they could see how it would work in practice as
opposed to how it just looked on paper.
This slowed down the process somewhat and helped the children to
realise  what  did  and  didn’t  work.  Some  also  found  it  difficult  to  break  down
their  activity  into  small  enough  steps  to  share  or  ‘teach’  it  to  other  children.  
They  knew  how  their  activity  worked  and  couldn’t  consider  anyone  else  
struggling to understand or follow it.
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‘This  looks  fab’
‘I’ve  got  all  the  stuff  on  it’

Each member of this group made an instruction card so there was some
debate about which to use and a lot of time wasted which could have been
spent creating and being more imaginative.
Sharing their ideas
When all the groups were ready we set about sharing the activities with
the rest of the class. One child from each group stayed with their own
activity whilst the others moved around to try out the other activities. This
was  when  I  began  to  observe  the  children’s  creativity,  which  if  I’m  honest  
was a little lacking and disappointing until now. Prior to this lesson I had
expected the children to show their creativity through their designs of the
task. I imagined that they would create a vast array of different and
unusual ways to share their skills. Instead they very much recreated
copies of work already done by me during PE in the weeks leading up to
this lesson. I felt as though I had stifled their creativity through too much
prior  learning  and  a  lesson  where  I  didn’t  stress  the  importance  of  their  
exploring their ability to show creative thinking.
Creative thinking began to show when the children had to describe their
activities to others. When the children started to challenge their activity
and what they were expected to do I could see and hear the children then
having to rethink what it was they were actually asking of their peers. They
had to reword, rethink and redeliver their activity in new creative ways in
order to explain further what they wanted. They began to demonstrate,
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use the children as models, simplify the activities they had and did this as
a  prompt  reaction  to  their  peers’  questions.

Reflecting on the task
A good deal of this activity worked well. All of the groups co-operated, all
of the groups produced an activity and all of the groups worked to try out
the activities and then gave the other teams feedback.
Sadly in their activity design the children showed little or no creativity as I
had hoped for. There were no flashy new ideas, novel resources or
intricate designs. Perhaps my understanding of creativity needs
rethinking? Perhaps my hopes for this task were all wrong?
There  was  a  great  deal  of  creative  thinking  shown  through  the  children’s  
skills of elaboration, reasoning, persistence and patience. I could clearly
see the children who rose to the challenge of this and those who need
more experience. I can tell you who the creative thinkers are in the class.
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As suggested by case study CT/1  ‘a  professional  can  recognise  
creativity  and  should  be  trusted  to  do  so’. I think this task has shown
me that creativity cannot always be planned for, will not always show itself
in  the  way  you  imagined  and  that  it  is  not  always  about  an  ‘eye-catching’  
end-product. Creativity, imagination and being artistic are very different
skills and qualities. Careful observation and interactions by the teacher
with the children can help to realise, assess and evaluate creative qualities
in individuals or the work they are doing.

Feedback on model
This activity strengthened my belief that agrees with case study CT/1:
‘That creativity  is  a  process  rather  than  a  state’.  
Teachers know their pupils and understand how they think and learn. They
should be encouraged as professionals to trust this without having to
justify or explain their professional judgement through the use of checklists
and “ticky boxes”!  Neither of which would help to validate an opinion about
creativity!

120

Assessment within a Class Topic – The Iron Man
CASE STUDY MODEL FM/1
FOCUS: outcomes (product); enjoyment; self-confidence; personal
impact
CASE STUDY MODEL FM/2
FOCUS: process that results in product; imagination; originality;
personal response; problem-solving; collaboration;
excellence/quality of outcomes.
BACKGROUND
I have always sought to promote creativity in the primary school
setting and here Teresa Amabile's work on managing creativity has
been a particular influence. My planned topic work for this past
teaching block is very typical of my every day approach. I hope to
build expertise, creative thinking skills and motivation which Amabile
sees as the essential components of creativity. The right
environment is vital if creativity is to flourish.
Working with the context
“Where  had  the  Iron  Man  come  from?  Nobody  Knows.”  Chapter  1  The  Iron  
Man
P4 put forward their ideas here.
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He came out of
a black hole

Where did the Iron Man
come from – nobody
knows, but Primary 4 have
got some great ideas!

He has come from
the future
A genius made a
robot and he came
to life
He came from
outer space

In a junk yard sticky tar
joins pieces of junk
together and the Iron
Man is made

Someone poured a
strange liquid into a bin
and the bin became the
iron man

He was built by an evil
scientist but the Iron
Man turned out to be
good!
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Who are we? Children Personal  Learning  Logs  using  “Callouts”  for  the  first  
time. Samples of creative presentations:
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How big was the Iron man? Taller than a house. His head was as big as a
dustbin. Maths estimating and measuring activity. Children working in
small groups and using trundle wheels measured and marked out their
Iron Man. They thought their 34m tall Iron Man might get up and walk
away. See Images Appendix 3
They then went on to build an Iron man in the classroom- making use of cuboids (cardboard boxes sought out and collected by the children) and
their properties, three rolls of sellotape and lots of silver foil. Class love
their Iron Man though he is only 3m high.
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“Creativity  is  defined  as  the  tendency  to  generate  or  recognize  ideas,  
alternatives, or possibilities that may be useful in solving problems,
communicating  with  others,  and  entertaining  ourselves  and  others.” –
Robert E. Franken, Human Motivation
Creative products can be celebrated and studied
BBC Animation of Chapter 1 viewed by children as an example of a
creative response to the text. They discussed how the adaptation
enhanced the text- eg sound effects- how were we entertained…
Youtube: Ted Hughes in a BBC Interview describes how when he read
The Iron Man to his children, he used a drum to build the tension. His
children thought it was too scary.


P4 experimented with tuned and unturned instruments and theatre
reading to enhance their reading of the beginning of Chapter 1 and
to entertain and engage their listeners.



Theatre Reading/Drama “The Chant of the Awakening Bulldozers
by Patricia Hubbell. Group creative responses and adaptations.



Creative dance led on from this with children working on robotic
style  dancing  with  “the  coming  of  the  Iron  Men”  as  a  starting  point.

Problem solving - would the Iron Man rust in the sea? Small group
discussion  starter  using  Concept  Cartoons  in  Science  re  “Rusting”,  
resulted in the setting up of classroom experiment to investigate conditions
in which iron rusts. The common misconception here was the belief that
the iron sample would not rust when completely immersed in water, salty
or  otherwise.  All  the  children’s  thoughts  on  the  matter were given equal
credence. They devised their tests and were especially keen to measure
amounts of water and salt out. It is important to recognise that problem
solving  of  this  nature  allows  children  “to generate or recognize ideas,
alternatives, or possibilities  that  may  be  useful  in  solving  problems”  see  
quote above.
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Note  to  self:  As  teachers  we  must  recognize  the  “novelty”  and  the  
“excitement”  that  is  generated  by  ideas  and  concepts  that  children  
encounter or make sense of for the first time. We must ensure an
engaging context and allow for a creative response to questions that arise.
“Creativity  is  the  ability  to  find  new  solutions  to  a  problem  or  new  modes  of  
expression; thus it brings into existence something new to the individual
and to the culture.”  – Dr. Betty Edwards, Drawing on the Right Side of the
Brain
“I  define  creativity  as  the  act  of  turning  new  and  imaginative  ideas  into  
reality. Creativity involves two processes: thinking, then producing.
Innovation is the production or implementation of an idea. If you have
ideas,  but  don’t  act  on  them,  you  are  imaginative  but  not  creative.” – Linda
Naiman, Creativity At Work
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Simile diagrams- using imagery to describe their own drawings of Iron
Men.
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Descriptions of settings- using beginning of Chapter 2 as inspiration.
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Creating  a  seascape  in  the  classroom.  Children’s  artistic  skills  and  creative  
use of pattern used to build waves for seascape, helping to set the scene
for Chapter 1 of the Iron Man. “The  gulls  took  off  and  glided  down  low  over
the great iron head that was now moving slowly out through the swell. The
eyes blazed red, level with the wavetops, till a big wave covered them and
foam spouted over the top of the head. The head still moved out under
water. The eyes and the top of the head appeared for a moment in a
hollow of the swell. Now the eyes were green. Then the sea covered them
and the head. The gulls circled low over the line of bubbles that went on
moving  slowly  out  of  the  deep  sea.”
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Class  created  a  “mobile”  feast  for  the Iron Man from silver foil- children
investigated how to create sculpture from this medium and worked
together to put their mobile together. This was a very open ended taskwhich generated its own inspiration as shapes and forms were put
together.

Feedback on model
The case studies made interesting reading but do highlight the subjectivity
involved in assessing creativity.
“Creativity  is  generating  new  ideas  and  concepts,  or  making  connections  
between  ideas  where  none  previously  existed.” – Mitchell Rigie and Keith
Harmeyer, SmartStorming
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“Creativity  is  any  act,  idea,  or  product  that  changes  an  existing  domain,  or  
that  transforms  an  existing  domain  into  a  new  one…  What  counts  is  
whether the novelty he or she produces is accepted for inclusion in the
domain.” – Mihaly Csikszentmihalyi, Creativity – Flow and the Psychology
of Discovery and Invention
Every member of the class should feel that creativity is fostered and
valued within the whole school and that there is the possibility that their
ideas may be  accepted  for  “inclusion  in  the  domain.”  As  educators  we  
need to be prepared for and value the idea that pops out of the blue.
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Assessment in Social Studies
CASE STUDY MODEL: FM/4
FOCUS: goal-oriented; outcomes of value; degrees of originality;
cross-curricular/interdisciplinary
BACKGROUND
Project: Climate comparison
The children (p4-7) were asked to extract key information in order to
compare the climate in France with Scotland
They were asked to share what they had found by presenting a weather
forecast to the rest of the class.
The children were given the freedom to make props, dress up and create
slides to display on the interactive whiteboard to help with their
presentation. Some even took it further and used audio network to display
bulletin  music  at  the  start  of  their  “performance”.
Outcome
Over all, the children were able to summarise the main climate throughout
the different seasons within different parts of France (goal oriented). They
also made reference to similarities and differences within their
presentations about climate in France compared with what they know
about the Scottish climate (outcomes of value).
The drama presentations were peer assessed using “2 stars and a wish”
– verbal feedback against the activity’s  success  criteria.  
Feedback on model
As a model, this could be used at different stages of the school, and to
assess a variety of projects. This model fits with the way many projects are
currently evaluated/assessed in the primary school. It is, however, an
informal model. Evidence can be provided in the form of
video/photographs if considered desirable. See photographic evidence
below:
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Assessing an Inter-disciplinary Theme
CASE STUDY MODEL FM/6
FOCUS: focus is slightly different at each stage but it includes –
divergence, generation of lots of ideas, newness, playfulness,
making connections, ability to evaluate (value), purposeful activity
BACKGROUND
“Divergent  thinking  isn’t  the  same  thing  as  creativity.    I  define creativity as
the process of having original ideas that have value. Divergent thinking
isn’t  a  synonym  but  is  an  essential  capacity  for  creativity.    It’s  the  ability  to  
see lots of possible answers to a question, lots of possible ways to
interpret a question, to think laterally, to think not just in linear or
convergent  ways,  to  see  multiple  answers,  not  one.”
Ken Robinson: The Element, How finding Your Passion Changes
Everything, 2009
I look for creativity in all that my pupils do and in all the ways and topics
that I teach. My mainstay for teaching and assessing is that we can be
creative and divergent without being high academic achievers.
Sometimes children who seem to be the least able pose the best
questions and one of the highest accolades I offer  in  class  is,    “That  was  a  
great  question!”    
Creativity is apparent across all areas of the curriculum and should be
equally valued in all areas. The child who solves a maths problem
inventively and can explain the solution so that others understand is being
creative, the gymnast or footballer who does something differently,
uniquely, is creative as is the musician or artist. Drama is something I
hang my teaching around. Being able to perform is an essential teaching
skill and the confidence drama gives pupils boosts their creativity
enormously. Working together as a team, creating something that is not
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subject to negative judgment, having fun and receiving praise for thinking,
sharing, adapting and performing is such a confidence booster.
Feedback on model
Drama
This term we are studying the novel The Hobbit and comparing it with the
film. In drama pupils were asked to create a still picture of the three trolls
about to cook the Hobbit. One pupil was the director/modeler of the
scene. Six groups all produced a variation on the theme. The lesson
progressed to include dialogue and movement and while pupils displayed
skills previously learned the creative element was that they felt confident
to adapt the scene, to add Scottish dialect or create a different outcome.
Because creativity is so highly valued in class pupils let go, think outside
the box and share, adapt, develop and praise each other. Thinking is
valued and this lets creativity develop.
Art and Design
In art the learning intention was to develop structural 3D skills using forms
as bases. Out came paper mache, mess and laughter. Once the basic
skill was understood pupils were asked to develop a paper mache face
based on a character from the novel. I suggested trolls since the
outcomes were likely to be gnarly and easily adapted to troll faces. One
pupil was very enthusiastic and careful. His result, before painting, was
superb and he decided to make a Hobbit instead of a troll. Immediately
others were offering suggestions for ways to create hair, moustaches and
props. Pupils set off to pleat, weave and sew felt in to hats. Others
suggested  we  could  spray  the  trolls’  faces  with  some  left  over  green  spray  
paint from a previous lesson and before I knew it a group was outside
trying out various ways of spraying with colours and textures. These
things  don’t  just  happen,  they  have  to  be  encouraged.    Children  have  to  
know that thinking outside the box, being divergent and creative is valued
and before you know it they will be creative and they will think for
themselves. They then decided to use the same ideas to create a life size
dragon.    “What  is  the  life  size  of  a  dragon?”  I  asked  and  twenty  minutes  of  
thoughtful and thought provoking discussion ensued. Final decision? Life
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size was the size of the best box we could find and attach to a wall!
Creativity breeds practical solutions.
Literacy and English
Create the back-story of the Trolls. How did they meet? Use dialogue to
develop the characters.
My pupils love to write. At the end of last term they asked to do some
creative  writing  rather  than  relax  with  a  movie  or  play  games.    It’s  hard  to  
hold back the ideas when we start to discuss a story. They needed to
develop narrative skills so that was what I was looking for in my
assessments.    Pupils  didn’t  just  use  dialogue,  they  wrote  in  dialect,  they  
played with words and familiar locations and made them Troll friendly.
They used ideas from computer games but developed them and recreated
scenes. They thought, they thought divergently and they valued each
other’s  writing.
Children had to produce a speech to present to the rest of the school in a
house captain election. This took a lot of confidence and a lot of
emotional and intellectual risk. All were up for it. We established the
basics and they were left to be as creative as possible. The thought about
presentation, jingles and slogans and since the speeches would be
available to be read they considered how they would look. No two were
the same. The sharing of ideas as they listened to and supported each
other was instrumental in developing the final product. Divergent thinking
was asked for and produced.
ICT
One of the aims of the topic was to use Game Based Learning and
develop  children’s  thinking  and  ICT  skills.    Open  Source games were
provided and once pupils had learned how to play them they were to adapt
them., to get into the coding and create their own characters and scenes.
They worked in pairs and bounced ideas around like balls. ICT is an
elemental aspect of life  for  young  people.    They  don’t  think  about  it  in  the  
way that older people do. They use it. English for a young non-English
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speaker is almost learned by osmosis, through movies and music and ICT
seems to be learned in a similar way. Children have no fear. They were
unpicking programs and code before I could finish telling them how. They
were downloading images related to the Hobbit and creating character
stories for them. Someone suggested they upload an image of
themselves and use Paint to adapt it as a game character. This led to
much discussion about Internet safety and as it was in context, it was
relevant and real. Stories were developed for the games, ideas were
shared.    They  played  each  other’s  games  and  rethought  their  own.    I  had  
problems understanding coding, despite having been on a course. They
didn’t.    Again,  having  confidence  and  skills  or  knowing  how  and  where  to  
acquire skills leads to creativity.
Homework
One  of  this  term’s  homework  tasks  was  to  sketch  a  character  from  The  
Hobbit. Cartridge paper was provided and 4B drawing pencils offered.
Children brought in their sketches almost daily and showed how they were
progressing.    One  pupil  developed  his  into  a  painting.    He  didn’t  ask  
permission  (he  knew  it  wasn’t  required  – going an extra mile is valued not
condemned!) He created a wonderful painting of Gollum. Confidence and
knowing that your work and efforts are valued develops creativity.
Outdoor Residential Experience
P7  are  going  away  for  a  week’s  residential  experience.    Interpersonal skills
were very important in deciding on dormitory and activity groupings. The
confidence and creativity that has been established in class made this an
easy task. No one wanted anyone to be unhappy and no one wanted to
be away from people they were comfortable with. The discussion that
ensued was exceptionally creative. My class is well versed in restorative
approaches and ideas flew about yet always making sure that no one was
uncomfortable. The creativity in coming up with a solution that suited all
was amazing and the speed with which it happened was equally
astonishing. This really convinced me that creativity is essential to
fundamental life and work skills. In an establishment where creativity is
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valued and ideas are valued and shared and where all feel confident,
solutions happen and change takes place. The four capacities of the
Curriculum for Excellence are met:


Successful learners



Confident individuals



Responsible citizens



Effective contributors
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Assessing Environmental Studies
CASE STUDY MODEL
The class teacher took an alternative approach to this project stating that
when it came to using the case studies the class teacher read them all,
and rather than focusing on one, used elements from all of them as they
related to the work in class.
Therefore, all the case study models are appropriate for this example.
BACKGROUND
Our  class  topic  this  term  is  “Earth,  her  materials  and  disasters”.  I  always  
begin a new project by consulting the children and establishing what they
already know about the subject. The children are actively involved in the
planning process and together we create a master plan for the term which
takes account of the milestones and learning outcomes for their level, the
children’s  own  knowledge  and  ideas  and essentially what they want to
achieve throughout the process.
Feedback on model
The children are very accustomed to having a say and contributing
towards their development plan. They know that their ideas will be listened
to and acted on, they recognise their own part in contributing to the overall class success and they understand that sharing ideas breeds
confidence and ultimately the ability to inhabit a project as it becomes their
own personal undertaking. Consequently our brainstorming sessions are a
wealth of relevant and creative ideas and see photographs 1 & 2 below.
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photo1

photo 2
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One  major  outcome  from  our  brainstorming  session  was  the  children’s  
desire to undertake scientific experiments. They wanted to replicate
volcanoes, fog and a vacuum and more importantly they wanted to see for
themselves how every day materials can react with each other. The
enthusiasm generated was explosive! Parents have provided household
items without having to be asked, to the extent that an experiment table
has been installed in our classroom. We have now decided on an
extensive list of experiments to be scheduled every Wednesday afternoon
for the next 7 weeks. This will include Miniature divers of the Titanic, make
your own fossils, lumpy liquids and squishy solids, make your own lava
lamp  and  “boy,  oh  boy  it’s  buoyancy”.
I have included photographs of our initial experiments session (Photos 3, 4
& 5)

Photo 3
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Photos 4/5

It is already very apparent that the children are using problem-solving and
hypothesis building. Furthermore, they are being very diligent in the
documentation of their results and peer evaluation of themselves and their
fellow group members is happening automatically. The children are
thoroughly enjoying making discoveries for themselves. They are seeing
things differently and thinking differently about things.
Planned drama and language activities have also shown that when
children are motivated to learn and self- confident within their peer group,
creativity  will  flow.  This  is  particularly  evident  when  the  children’s  
imaginations are allowed to go wild.
Initially, the children were required in small groups to plan and discuss
which particular aspect of the Titanic they wanted to portray. This prior
collaboration and engagement with others was essential in promoting
confidence and self-esteem within a small group. In some instances, a few
children would give very little away at this stage but the opportunity to
absorb ideas from others and establish their own comfort zone was
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essential before the individual child went away to prepare their own
monologue.
Each individual monologue is progressing well. Each is unique and the
children are excellent peer assessors, encouraging each other to take
risks and experiment with new ideas, telling each other when something
doesn’t  work  and  being  open  to  constructive  criticism.  They  are  very  
enthusiastic about performing to the rest of the school in our Class
Assembly  in  a  few  weeks’  time.  
The notion that creativity is a process and not essentially a state is
evidenced below. The class was given the autonomy to design and create
their own tray labels and also a display wall of their choice. It struck me
how such a simple task as designing a tray label could highlight  a  child’s  
exploration and definition of who they are.
The children came up with the idea of a jigsaw wall display in which every
member of the class (including me) had to design a jigsaw piece
displaying their own unique personalities and interests. These jigsaw
pieces are now interlocked and proudly displayed to show how well we fit
together as a class.

Photo6
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Photo 7

Our class took part in a creative dance taster which was offered to the
whole school this week by Fife Active Schools. The children had a
fantastic time and although it was very structured, the children gained a
great sense of achievement and demonstrated concentration and
remarkable team spirit, especially since some of our older boys would not
naturally show enthusiasm for dance. This was definitely a case of the
ensemble being greater than the sum of its parts.
The children are full of ideas and suggestions for a 3D art display and we
are in the process of creating 3D Titanic and iceberg. Appropriate
materials for the iceberg have been negotiated (white tissue paper, blue
chalks, papier mache and glitter), the seascape has been painted. Our
next step is to plan the finer details of masts, anchor, life buoy and
lifeboats and possibly even a few people falling overboard  …….  who  
knows?!
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Autonomy is important for the teacher too. I know that my enthusiasm for
teaching is increased as a direct consequence of being able to spread my
wings and embrace creativity within my classroom. I am continually asking
myself: What new ideas are possible? Can I create something new? What
are  my  and  the  children’s  suggestions?  This  in  turn  is  transferred  to  the  
children.  I  don’t  feel  in  any  way  restricted  by  a  prescribed  choice  of  topics  
or the methods by which I teach. If I were to feel compartmentalised and
bound  to  follow  a  set  “Topic  plan”  then  I  know  I  wouldn’t  feel  nearly  as  
empowered and my teaching skills would be significantly diminished.
Confidence, experimentation, enthusiasm, reflection, being open minded,
using initiative, sheer hard graft and above all pride and enjoyment in what
I  do  all  come  into  play  here  but  isn’t  that  what  good  teaching  is  and  always  
has been about?
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