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1. A challenge





What kind of a thing is creativity?

OECD 2030 Framework for Education





attribute, capacity, capability, character, 

characteristics, cognitive skill, 

competence, competency, 

cross-functional skill, disposition, 

habit of mind, key competence, 

non-cognitive skill, soft skill, 

trait, transferable skill, transversal skill, 

twenty-first century skill, wider skill 













2. Creativity in schools



The Centre for Real-World Learning’s model of creativity









1. Fluency (the ability to produce great number of 

ideas or problem solutions)

2. Flexibility (the ability to simultaneously propose 

a variety of approaches to a specific problem)

3. Originality (the ability to produce new, original 

ideas)

4. Elaboration (the ability to systematize and 

organize the details of an idea in a head and carry 

it out)

Joy Paul Guilford



‘Imaginative activity fashioned so as to produce outcomes that are 

both original and of value.’

UK National Advisory Committee on Creative and Cultural Education, 1999

‘Creative Thinking in PISA 2021 is defined as the competence to 

engage productively in an iterative process involving the generation, 

evaluation and improvement of ideas, that can result in novel and 

effective solutions. Creative thinking is enabled by domain knowledge, 

curiosity, confidence, goal orientation and task motivation, as well as 

by external conditions, and it can be both an individual and 

collaborative endeavour.’

OECD Directorate for Education and Skills, PISA 2021 Creative Thinking







3. Why does it matter?







Technical skills 
Know-what and know-how

Behavioural and 
social skills 

Self-confidence, energy, 
perseverance, passion, 

leadership, collaboration, 
communication

Creativity and critical 
thinking skills
Creativity, critical thinking, 
inquiry, imagination, 
curiosity, ability to make 
connections, 
metacognition...

What skills should education systems foster 

according to OECD?



Leslie Gutman & Ingrid Schoon (2013) 

The impact of non-cognitive skills on outcomes for young people. 



A significant positive impact on achievement

Focus Type of study Authors and date Effect size

Critical 

Thinking

Meta-analysis Abrami et al., 2015 medium

Critical 

Thinking

Meta-analysis Higgins et al., 2005 large

Creativity Meta-analysis Gajda et al., 2016 small

Lucas, Bill (2019)



OECD project on fostering and assessing students’ creativity

and critical thinking

1. Articulate a common international language

2. Develop an exemplary bank of pedagogical

resources to teach and assess creativity and 

critical thinking as part of countries’ (current) 

curriculum 

3. Develop professional development plans

4. Develop and pilot evaluation instruments to 

measure the effects of pedagogical practices on 

pedagogies, beliefs, social and behavioural skills, 

and standardised measures of creativity and 

academic achievement



Round 1 

(2015-16): 

Brazil, France, 

India, Hungary, 

Netherlands, 

Russia, 

Slovakia, 

Thailand, 

United States

Round 2

(2016-17): 

Brazil, France, 

India, Hungary, 

Russia, Spain, 

Thailand, 

Wales (UK), 

United States

Fieldwork over 2 school years in 11 countries with 800 teachers 

and 20,000 students in 320 primary and secondary schools



Fostering Students’ Creativity and Critical Thinking

• Creativity and critical thinking can be learnt
and assessed in all subjects

• We need to be intentional and thus clear
about what we try to achieve: rubrics help 
clarify

• Teachers need support: professional learning
opportunities and scaffolding (resources, 
examples, peer learning, etc.)

• It is not easy, it takes time, but it is feasible –
and real teachers in real-life settings have 
already done it

• There are many different ways to do it (and 
just starting to move the needle is an 
important step)



Design criteria for good lessons

1. Create students’ 
need/interest to learn

2. Be challenging

3. Develop clear technical 
knowledge in one domain or 
more

4. Include the development of a 
“product”

5. Have students co-design part 
of the product/solution or 
problem

6. Deal with problems that can 
be looked at from different 
perspectives

7. Leave room for the 
unexpected

8. Include space and time for 
students to reflect and 
give/receive feedback



Ireland



Australia



Asia-Pacific



Singapore



Canada



USA



Wales





Countries across the world are specifying creativity



PISA Creative Thinking, 2021





Approaches to assessing capabilities

PUPIL TEACHER REAL WORLD ONLINE

Real-time

feedback

Photos

Self-report

questionnaires

Logs/diaries/  

journals

Peer review

Group critique

Digital badges

Portfolios

In-process 

evaluation

Criterion-

referenced 

grading

Performance  

tasks

Rating of 

products and 

processes

Structured 

interviews

Capstone 

projects

Expert reviews

Authentic tests eg

presentations,

interviews

podcasts

films

Gallery critique

Exhibitions

Reliable,  

validated 

online tests



An example from Rooty Hill High School



https://tallishabits.herokuapp.com/flock


Ruby’s creative powers

Collaboration

Curiosity

Craftsmanship Confidence

Communication

Creativity

Commitment





4. Effective teaching



‘I think you should be clearer about step 2!’



A cyclical process of embedding creativity



1. Learning almost always framed by engaging questions which have no one 

right answer

2. Space for activities which are curious, authentic, extended in length, 

sometimes beyond school, collaborative and reflective

3. The opportunity for play and experimentation 

4. Opportunity for generative thought, where ideas are greeted openly 

5. Opportunity for critical reflection in a supportive environment

6. Respect for difference and the creativity of others

7. Makes creative processes visible and valued

8. Actively engages students as co-designers

9. Integrates a range of assessment practices within teaching

10.Leaves space for the unexpected

Ten principles for a creative eco-system

No Sometimes Mostly Yes



Three key approaches

.

1.Split Screen Teaching

2.Visible Thinking

3.Signature Pedagogies



1. Teach knowledge and creativity



2. Make creative thinking visible and habitual



3. Use signature pedagogies

Lee Shulman (2005) Signature pedagogies in the professions. 

Daedelus, 134, 52-59

http://www.cericbrown.com/wp-content/uploads/2014/02/Fingerprint.jpg
https://acluct.org/wp-content/uploads/2013/08/20070521dna.jpg


Problem-based Learning

1. Questioning techniques

2. Mantle of the Expert

3. Philosophy for Children

4. Role play and simulation

5. Reframing

6. Perspective taking

Growth mindset

7. Group working

8. Peer teaching

9. Authentic assessment

Classroom as 
Learning Community

Deliberate Practice

10. Drafting

11. Expert demonstration

12. Student feedback

13. Possibility Thinking

14. Process mapping

15. Meditation

Playful Experimentation



Some key methods
case studies

problem-based learning

thinking routines

philosophy for children

role play

games

deep questions

teacher modelling

authentic tasks

thinking out loud

peer teaching

coaching

self-managed projects

enquiry-led teaching





5. Implications?



Shifting the paradigm?

Alice laughed: 

"There's no use trying," she
said; "one can't
believe impossible things."

"I daresay you haven't had much
practice," said the Queen. 

"When I was younger, I always
did it for half an hour a day. 
Sometimes I've believed as 
many as six impossible 
things before breakfast." 

60Lewis Carroll, Through the Looking Glass, 1871



… but it is possible

Alice: 

This is impossible.

The Mad Hatter: 

Only if you believe it is.

61
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