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Some key lessons for school leaders

Making the case for change within and beyond the 

school and debunking myths about creativity

Creating a conducive culture for creativity to flourish, 

often in unfavourable accountability regimes

Mandating a different kind of curriculum planning

Creating opportunities for interdisciplinary learning 

and for teachers to co-design lessons

Developing a school-wide repertoire of signature 

pedagogies

Building understanding of and confidence in using a 

range of formative assessment techniques 

Engaging with learners as active agents in their 

learning

Collaborating with a range of external partners

A different kind of professional learning and leadership development













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











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. 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 learning eco-system







Evidencing dispositions like creativity

Pupil

Real-time  

feedback

Photographs

Self-report 

questionnaires

Logs/diaries/      

journals

Portfolios

Teacher

Criterion-

referenced  

grading

Structured 

progress 

interviews

Performance tasks

Capstone projects

Real-world

Expert reviews

Gallery critique

Authentic tests 

eg 

  displays

  presentations, 

  interviews

  podcasts

  films

Exhibitions

Online

Apps

Digital badges

E-portfolios





Generating ideas
Playing with possibilities

Making connections

Creative 
Thinking



 Creative Thinking progression 

Starting point Emerging Developing Deepening Key indicators

1. Imaginative

1.1 Generating 

ideas

Learners provide one or 

two simple/obvious ideas 

with strong support

Learners provide a small 

number of relatively 

obvious ideas with some 

support

Learners provide many 

ideas, some well-

developed, largely 

working on their own

Learners generate a 

large number of ideas, 

relevant to the context 

and working 

independently 

Number/agency

1.2 Playing 

with 

possibilities

Learners provide a very 

limited range of ideas all 

focusing on the same 

theme

Learners’ ideas represent 

a small range of themes 

and show some 

exploration of the theme

Learners provide a range 

of ideas that are distinct 

from one another and 

which show genuine 

exploration of the 

theme

Learners generate a 

wide range of 

alternative ideas and 

solutions, sometimes 

adapting existing ideas, 

sometimes integrating 

other perspectives

Range/complexity

1.3 Making 

connections

Learners present ideas 

that are very obvious or 

conventional only 

containing concepts with 

which they are already 

familiar 

Learners present ideas 

that are mostly obvious 

or conventional 

containing a few 

concepts with which they 

are not already familiar 

Learners present ideas 

which show some 

flexibility and 

willingness to go beyond 

their existing 

experiences, combining 

elements of a task to 

explore new 

combinations of ideas 

Learners present ideas 

which show that they 

can think flexibly going 

beyond their existing 

experience or social 

context, combining 

elements of a task to 

allow for novel 

combinations of ideas 

Novel connections
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https://www.gioct.org

https://leadingforcreativethinking.org

https://rethinkingassessment.com
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