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1. Introduction
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2. Creativity myths
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Creativity derives from the unconscious as a burst of
inspiration

Creativity correlates directly with intelligence
Creativity is a right-brain phenomenon

The creative product is completely original

Creative expression requires absolute freedom

You either are or you are not creative; creativity
cannot be nurtured



7. Creativity is a characteristic of individuals only

8. Organizational creativity entails only creative
employees

9. Children are more creative compared to adults

10.Individuals with disabilities and special needs
cannot be creative

11.You must be psychologically unhealthy in order to
be highly creative

12.Creativity is a universal concept



13.Creativity is something enjoyable and
desirable by all

14.There are "creative’” and "non-creative”
school subjects

15.Creativity is something that brings “good
for all”



3. Creative Classrooms
framework
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Online survey Q1: What does "Creative
Classrooms"” mean to you?
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Online survey Q2: What are the innovative
characteristics of "Creative Classrooms"?
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Online survey Q3: What is the role of ICT within
"Creative Classrooms"?
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4. Discussion




Key questions for Creative Classrooms

What is your view on what a "Creative Classroom" should be?

What do you think about the Creative Classrooms Framework
proposed by the Institute for Prospective Technological
Studies?

e Is there any dimension in this framework that is not related to
Creative Classrooms?

e Is there any dimension that is missing?

e In each dimension (e.qg. teaching practice, connectedness,
etc.), can you propose some more key elements (apart from
those already mentioned)?



Thank you very much for your attention!

P. G. Kampylis & S. Bocconi
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