
1
00:00:00,000 ‐‐> 00:00:13,240
Hello and welcome to A Practical Approach to Teaching Creativity.

2
00:00:13,240 ‐‐> 00:00:20,300
This is a five‐part podcast in association with the University of Stavanger, 
the research

3
00:00:20,300 ‐‐> 00:00:26,800
project Literary Games in the Classroom, and research funding for Literary 
Games as Innovative

4
00:00:26,800 ‐‐> 00:00:27,800
Pedagogy.

5
00:00:28,360 ‐‐> 00:00:33,880
I'm your host, Alan Jones, associate professor at the University of Stavanger, 
and I'll be

6
00:00:33,880 ‐‐> 00:00:40,360
talking today, well I'll be talking in the next five podcasts, about 
creativity.

7
00:00:40,360 ‐‐> 00:00:44,040
And the first podcast is called Understanding Creativity.

8
00:00:44,040 ‐‐> 00:00:47,720
This is going to be a lot of background to help understand what I'm talking 
about, what

9
00:00:47,720 ‐‐> 00:00:50,080
I mean by that word creativity.

10
00:00:50,080 ‐‐> 00:00:54,720
So while I won't get to the games in this podcast, this is fundamental to 
understand

11
00:00:54,720 ‐‐> 00:00:57,420
what these games do, how to use them.

12
00:00:57,420 ‐‐> 00:01:00,980
So I really recommend you take a listen to all this.



13
00:01:00,980 ‐‐> 00:01:05,580
So the audience, this is framed in some ways as a podcast for teachers at the 
secondary,

14
00:01:05,580 ‐‐> 00:01:08,940
at the high school level, and university level.

15
00:01:08,940 ‐‐> 00:01:13,620
However, the ideas and approaches have been used with younger and older 
students all the

16
00:01:13,620 ‐‐> 00:01:15,620
way up through graduate school.

17
00:01:15,620 ‐‐> 00:01:20,380
I also want to argue that these ideas and these games can be useful for 
everyone interested

18
00:01:20,380 ‐‐> 00:01:21,380
in creativity.

19
00:01:21,380 ‐‐> 00:01:23,900
That's the title of the podcast.

20
00:01:23,900 ‐‐> 00:01:27,300
You can even use these ideas to teach yourself creativity.

21
00:01:28,180 ‐‐> 00:01:32,420
So there'll be five podcasts dealing with teaching creativity through writing 
and reading

22
00:01:32,420 ‐‐> 00:01:33,420
games.

23
00:01:33,420 ‐‐> 00:01:35,460
That's the general gist here.

24
00:01:35,460 ‐‐> 00:01:39,660
Other ways to think about this as you try to frame this for yourself, what 
you're learning

25



00:01:39,660 ‐‐> 00:01:41,380
here, what you're thinking about.

26
00:01:41,380 ‐‐> 00:01:44,620
There's five of these I have for you to give you a lot of ins.

27
00:01:44,620 ‐‐> 00:01:51,020
One would be using creative writing to encourage student engagement in reading 
and writing.

28
00:01:51,020 ‐‐> 00:01:55,620
And I give you these different options because each one emphasizes something 
different, and

29
00:01:55,620 ‐‐> 00:01:56,620
so they don't give the full picture.

30
00:01:56,940 ‐‐> 00:01:58,140
But that's one way to think of it.

31
00:01:58,140 ‐‐> 00:02:06,020
Another way would be that the goal of this really is to use a nonjudgmental 
space to

32
00:02:06,020 ‐‐> 00:02:07,420
produce creative thinking.

33
00:02:07,420 ‐‐> 00:02:11,780
And you'll see that that's one of the fundamental keys to producing creativity 
is a lack of

34
00:02:11,780 ‐‐> 00:02:16,900
judgment, which isn't always a lack of assessment, but it does mean assessment 
needs to be geared

35
00:02:16,900 ‐‐> 00:02:20,180
to be nonjudgmental, which is possible.

36
00:02:20,180 ‐‐> 00:02:24,860
Number three, this can be seen as building collaboration and community, 
particularly

37



00:02:24,980 ‐‐> 00:02:29,540
in the sharing of writing through a safe creative space.

38
00:02:29,540 ‐‐> 00:02:31,660
And safe typically means nonjudgmental here.

39
00:02:31,660 ‐‐> 00:02:39,100
Number four, this can be seen as a playful method for cutting up and 
reorganizing texts,

40
00:02:39,100 ‐‐> 00:02:44,980
stories, poems, articles, advertisements, whatever you're studying.

41
00:02:44,980 ‐‐> 00:02:50,820
But a playful way for cutting these up, reorganizing them as a way to think 
deeply and critically

42
00:02:50,820 ‐‐> 00:02:53,220
about them in an interactive way.

43
00:02:53,260 ‐‐> 00:02:55,420
That's the pragmatic way to think about this.

44
00:02:55,420 ‐‐> 00:03:02,580
And then number five, the goal here in some ways is to move beyond 
comprehension, a necessary

45
00:03:02,580 ‐‐> 00:03:07,580
step, but move beyond comprehension to an in‐depth reading, an in‐depth 
thinking about

46
00:03:07,580 ‐‐> 00:03:15,140
ideas in something we have read.

47
00:03:15,140 ‐‐> 00:03:19,140
So while specific games will be presented here, games that I've used that I 
think are

48
00:03:19,140 ‐‐> 00:03:24,900
very useful, the real goal is to set up a framework for successful thinking 
about how

49



00:03:24,900 ‐‐> 00:03:30,620
to use games and how to set up creative mind training for students that is both
engaging

50
00:03:30,620 ‐‐> 00:03:35,500
and pragmatically effective in their intellectual development.

51
00:03:35,500 ‐‐> 00:03:38,420
If you're interested in more of this, you can see my other research.

52
00:03:38,420 ‐‐> 00:03:41,500
You can look at my website, alansijones.com.

53
00:03:41,500 ‐‐> 00:03:46,060
You can email me for access to articles or for ideas about articles that have 
been published

54
00:03:46,060 ‐‐> 00:03:48,180
about this, in‐depth resources.

55
00:03:48,220 ‐‐> 00:03:53,460
We're also planning workshops soon, so keep your eye out for those.

56
00:03:53,460 ‐‐> 00:03:59,380
So the first podcast is really going to be about understanding and teaching 
creativity

57
00:03:59,380 ‐‐> 00:04:00,380
to give you a backdrop.

58
00:04:00,380 ‐‐> 00:04:02,940
And the first most important thing is what is this word?

59
00:04:02,940 ‐‐> 00:04:07,020
Because one of the big challenges is that people have all kinds of ideas about 
creativity,

60
00:04:07,020 ‐‐> 00:04:11,180
most of which it turns out research shows are totally wrong.

61
00:04:11,180 ‐‐> 00:04:14,220
So let's define creativity as we're going to use it here.



62
00:04:14,220 ‐‐> 00:04:16,460
The first thing is the term divergent thinking.

63
00:04:16,740 ‐‐> 00:04:20,980
And this is really what I'm talking about when I'm talking about creativity, is
divergent

64
00:04:20,980 ‐‐> 00:04:21,980
thinking.

65
00:04:21,980 ‐‐> 00:04:22,980
So let me define that.

66
00:04:22,980 ‐‐> 00:04:26,140
And this is not a term I use with students, and I'll tell you what term I use 
with them,

67
00:04:26,140 ‐‐> 00:04:28,900
but it is the term that's used in research quite often.

68
00:04:28,900 ‐‐> 00:04:31,820
So it's a useful one to know if you pursue this further.

69
00:04:31,820 ‐‐> 00:04:39,060
But the first thing I'm going to talk about is divergent versus convergent 
thinking.

70
00:04:39,060 ‐‐> 00:04:42,380
So at a basic level, diverge means to move apart.

71
00:04:42,380 ‐‐> 00:04:45,700
Like if you have a central point, things diverge from it when they all move out
in separate

72
00:04:45,700 ‐‐> 00:04:46,700
directions.

73
00:04:46,700 ‐‐> 00:04:47,820
Converge is the opposite.

74



00:04:47,820 ‐‐> 00:04:50,340
Things come together towards a central point.

75
00:04:50,340 ‐‐> 00:04:55,700
So convergent thinking, I also call this logical thinking and directed thinking
in these podcasts.

76
00:04:55,700 ‐‐> 00:05:00,320
But convergent thinking tries to find the one right answer.

77
00:05:00,320 ‐‐> 00:05:02,400
This is typically what we're taught, this kind of thinking.

78
00:05:02,400 ‐‐> 00:05:04,060
We get very good at it the older we get.

79
00:05:04,060 ‐‐> 00:05:05,060
It's taught in school.

80
00:05:05,060 ‐‐> 00:05:06,220
It's very useful.

81
00:05:06,220 ‐‐> 00:05:08,060
We're not trying to replace that.

82
00:05:08,060 ‐‐> 00:05:10,500
We're trying to do it with the balance, with another kind of thinking, another 
kind of

83
00:05:10,500 ‐‐> 00:05:14,500
skill that disappears as students get older.

84
00:05:14,500 ‐‐> 00:05:20,580
Divergent thinking tries to find the most number of possible answers.

85
00:05:20,580 ‐‐> 00:05:23,060
So I'll say it one more time.

86
00:05:23,060 ‐‐> 00:05:27,140
Divergent thinking tries to find the most number of possible answers.

87



00:05:27,140 ‐‐> 00:05:28,140
It moves outward.

88
00:05:28,140 ‐‐> 00:05:29,140
It expands.

89
00:05:29,140 ‐‐> 00:05:37,220
So Edward de Bono, who studied creativity for half a century, he frames it like
this.

90
00:05:37,220 ‐‐> 00:05:41,600
Logical, directed, convergent thinking is selective.

91
00:05:41,600 ‐‐> 00:05:43,280
It selects one answer.

92
00:05:43,280 ‐‐> 00:05:45,400
It tries to select the best answer.

93
00:05:45,400 ‐‐> 00:05:46,920
Very useful.

94
00:05:46,920 ‐‐> 00:05:50,560
Creative thinking, divergent thinking, is generative.

95
00:05:50,560 ‐‐> 00:05:51,680
It generates.

96
00:05:51,680 ‐‐> 00:05:54,160
It tries to generate the most possible answers.

97
00:05:54,160 ‐‐> 00:05:55,240
It expands.

98
00:05:55,240 ‐‐> 00:06:01,560
It moves outward to produce lots and lots of ideas that then logical, directed,
convergent

99
00:06:01,560 ‐‐> 00:06:03,360
thinking can select from.

100



00:06:03,360 ‐‐> 00:06:05,360
It gives us lots of choices.

101
00:06:05,360 ‐‐> 00:06:08,820
So an example of this is from the Torrance Test of Creativity.

102
00:06:08,820 ‐‐> 00:06:14,260
This is the most used test of creativity since the 60s.

103
00:06:14,260 ‐‐> 00:06:17,480
And one of the questions, they have questions like this.

104
00:06:17,480 ‐‐> 00:06:20,500
How many uses does this toothpick have?

105
00:06:20,500 ‐‐> 00:06:22,060
So you have a picture of a toothpick.

106
00:06:22,060 ‐‐> 00:06:24,120
How many uses does this toothpick have?

107
00:06:24,120 ‐‐> 00:06:25,500
And here the term fluency is important.

108
00:06:25,500 ‐‐> 00:06:27,420
I'm going to use this term.

109
00:06:27,420 ‐‐> 00:06:32,360
Fluency means, in this context, it means how many ideas can I come up with for 
a toothpick?

110
00:06:32,360 ‐‐> 00:06:33,820
Of course, picking your teeth.

111
00:06:33,820 ‐‐> 00:06:36,420
Convergent thinking would say toothpicks are for picking your teeth.

112
00:06:36,420 ‐‐> 00:06:39,020
But you can use toothpicks for lots and lots of things.

113
00:06:39,020 ‐‐> 00:06:41,840



In fact, if you want, you can stop right now and try to think.

114
00:06:41,840 ‐‐> 00:06:43,940
Can you get three uses for a toothpick?

115
00:06:43,940 ‐‐> 00:06:44,940
Can you get five?

116
00:06:44,940 ‐‐> 00:06:46,140
Can you get 10?

117
00:06:46,140 ‐‐> 00:06:52,920
In some ways, that is the way that fluency in divergent thinking is measured.

118
00:06:52,920 ‐‐> 00:06:53,920
See what score you get.

119
00:06:53,920 ‐‐> 00:06:58,700
I did read a book where they tell you to stop and try it and give yourself a 
score.

120
00:06:58,700 ‐‐> 00:07:00,020
You can do that if you like.

121
00:07:00,020 ‐‐> 00:07:01,020
Okay.

122
00:07:01,020 ‐‐> 00:07:04,020
What are some fundamental challenges to divergent thinking?

123
00:07:04,020 ‐‐> 00:07:09,700
Things to watch out for and to try to design against as you design these 
classroom activities,

124
00:07:09,700 ‐‐> 00:07:12,620
games, as you use them, as you design your own.

125
00:07:12,620 ‐‐> 00:07:15,740
The biggest one is really judgment.

126
00:07:15,740 ‐‐> 00:07:20,820



Thinking openly and creating many answers will produce answers that are nearer 
or further

127
00:07:20,820 ‐‐> 00:07:21,820
from useful.

128
00:07:21,820 ‐‐> 00:07:22,820
Some of them will seem silly.

129
00:07:22,820 ‐‐> 00:07:23,820
They'll seem ridiculous.

130
00:07:23,820 ‐‐> 00:07:25,740
They'll seem crazy.

131
00:07:25,740 ‐‐> 00:07:29,820
And when you start to judge them, later you can, after you've produced them, 
after you've

132
00:07:29,820 ‐‐> 00:07:34,500
produced 100 answers for a toothpick, you might choose the three best ones.

133
00:07:34,500 ‐‐> 00:07:38,980
But if you're judging during that brainstorming, during that generative 
process, it'll shut

134
00:07:38,980 ‐‐> 00:07:41,580
down the spectrum.

135
00:07:41,580 ‐‐> 00:07:45,620
So one thing to think about is that you have to be open to valuing silliness.

136
00:07:45,620 ‐‐> 00:07:51,260
Some of these answers will be silly, and if you devalue silliness, you're going
to lose

137
00:07:51,260 ‐‐> 00:07:52,260
those.

138
00:07:52,260 ‐‐> 00:07:55,740
And you're going to lose some of them that seem silly at first, like, for 
example, I



139
00:07:55,740 ‐‐> 00:07:59,100
don't know, having a television in your pocket.

140
00:07:59,380 ‐‐> 00:08:00,540
Or having the iPhone.

141
00:08:00,540 ‐‐> 00:08:03,740
At some point, perhaps it didn't seem silly, but some of the greatest ideas 
seem silly

142
00:08:03,740 ‐‐> 00:08:04,740
at first.

143
00:08:04,740 ‐‐> 00:08:10,940
So you want to really avoid judgment as you practice divergent thinking.

144
00:08:10,940 ‐‐> 00:08:13,900
The same thing with usefulness or realistic answers.

145
00:08:13,900 ‐‐> 00:08:16,700
Now they do need to be not just random.

146
00:08:16,700 ‐‐> 00:08:20,020
They do need to be some kind of, you know, it has to make sense that you can 
use a toothpick

147
00:08:20,020 ‐‐> 00:08:24,580
for it, but it could be something very, very out there.

148
00:08:24,580 ‐‐> 00:08:25,860
As long as a toothpick could do it.

149
00:08:26,020 ‐‐> 00:08:28,540
You could pick a lock with a toothpick, maybe.

150
00:08:28,540 ‐‐> 00:08:29,540
Possibly.

151
00:08:29,540 ‐‐> 00:08:33,260
I'm not sure.



152
00:08:33,260 ‐‐> 00:08:37,980
So as opposed to convergent thinking, looking for that one right answer, you're
looking

153
00:08:37,980 ‐‐> 00:08:39,840
for many.

154
00:08:39,840 ‐‐> 00:08:43,060
So a question that's raised here early, you know, it's often raised, and I'll 
raise it

155
00:08:43,060 ‐‐> 00:08:46,260
here early, is how can this kind of creativity be used realistically?

156
00:08:46,260 ‐‐> 00:08:51,660
And in the fifth podcast, I'll actually talk, and the entire podcast is about 
how to design

157
00:08:51,660 ‐‐> 00:08:56,460
these exercises into useful, more traditional assignments.

158
00:08:56,460 ‐‐> 00:09:01,900
But in the beginning here, basically scaffolding a project, giving that project
layers that

159
00:09:01,900 ‐‐> 00:09:07,340
are graded, and one of those graded steps being a divergent brainstorming 
process where

160
00:09:07,340 ‐‐> 00:09:12,500
fluency is the only measure, even turning that into a competitive game, how 
many answers

161
00:09:12,500 ‐‐> 00:09:13,880
can you produce?

162
00:09:13,880 ‐‐> 00:09:18,460
That's a way of realistically, you know, involving assessment, which does help 
students do the

163
00:09:18,460 ‐‐> 00:09:20,460



work, but having it be nonjudgmental.

164
00:09:20,620 ‐‐> 00:09:24,980
And it's based simply on fluency.

165
00:09:24,980 ‐‐> 00:09:27,460
Why teach creativity?

166
00:09:27,460 ‐‐> 00:09:32,580
First reason is that the creative mindset is useful in many areas.

167
00:09:32,580 ‐‐> 00:09:38,620
This podcast, or these podcasts, focus on writing and reading as a way to teach
divergent

168
00:09:38,620 ‐‐> 00:09:45,140
thinking, but in fact, quite often in the early stages of projects, this kind 
of creative

169
00:09:45,140 ‐‐> 00:09:47,660
thinking is quite useful.

170
00:09:47,660 ‐‐> 00:09:52,620
The second reason is that as students progress, research shows that they are 
trained increasingly

171
00:09:52,620 ‐‐> 00:09:56,020
in convergent thinking, finding the right answer, which is very useful.

172
00:09:56,020 ‐‐> 00:10:00,300
However, it does mean that innovative skills suffer.

173
00:10:00,300 ‐‐> 00:10:06,620
A third reason is that it's a way to build student engagement, as quite often 
it feels

174
00:10:06,620 ‐‐> 00:10:10,620
original to the students since they haven't had this kind of training or this 
kind of

175
00:10:10,620 ‐‐> 00:10:15,140
interaction with texts, with ideas.



176
00:10:15,220 ‐‐> 00:10:18,980
A fourth reason is it's a way to build community and sharing in the classroom.

177
00:10:18,980 ‐‐> 00:10:25,060
It opens up a different avenue for students to share a different kind of access
to confidence

178
00:10:25,060 ‐‐> 00:10:28,220
and collaboration.

179
00:10:28,220 ‐‐> 00:10:32,620
And then the last one is it's a way to build a supportive, open teaching 
environment.

180
00:10:32,620 ‐‐> 00:10:38,700
Because this kind of innovation necessitates an open space, it then in some 
ways forces

181
00:10:38,700 ‐‐> 00:10:45,020
us if we want to be successful to create that space in our classrooms if we 
haven't already.

182
00:10:45,020 ‐‐> 00:10:46,620
Some common myths about creativity.

183
00:10:46,620 ‐‐> 00:10:49,940
This is important because we often fake, not all of these.

184
00:10:49,940 ‐‐> 00:10:54,940
I've been recently doing some research on this in Norway, but these are myths 
that have

185
00:10:54,940 ‐‐> 00:10:58,380
been around for a long time and are pretty prevalent.

186
00:10:58,380 ‐‐> 00:11:03,260
It's good to know them so that you can deal with them when they come up.

187
00:11:03,260 ‐‐> 00:11:05,980
The first one is that only geniuses are creative.



188
00:11:05,980 ‐‐> 00:11:07,540
Shakespeare is creative.

189
00:11:07,540 ‐‐> 00:11:10,300
Newton was creative.

190
00:11:10,300 ‐‐> 00:11:13,780
Virginia Woolf is creative.

191
00:11:13,820 ‐‐> 00:11:17,700
People who are geniuses are creative and the rest of us, you know, we just plug
along,

192
00:11:17,700 ‐‐> 00:11:19,980
do our work, do our best.

193
00:11:19,980 ‐‐> 00:11:24,300
This is a problem because it makes people think that they cannot learn to be 
creative

194
00:11:24,300 ‐‐> 00:11:27,740
when in fact it's a skill like any other.

195
00:11:27,740 ‐‐> 00:11:35,060
A second myth is that creativity and play, and really this has to do with play 
and games,

196
00:11:35,060 ‐‐> 00:11:38,940
more perhaps in creativity I would say, but since I deal a lot with play and 
games as

197
00:11:38,940 ‐‐> 00:11:42,180
an avenue to teach divergent thinking, I face this a lot.

198
00:11:42,580 ‐‐> 00:11:44,700
But the idea that they're not serious.

199
00:11:44,700 ‐‐> 00:11:49,020
We do that when we're kids, we do that when we're young, and then we move on to
serious

200



00:11:49,020 ‐‐> 00:11:55,780
things and even basically students at 10, 12 years old start to get this 
message, if

201
00:11:55,780 ‐‐> 00:11:56,780
not younger.

202
00:11:56,780 ‐‐> 00:12:01,780
A third myth is that you can't teach creativity or inspiration.

203
00:12:01,780 ‐‐> 00:12:08,140
This is particularly true if you call it inspiration, the word inspiration, 
this idea that geniuses,

204
00:12:08,740 ‐‐> 00:12:15,780
writers, artists are inspired and the rest of us plug along, as I said before.

205
00:12:15,780 ‐‐> 00:12:20,580
There are methods for teaching this, another myth that we're going to overturn 
here.

206
00:12:20,580 ‐‐> 00:12:23,900
A fourth one is that creativity is not useful.

207
00:12:23,900 ‐‐> 00:12:28,980
It's fun, it's extra, it's an activity to tack on top of other things.

208
00:12:28,980 ‐‐> 00:12:34,660
It can be a reward for the students, something to fill time, but it's not a 
fundamental part

209
00:12:34,660 ‐‐> 00:12:36,180
of the curriculum.

210
00:12:36,220 ‐‐> 00:12:39,900
This has changed in Norway where they actually have made creativity and 
innovation part of

211
00:12:39,900 ‐‐> 00:12:45,020
the curriculum, but still there's a general sense of this that you often face.

212
00:12:45,020 ‐‐> 00:12:51,940



So it's important to frame these ideas in how are they actually useful.

213
00:12:51,940 ‐‐> 00:12:56,860
Number five, this is a big one, is that creativity disrupts.

214
00:12:56,860 ‐‐> 00:12:59,380
It has no boundaries or rules.

215
00:12:59,380 ‐‐> 00:13:05,220
In some ways this is not totally untrue as a myth because in fact part of the 
nature

216
00:13:05,260 ‐‐> 00:13:06,900
of creativity is to disrupt.

217
00:13:06,900 ‐‐> 00:13:12,020
That's what makes it work, but there's a level of disruption that we don't 
want, to actually

218
00:13:12,020 ‐‐> 00:13:18,300
disrupt learning, disrupt our own learning, students' learning.

219
00:13:18,300 ‐‐> 00:13:22,820
So this mistakes in a lot of ways the environment that helps to produce 
creative mind, this

220
00:13:22,820 ‐‐> 00:13:28,140
open area with the use of this mindset in creative activities, which are very 
much based

221
00:13:28,140 ‐‐> 00:13:30,020
on strict rules to make them work.

222
00:13:30,020 ‐‐> 00:13:36,900
These activities and these approaches have very strict ways of working.

223
00:13:36,900 ‐‐> 00:13:42,060
And I'll be discussing those rules and how these games work, how these 
exercises work

224
00:13:42,060 ‐‐> 00:13:43,500
in a later podcast.



225
00:13:43,500 ‐‐> 00:13:47,540
The next thing I talk about is teaching environment.

226
00:13:47,540 ‐‐> 00:13:53,500
There's a researcher, Amabile, who's done a whole series of experiments on this
and

227
00:13:53,500 ‐‐> 00:14:01,060
proved really, as far as I can tell, beyond a shadow of a doubt, that creating,
or really

228
00:14:01,060 ‐‐> 00:14:05,500
what she's proven is that extrinsic motivation, so intrinsic motivation means 
when I do something

229
00:14:05,500 ‐‐> 00:14:09,940
for myself, it's inside me, intrinsic, I'm doing it because I understand that 
somehow

230
00:14:09,940 ‐‐> 00:14:12,460
it's something I want to do.

231
00:14:12,460 ‐‐> 00:14:16,580
Extrinsic is when I'm doing it for someone else, for a grade, for money, for a 
reason

232
00:14:16,580 ‐‐> 00:14:23,180
outside myself, which focuses me on the reward and not on the process or the 
learning itself.

233
00:14:23,180 ‐‐> 00:14:29,940
This researcher, Amabile, has shown that even the tiniest, tiniest hint of 
extrinsic

234
00:14:29,940 ‐‐> 00:14:35,940
motivation reduces creativity significantly.

235
00:14:35,940 ‐‐> 00:14:37,740
If you want to look into it, look her up.

236
00:14:37,740 ‐‐> 00:14:43,480



They're fascinating experiments and they're quoted in all kinds of papers.

237
00:14:43,480 ‐‐> 00:14:50,500
My research, I was an elementary school teacher for many years and I did 
research into the

238
00:14:50,500 ‐‐> 00:14:55,900
rhetoric teachers use and this starts at a very young age where it's simply, at
least

239
00:14:55,900 ‐‐> 00:15:01,580
in English, and I've noticed it in Norwegian also, it's something we use 
certain verbs.

240
00:15:01,580 ‐‐> 00:15:04,340
We tell a student, you must do this, or we say, do it for me.

241
00:15:04,340 ‐‐> 00:15:09,540
Some of these examples are if we say to a student, a young eight‐year‐old 
student, do

242
00:15:09,540 ‐‐> 00:15:12,580
it for me rather than do it for yourself.

243
00:15:12,580 ‐‐> 00:15:18,100
Even just that small change can change a student's perspective, or you have to 
do it versus you

244
00:15:18,100 ‐‐> 00:15:19,100
can do it.

245
00:15:19,700 ‐‐> 00:15:25,460
There's also something teachers often get into saying it's easy to do, which is
an attempt

246
00:15:25,460 ‐‐> 00:15:30,340
to help students, but in fact, the things students are doing are hard for them.

247
00:15:30,340 ‐‐> 00:15:34,540
Saying it's easy really backfires rather than saying, no, this is really hard 
and challenging

248



00:15:34,540 ‐‐> 00:15:36,980
and you can do it.

249
00:15:36,980 ‐‐> 00:15:45,220
Some challenges we face in teaching are, for example, when we talk about games,
I often

250
00:15:45,260 ‐‐> 00:15:50,020
use the word games to talk about this, probably because games appeal, that term
appeals to

251
00:15:50,020 ‐‐> 00:15:54,020
this generation, appeals to many generations actually, appeals to us because 
games are

252
00:15:54,020 ‐‐> 00:15:57,420
supposed to be fun.

253
00:15:57,420 ‐‐> 00:16:01,420
When we approach it this way, that's useful in terms of some students, but in 
terms of

254
00:16:01,420 ‐‐> 00:16:05,300
teachers and challenges as a teacher coming to this, there are teachers who 
say, I'm simply

255
00:16:05,300 ‐‐> 00:16:06,980
not a game teacher.

256
00:16:06,980 ‐‐> 00:16:10,660
Some people go, oh, I love doing games and some say, I'm not a game teacher.

257
00:16:10,660 ‐‐> 00:16:15,180
I think it's important to operate where you're comfortable as a teacher, work 
on your strengths,

258
00:16:15,180 ‐‐> 00:16:18,180
and so sometimes the terms can be changed here.

259
00:16:18,180 ‐‐> 00:16:22,300
For example, I'm going to present an array of free writing exercises.

260



00:16:22,300 ‐‐> 00:16:24,420
They're not really games.

261
00:16:24,420 ‐‐> 00:16:27,460
You can present them as games and I've tried that and it actually doesn't work 
that well

262
00:16:27,460 ‐‐> 00:16:34,180
with free writing, but you can also present them as something that's very 
playful, that's

263
00:16:34,180 ‐‐> 00:16:36,940
creative, that appeals to certain students and certain teaching types.

264
00:16:36,940 ‐‐> 00:16:42,140
At the same time, you can present them as exercises that are very serious, that
are

265
00:16:42,140 ‐‐> 00:16:47,940
developing creative, innovative, diversion, thinking skills that are very 
pragmatic when

266
00:16:47,940 ‐‐> 00:16:52,540
it comes to doing drafting, when it comes to doing brainstorming, and when it 
comes

267
00:16:52,540 ‐‐> 00:16:54,540
to doing group work.

268
00:16:54,540 ‐‐> 00:17:00,940
You can present these as much more serious in terms of how you frame them for 
the students,

269
00:17:00,940 ‐‐> 00:17:04,340
if that is your approach, if that's what works for you as a teacher.

270
00:17:04,340 ‐‐> 00:17:09,300
A second challenge is how to integrate these things into the curriculum when 
you have perhaps

271
00:17:10,300 ‐‐> 00:17:14,820
you don't have an endless amount of class time, you need to work these things 
efficiently.



272
00:17:14,820 ‐‐> 00:17:19,260
How do you make this not something extra to tack on top?

273
00:17:19,260 ‐‐> 00:17:21,620
It can function as an extra.

274
00:17:21,620 ‐‐> 00:17:25,700
If students enjoy it, if you have time, and if you need an extra that's fun to 
inspire

275
00:17:25,700 ‐‐> 00:17:30,220
students, that is one way this can function, but I've found that that's a sort 
of a fallback.

276
00:17:30,220 ‐‐> 00:17:34,060
That's what people do because they don't have the tools yet to teach this 
seriously, which

277
00:17:34,060 ‐‐> 00:17:37,620
is what I'm doing in these podcasts, is trying to provide those tools.

278
00:17:37,620 ‐‐> 00:17:42,580
The goal here is to see if this can become useful, and that will mean that it 
then becomes

279
00:17:42,580 ‐‐> 00:17:49,340
part of the actual important, quote, serious schedule, curricular schedule.

280
00:17:49,340 ‐‐> 00:17:52,420
One key to this is to set up clear boundaries.

281
00:17:52,420 ‐‐> 00:18:01,140
So one, establishing a free creative space outside of assessment‐based space.

282
00:18:01,140 ‐‐> 00:18:02,140
This is key.

283
00:18:02,460 ‐‐> 00:18:08,500
And then number two, establishing a free creative space within the 
assessment‐based process.



284
00:18:08,500 ‐‐> 00:18:14,260
So to develop these skills, you really want to have them be in a space outside 
assessment.

285
00:18:14,260 ‐‐> 00:18:20,260
And then you want to figure out a way to work it into some traditional 
assignment so it

286
00:18:20,260 ‐‐> 00:18:24,300
can be useful because students are going to face those traditional assignments 
a majority

287
00:18:24,300 ‐‐> 00:18:29,060
of the time, and we want to figure out ways to have this be useful.

288
00:18:29,100 ‐‐> 00:18:33,700
There is a risk, another challenge as a teacher, is there is a risk of opening 
up disruptive

289
00:18:33,700 ‐‐> 00:18:35,540
or taboo topics.

290
00:18:35,540 ‐‐> 00:18:40,020
Because you're opening up this divergent space, you can find things that are 
further from

291
00:18:40,020 ‐‐> 00:18:42,900
the norm than you wish to go.

292
00:18:42,900 ‐‐> 00:18:47,420
This can be seen as a strength, I think, as it forces us to face these topics 
that are

293
00:18:47,420 ‐‐> 00:18:54,100
in students' minds, and it forces us to establish a classroom with a safe space
for those things.

294
00:18:54,100 ‐‐> 00:18:56,680
It also helps students to navigate those boundaries.

295
00:18:56,720 ‐‐> 00:19:00,200
So when those things arise, there are some things we want to deal with and talk



about,

296
00:19:00,200 ‐‐> 00:19:04,000
say, oh, this is something we don't talk about very much, but it's interesting 
and we want

297
00:19:04,000 ‐‐> 00:19:05,000
to talk about it.

298
00:19:05,000 ‐‐> 00:19:14,880
Let's say something difficult comes up about society, about race, gender, these
things.

299
00:19:14,880 ‐‐> 00:19:19,560
But it also means that the teacher in the classroom, the environment, needs to 
say,

300
00:19:19,560 ‐‐> 00:19:21,000
oh, some things are too far.

301
00:19:21,000 ‐‐> 00:19:25,320
If something hurts somebody, if something makes somebody uncomfortable, that's 
too far,

302
00:19:25,320 ‐‐> 00:19:35,840
and we need to not go into that area, even if we think it's a divergent answer 
to a problem,

303
00:19:35,840 ‐‐> 00:19:41,720
these things are inappropriate and not kind, and therefore, they're not allowed
in a class.

304
00:19:41,720 ‐‐> 00:19:48,720
One thing creativity does do, and these trainings do do, is it opens up a 
student‐centered approach.

305
00:19:48,720 ‐‐> 00:19:55,140
To make these tasks useful, the teacher has to function as a non‐expert.

306
00:19:55,140 ‐‐> 00:19:58,860
Because we're going places where we don't know the answers and we're finding 
divergent



307
00:19:58,860 ‐‐> 00:20:02,460
answers, there is no expertise in the single correct answer.

308
00:20:02,460 ‐‐> 00:20:08,920
Therefore, it puts us in a very natural position of non‐expert, and this is 
sort of how advanced

309
00:20:08,920 ‐‐> 00:20:15,940
teaching has developed, at least in the university, since the 80s, because it 
gives students really

310
00:20:15,940 ‐‐> 00:20:22,060
the lead, while of course being framed and organized and driven and assessed by
the teacher,

311
00:20:22,060 ‐‐> 00:20:27,980
it allows students to really be central and for them really to develop 
intrinsic motivation,

312
00:20:27,980 ‐‐> 00:20:28,980
most importantly.

313
00:20:28,980 ‐‐> 00:20:35,300
Another thing creativity opens up is an exploratory or experimental approach, 
or at least this

314
00:20:35,300 ‐‐> 00:20:37,300
is the way I approach it with students.

315
00:20:37,300 ‐‐> 00:20:43,460
And this is a way of saying that there are many answers, this is a divergent 
space, and

316
00:20:43,460 ‐‐> 00:20:47,380
what we're doing is we're exploring this, we're experimenting.

317
00:20:47,380 ‐‐> 00:20:51,220
The third thing is it highlights the process over the product.

318
00:20:51,220 ‐‐> 00:20:55,060
What they're learning is this skill, it's a way of thinking, it's a part of 
their brain



319
00:20:55,060 ‐‐> 00:20:59,580
that they're using, as opposed to producing some perfect product.

320
00:20:59,580 ‐‐> 00:21:06,160
And then the final thing that creativity opens up is really openness, and this 
is key in

321
00:21:06,160 ‐‐> 00:21:08,900
all kinds of skill areas.

322
00:21:08,900 ‐‐> 00:21:13,900
One solution for many of the challenges of teaching creativity is to have a 
clear understanding

323
00:21:13,900 ‐‐> 00:21:17,140
of what you're teaching, which I'm going to talk about in these podcasts, and 
then have

324
00:21:17,140 ‐‐> 00:21:23,620
a clear understanding of how the processes work that teach this, the rules, the
techniques.

325
00:21:23,620 ‐‐> 00:21:25,780
So there's a very specific task for the students.

326
00:21:25,780 ‐‐> 00:21:29,500
It's not just a free space where you say, do whatever, right, where some people
think

327
00:21:29,500 ‐‐> 00:21:35,060
of creativity as that, but in fact creative professionals know that it's a very
formal

328
00:21:35,060 ‐‐> 00:21:43,940
task where you have techniques, rules, things that you use to create 
innovation.

329
00:21:43,940 ‐‐> 00:21:48,580
In framing this for yourself and for students, some terms will help.

330
00:21:48,580 ‐‐> 00:21:54,740



For example, rather than talking about play, quite often we'll use the term 
serious play.

331
00:21:54,740 ‐‐> 00:22:00,260
And serious play means that it's a creative approach, a playful approach, a 
divergent

332
00:22:00,260 ‐‐> 00:22:02,200
thinking approach, but it's actually quite serious.

333
00:22:02,200 ‐‐> 00:22:08,300
We're going after real ideas, real thinking, but the process to get there needs
to be open.

334
00:22:08,300 ‐‐> 00:22:13,900
The second thing is to replace the term divergent thinking, since that term 
seems academic,

335
00:22:13,900 ‐‐> 00:22:15,660
with the term creative mind.

336
00:22:15,660 ‐‐> 00:22:16,660
You can choose your own term.

337
00:22:16,660 ‐‐> 00:22:19,060
This is a term I've been using with students.

338
00:22:19,060 ‐‐> 00:22:22,500
The creative mind seems to make sense to them.

339
00:22:22,500 ‐‐> 00:22:27,780
And what you're saying is this is a part of our mind, even though technically, 
right,

340
00:22:27,780 ‐‐> 00:22:29,340
people would argue about is it a part of our mind.

341
00:22:29,340 ‐‐> 00:22:36,340
But talking about to students, this is a part of our mind that we use to 
develop ideas,

342
00:22:36,340 ‐‐> 00:22:44,100



to search for ideas creatively and innovatively, and then we move to more 
convergent thinking.

343
00:22:44,100 ‐‐> 00:22:48,020
I don't use the term convergent thinking either with them, but really finding 
the right answer.

344
00:22:48,020 ‐‐> 00:22:52,220
First, we enter a creative space, come up with many answers, push ourselves to 
find

345
00:22:52,220 ‐‐> 00:22:56,660
all kinds of answers, and then we move more towards the answer we want to use 
for whatever

346
00:22:56,660 ‐‐> 00:23:00,060
reason we've decided.

347
00:23:00,060 ‐‐> 00:23:05,340
Another way to, and I want to talk about this in the final game I discuss, is 
game design.

348
00:23:05,340 ‐‐> 00:23:11,100
If we associate games with game design, it suddenly becomes creative, but a 
very specific

349
00:23:11,100 ‐‐> 00:23:16,340
problem solution field for students.

350
00:23:16,340 ‐‐> 00:23:19,500
Another way is to talk about creative forms.

351
00:23:19,500 ‐‐> 00:23:27,140
If we associate divergent thinking and creative, innovative learning with forms
like poetry

352
00:23:27,140 ‐‐> 00:23:32,140
or film, it then becomes very specifically and technically challenging with a 
set of

353
00:23:32,140 ‐‐> 00:23:34,220
rules in those forms.



354
00:23:34,540 ‐‐> 00:23:38,220
Finally, if we talk about this as an experimental approach, we're 
experimenting, we're testing

355
00:23:38,220 ‐‐> 00:23:42,740
things out, we're seeing what works, that sort of scientific approach is more 
creative

356
00:23:42,740 ‐‐> 00:23:48,300
and flexible quite often, and also has value, seems serious.

357
00:23:48,300 ‐‐> 00:23:52,700
The scientific approach, which never has the right answer, is always 
theorizing, is always

358
00:23:52,700 ‐‐> 00:23:55,180
looking for the next answer, is always experimenting.

359
00:23:55,180 ‐‐> 00:24:01,580
That's another way to talk about this playful approach and create a serious 
sense around

360
00:24:01,580 ‐‐> 00:24:03,620
it for yourself and for students.

361
00:24:04,020 ‐‐> 00:24:07,140
A final note on hierarchy.

362
00:24:07,140 ‐‐> 00:24:12,500
There's a cultural awe that surrounds writing and creativity in most cultures 
that I've

363
00:24:12,500 ‐‐> 00:24:15,140
lived in.

364
00:24:15,140 ‐‐> 00:24:20,340
We think of writers as geniuses quite often.

365
00:24:20,340 ‐‐> 00:24:27,420
Much of this creative work that I've been doing is inspired by the Surrealists 
and their



366
00:24:27,420 ‐‐> 00:24:30,260
experimental writing games in the early 20th century.

367
00:24:30,340 ‐‐> 00:24:33,620
Surrealists were a group of writers who tried to bring writing to the people.

368
00:24:33,620 ‐‐> 00:24:39,220
They used games, they used collaboration to show that anyone could be a writer,
not just

369
00:24:39,220 ‐‐> 00:24:40,220
Shakespeare.

370
00:24:40,220 ‐‐> 00:24:45,380
While you may have heard of them for being strange, the term Surrealist means 
strange

371
00:24:45,380 ‐‐> 00:24:49,940
in popular use, at the heart of their project was an egalitarian goal.

372
00:24:49,940 ‐‐> 00:24:55,300
This is really what drives my work.

373
00:24:55,380 ‐‐> 00:25:00,980
For us as creatives and for our students as creatives, it's important to access
this tradition

374
00:25:00,980 ‐‐> 00:25:05,700
of egalitarianism and undoing the hierarchy of, oh, literature is something 
that famous

375
00:25:05,700 ‐‐> 00:25:10,100
people write, I read, I must figure out the right answer, I must put it on an 
exam, and

376
00:25:10,100 ‐‐> 00:25:12,740
then I must get a grade.

377
00:25:12,740 ‐‐> 00:25:17,860
Rather than doing this, some pragmatic ways to challenge this, one is to call 
your students



378
00:25:17,860 ‐‐> 00:25:22,340
writers, rather than students during these sessions.

379
00:25:22,420 ‐‐> 00:25:24,420
During these sessions, they are writers.

380
00:25:24,420 ‐‐> 00:25:29,540
They are writing creatively, they're doing exactly what Shakespeare and other 
supposed

381
00:25:29,540 ‐‐> 00:25:33,300
geniuses do, and this gives them a sense of power.

382
00:25:33,300 ‐‐> 00:25:40,420
A second thing, I'm going to talk about this a lot, but is to have no judgment,
so to use

383
00:25:40,420 ‐‐> 00:25:47,460
creative mind and the playful approach to open a relaxed non‐judgmental space 
for whatever

384
00:25:47,460 ‐‐> 00:25:49,460
students produce.

385
00:25:49,540 ‐‐> 00:25:55,700
This is not just comforting or, quote, nice for students, cozy, although it may
be those

386
00:25:55,700 ‐‐> 00:26:00,820
things, it's actually a key technique for producing creative innovation.

387
00:26:00,820 ‐‐> 00:26:08,500
A third way of working with this and making it successful is to have 
participatory assessment.

388
00:26:08,500 ‐‐> 00:26:09,540
You can't always do this.

389
00:26:09,540 ‐‐> 00:26:13,060
Not everything can be assessed by participation.

390



00:26:13,060 ‐‐> 00:26:19,380
Typically in schools, we have a grade that's based on content, but if you can 
build a sequence

391
00:26:19,380 ‐‐> 00:26:24,740
into an assignment, if you can scaffold it, so there's different steps, and 
some of those

392
00:26:24,740 ‐‐> 00:26:30,740
steps are based on participation and task completion.

393
00:26:30,740 ‐‐> 00:26:36,180
They can then be open for creativity because it's not the product you're 
grading, but the

394
00:26:36,180 ‐‐> 00:26:40,500
process, and this is key for opening up a space without judgment.

395
00:26:43,540 ‐‐> 00:26:48,020
At the same time, it does allow you to have assessment as to drive students, 
which I know

396
00:26:48,020 ‐‐> 00:26:50,420
is very useful with many students.

397
00:26:50,420 ‐‐> 00:26:56,500
So yes, this is assessed as in you will do it and you put effort into it, but 
the content

398
00:26:56,500 ‐‐> 00:27:01,380
itself, as long as it actually is done, counts.

399
00:27:03,380 ‐‐> 00:27:09,620
So this is the end of podcast one, and this is a lot of introductory ideas, 
defining diversion

400
00:27:09,620 ‐‐> 00:27:10,740
thinking, et cetera.

401
00:27:12,420 ‐‐> 00:27:17,300
In the next podcast, I'll dig into the actual games that we're talking about 
here.



402
00:27:17,300 ‐‐> 00:27:19,620
So let me just go over what we've talked about here.

403
00:27:19,620 ‐‐> 00:27:23,220
Summary of podcast one, first thing I talked about was diversion thinking.

404
00:27:23,220 ‐‐> 00:27:28,260
This is really what I'm talking about when I'm talking about creativity, and I 
don't

405
00:27:28,260 ‐‐> 00:27:28,740
use that term.

406
00:27:28,740 ‐‐> 00:27:31,300
I use the term creative mind with students.

407
00:27:31,300 ‐‐> 00:27:35,460
After three different research sessions with them, I found that much more 
useful.

408
00:27:36,900 ‐‐> 00:27:41,700
I define this as conversion thinking, being thinking that tries to find the 
single right

409
00:27:41,700 ‐‐> 00:27:44,500
answer, which is very useful.

410
00:27:44,500 ‐‐> 00:27:48,980
Diversion thinking is the ability to come up with many possible answers.

411
00:27:48,980 ‐‐> 00:27:50,660
This is akin to brainstorming.

412
00:27:52,500 ‐‐> 00:27:57,380
It's also the ability to develop and detail those answers, and I'll use the 
word fluency

413
00:27:57,380 ‐‐> 00:28:02,660
for this ability to produce the most number of possible answers.

414
00:28:04,180 ‐‐> 00:28:08,820



That's sort of a mindset here when we're looking at divergent tasks.

415
00:28:08,820 ‐‐> 00:28:11,060
I didn't talk about why teach creativity.

416
00:28:11,060 ‐‐> 00:28:15,620
I talked about how it's useful, particularly in the early stages of projects, 
and it can

417
00:28:15,620 ‐‐> 00:28:17,140
also develop engagement.

418
00:28:17,140 ‐‐> 00:28:21,460
I then talked about common myths about creativity, and these are very important
because they

419
00:28:21,460 ‐‐> 00:28:26,420
can help us to counter them and to teach students how creativity actually 
works, how innovation

420
00:28:26,420 ‐‐> 00:28:27,140
actually works.

421
00:28:28,740 ‐‐> 00:28:34,340
I talked about teaching environment, and the main point here was developing a 
non‐judgmental

422
00:28:34,340 ‐‐> 00:28:40,500
space, which is necessary for the development of innovation and necessary for 
intrinsic

423
00:28:40,500 ‐‐> 00:28:42,980
motivation, which is the key to creativity.

424
00:28:43,700 ‐‐> 00:28:46,180
I talked about how this starts from day one in education.

425
00:28:46,180 ‐‐> 00:28:48,020
The smallest things we say are rhetoric.

426
00:28:49,220 ‐‐> 00:28:55,940
With students, it starts to develop extrinsic motivation, so that intrinsic 



motivation disappears,

427
00:28:55,940 ‐‐> 00:28:57,220
which kills creativity.

428
00:28:58,660 ‐‐> 00:29:00,340
I then talked about challenges and solutions.

429
00:29:01,140 ‐‐> 00:29:06,660
Teaching approach, if we think of ourselves as game teachers or creative 
teachers or not,

430
00:29:06,660 ‐‐> 00:29:11,220
and I talked about how, in fact, you can frame this, and I often do, as a very 
serious technical

431
00:29:11,220 ‐‐> 00:29:14,100
activity where we're learning something very pragmatically useful.

432
00:29:14,660 ‐‐> 00:29:22,740
I talked about using the term serious play to open up this idea of playfulness,
but playfulness

433
00:29:22,740 ‐‐> 00:29:29,460
as a technique, as divergent thinking, as opposed to just playing around, 
quote, like

434
00:29:29,460 ‐‐> 00:29:30,100
a kid.

435
00:29:30,820 ‐‐> 00:29:34,260
Using that term with students, I don't use divergent thinking, but serious play
is something

436
00:29:34,260 ‐‐> 00:29:39,300
you can use and say, okay, we're going to use serious play in this activity to 
develop

437
00:29:39,300 ‐‐> 00:29:40,180
these ideas.

438
00:29:40,180 ‐‐> 00:29:44,420



Finally, I talked about some of the background of the surrealists in history, 
but really

439
00:29:44,420 ‐‐> 00:29:51,940
just to say that this is a method that is democratic in its goals and 
egalitarian and

440
00:29:51,940 ‐‐> 00:29:55,940
tries to undo the hierarchy of literature and reading.

441
00:29:56,500 ‐‐> 00:29:59,860
Mainly, it's fine to undo hierarchies.

442
00:29:59,860 ‐‐> 00:30:01,220
I'm not trying to start a revolution.

443
00:30:01,220 ‐‐> 00:30:06,820
The main goal here is that it's more effective in creating innovation and 
helping open a

444
00:30:06,820 ‐‐> 00:30:11,620
space where students and ourselves have the confidence to bring our voices to 
the table.

445
00:30:12,340 ‐‐> 00:30:13,780
That's podcast one.

446
00:30:13,780 ‐‐> 00:30:18,420
I hope that this was interesting, and I know it was very introductory, but in 
the next

447
00:30:18,420 ‐‐> 00:30:23,140
podcast, we'll dig into how to train these things in ourselves and students.

448
00:30:23,140 ‐‐> 00:30:33,860
I look forward to that conversation.


