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Course Description. This course will deal with ways to assess and document the 
processes and products of creative thinking in instructional or training sessions. It 
will review briefly the relation of basic concepts and principles of testing, 
measurement, and evaluation to creative thinking and the uses and misuses of tests 
in assessing creativity. The workshop will also include a brief oveneew of several 
tests, rating scales, and checklists for creative thinking. The major focus of the 
course 147iLl be on developing or selecting, and then using specific methods and 
resources for evaluating students' creative thinking processes and products in any 
instructional setting. \Ye will explore the construction and use of alternative 
assessment tools including, performance tasks, rubrics, and portfolios in evaluating 
creative thinking and creative products at various age levels (childhood through 
adult). \Te will review several practical ways to incorporate criteria for creativity 
into grading methods and procedures. Participants will be asked to consider the 
implications of these topics for practical application in their O I . ~  setting. 

Instructor. The instructor for this course is Dr. Donald J. Treffinger, of Sarasota, 
Florida (USA). Dr. Treffinger is President of the Center for Creative Learning, Inc., 
and also Professor of Education at the University of Sarasota. Previously, he has 
taught at the Center for Studies in Creativity at Buffalo State College, the University 
of Kansas, and at Purdue University. He is the author of more than 300 books, 
chapters, and articles on many aspects of creativity, Creative Problem Solving, and 
talent development. Dr. Treffinger can be reached by e-mail at ideadocQhome,com 
and the Center for Creative Learning website is ~~~7~v~v.creativelearning.com>. 

Materials. The textbook required for this course rz7ill be: 

Treffinger, D. J. (1999). Recognizing, deoeloying, and doculnenti~lg creafioify.  
(Reoised Pilot Edition). Sarasota, FL: Center for Creative Learning. 

There .ck7ill also be a number of handout materials. 

The following books are also recommended as valuable supplementary resources 
for this course: 



CT-EIL Creative Thinking and Learning: Implications for Grading and Evaluation 

Isaksen, S. G., Treffinger, D. J., & Dorval, K. B. (1996). Cliinafe for creatioify and 
innovation: Educational itnplicafions. Sarasota, FL: Center for Creative Learning. 

Treffinger, D. J. (1994). Assessing CPS Performance. Sarasota, FL: Center for Creative 
Learning. ($10.00 U.S.) 

Treffinger, D. J. (1996). Ditneizsions of creatioity. Sarasota, K: Center for Creative 
Learning. 

Treffinger, D. J. (1996). Creativity, creative thinking, and critical thinking: In search 
of definitions. Sarasota, FL: Center for Creative Learning. 
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CT-Ell. Creative Thinking and Learning: Implications for Grading and Evaluation 

Daily Agenda 
Monday 

Objectives 

AS a result of your participation in  this session, you should be able to: 

Define creativity and creative thinking, and desaibe ways that creative and 
critical thinking are related. 
Define and distinguish among assessment, testing, measurement, and 
evaluation. 
Desaibe the major reasons for evaluating student performance in school 
sekhgs (and relate these to appropriate grading or marking practices and 
procedures). 
Identify at least three important purposes for assessing creativity, and three 
reasons for taking aeativity into account when evaluating students' 
performance in school. 
Desaibe several myths and misunderstandings about creativity assessment. 
Identify and give illustrations of uses and misuses of creativity tests. 
Define validity, reliability, and usefulness and explain their implications for 
assessing creativity. 
Identify and give examples of four components of creative productivity and 
desaibe their implications for assessment. 

Topics of Discussion 

Introductions and course overview, goals, and objectives 
Defining Some Terms 

- What is "creativity" 
- What is "assessment" 

Purposes for evaluating, grading, or assigning marks for students 
Purposes for creativity assessment in school settings 

("Why assess?") 
hlyths and some misunderstandings about creativity assessment 
Uses and abuses of creativity tests 
Basic principles of assessment and measurement 

-Validity, Reliability, and Usefulness 
The C-O-COfrarnework and its implications for assessing creativity 

Personal characteristics; Climate/Blocks 



m-EIL Creative Thinking and Learning: Implications for Grading and Evaluation 

Tuesday 

Objectives 

As a result of y o u  participation in this session, you should be able to: 

Define, distinguish among, and give examples of at least three kinds of 
creativity assessment resources. 
-Tests 
- Rating scales 
- Check lists 
For each of several creativity assessment tools, desa-ibe what the tool 
measures, how it should be used, and the implications of the data it provides 
for evaluating students' creative work, accomplishments, or growth. 

Topics of Discussion 

Assessment and the Instructional Process 
- Various levels of instruction for creativity 
- Measurement implications of instructional levels 
Assessment resources 
-Tests -Rating Scales --Checklists 
Presentation and discussion of specific instruments and resources 

Assignment 

Bring to class on Thursday an example of something you consider a "creative 
product" (or a picture of that ~roduct) and be prepared to jusbfy why you 
believe it is creative. 
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=-Ell. Creative Thinking and Learning: Implications for Grading and Evaluation 

Thursday 

Objectives 

AS a result of your participation in this session, you should be able to: 

Define three categories and fourteen aiteria for assessing creative products, 
and identdy the implications for education. 
Idenhfy the role of case studies and practice problems in assessing creativity. 
Define, desaibe, give examples of, and apply performance tasks and rubrics in 
assessing creativity. 
Desaibe the purposes, and key elements, of portfolios and explain the 
implications and uses of portfolios in assessing creativity. 

Topics of Discussion 

What makes us call a product "creative?" 
-Exercise Sriteria 
-Discussion -Implications for looking at students' work 
Various types of performance tasks 
Constructing and using rubrics 
Case Studies and practice problems 
Portfolios in creativity assessment 
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CT-E1L Creative Thinking and Learning: Implicatiow for Grading and Evaluation 

Friday 

Objectives 

As a result of your participation in this session, you should be able to: 

Desaibe at least six ways to provide for aeativity in grading or assigning 
marks to students (e.g., through teacher-constructed tests, quizzes, projects, or 
assignments). 
Idenhfy and give examples of four levels of a model for evaluating creativity 
instruction, and describe the importance and implications of such efforts i n  
relation to Singapore's national educational mission. 
Create a personal action plan for assessing creativity in your o ~ v n  professional 
setting. 

Topics of Discussion 

Ways to incorporate creativity into grading and assigning marks 
Evaluating programs to foster aeativity: four levels 
"Thinking Schools and A Learning Nationu-How will you know if it is 
working? 
Putting the pieces all together: what will you do to assess creativity in your 
school? 
Personal Planning for Action 
Sharing key learnings 
Closing 
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Singapore 1999 Summer Institute on Teaching Thinking 
CTEII: Creativity and Creative Learning- 
Implications for Grading and Evaluation 

1. Several days before the first class meeting, please think about your own personal 
understanding of the tern "creativity." 

Write your personal definition of creativity here: 

2 What are the major aspects or dimensions of your definition that could be observed, 
measured, or documented in a tangible way? How you would observe, measure, or 
document those aspects? What kind of evidence (or "datz") would you need, and how 
would you obtain that evidence? 

Major aspects or dimensions of my definition How this dimension might be 
('Variables"): measured ("Data"): 

3. Now, consider your work with students in a school setting. If you are teaching in 
ways that challenge them to think andtor behave in creative ways, how would you 
determine whether they are successful in those efforts? Will the variables, and the data, 
that relate to their creativity be the same as (or different from) your responses to 
question 21 Summarize your thinking before our first class meeting. 



Creative Product Exercise 

1. Form teams of three to six members. Each team should select one of its members 
for each of the follo~ving roles: 

a. Team Manager. Overall coordinator of the group; manages the team's time use 
and on-task performance. 

b. Recorder. Takes notes for the team. 
c. Reporter. Makes (or leads) the team's presentation of results. 

2. a. Using the chart belo~v, list (in Column 1) the three products you I\-ill be asked 
to evaluate. 

I Creative: ~ a n k l  1 Product: Yes Or (if Justification: 1 Mn l Ye51 l 

b. Discuss each product and determine whether or not your group considers it a 
"creative product.'' Record your decision for each product in Column 2. 

c. If you decide that more than one (or all) of the products are aeative, rank them 
from 3 (high; "most aeative") to 1 (low; "least creative"). Record the rankings 
in Column 3. 

d. For all three products, enter in Column 4 the xvords or phrases that best explain 
why the product is (or is not) aeative. 

3. Be prepared to share your results with the entire group. 
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Group Discussion Task 

1. Form teams of five members. Each team member will receive an envelope with a 
card in it. Please do  not open your envelope until you are instructed to do so. 

2. When you open your envelope, look at the card. DO NOT SHOW YOUR CARD 
TO ANYONE ELSE, and DO NOT TELL ANYONE WHAT IS WRITTEN ON 
YOUR CARD. 

3. \Ye will ask you to conduct a group discussion on a specific topic. During the 
course of this discussion, do not reveal or state explicitly the word that 1t7as ~vntten 
on your card. However, throughout the discussion, you should participate and 
contribute basing your thoughts and comments on the word that is on your card. 
That is, the word on your card tells you (and only you) what JTOU will be referring 
to throughout the group discussion. 

4. You 'i.z-ill have 10 minutes for your group discussion. The topic for your group 
discussion is: "WHAT THIS MEANS AND WHY THIS IS IMPORTANT FOR 
STLDENTS, TEACHERS, AID PAl7EhTS." 

5. \$'hen the time has been announced to conclude the group discussion, please write 
down- individually (by yourself, xvithout discussion with the other group 
members)- brief responses to the follor\-ing questions: 

a. Did the group seem to be in general agreement? 

b. lVas the group generally positive, negative, or neutral in their reactions to the 
topic ("this") they were discussing? 

c. Did the discussion deaI more with procedures and practices (what and hov-), or 
did it deal more with opinions, emotional reactions, and feelings? 

d. Do you believe everyone in the group was discussing the same word, or 
different ~rords? If some people Icere discussing different words from pours, what 
words might those be? 

6. After your team members have completed their individual results, there will be a 
ten minute period to compare notes and discuss your responses. You may now 
reveal to each other the word or words on your cards. 
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Action Verbs for Productive People ... 
Access 
Accommodate 
Act 
Adapt 
Administer 
Advance 
Advise 
Affirm 
Anal yze 
Argue 
Arrange 
Assist 
Authenticate 
Beautify 
Build 
Calculate 
Categorize 
Cause 
Challenge 
Coach 
Collect 
Compare 
Construct 
Contrast 
Contribute 
Coordinate 
Compose 
Compute 
Counsel 
Create 
Debate 
Decide 
Demonstrate 
Direct 

Design 
Develop 
Devise 
Discover 
Educate 
Enact 
Encourage 
Engender 
Enhance 
Estzblish 
Evaluate 
Evoke 
Extend 
Examine 
Expand 
Explain 
Explore 
Facilitate 
Fashion 
Foresee 
Formulate 
Found 
Frame 
Grow 
Guide 
Harmonize 
Help 
Induce 
Inquire 
Innovate 
Inspect 
Inspire 
Integrate 
Intercede 

Intervene 
Invent 
Invest 
Investigate 
Judge 
Keynote 
Kindle 
Lead 
Link 
Make 
Manage 
Mentor 
Model 
Modify 
Monitor 
Narrate 
Navigate 
Negotiate 
Network 
Nominate 
Notify 
Nurture 
Operate 
Organize 
Perform 
Persuade 
Plan 
Predict 
Prioritize 
Produce 
Promote 
Propose 
Publish 
Qualify 

- 

Quantify 
Question 
Recommend 
Reduce 
Reform 
Refute 
Rescue 
Resolve 
Restore 
Restructure 
Scrutinize 
Search 
Serve 
Simplify 
Simulate 
Solve 
Share 
Stimulate 
Suggest 
Summarize 
Support 
Supervise 
Survey 
Synthesize 
Systematize 
Teach 
Test (hypothesis) 
Train 
Unite, Unify 
Use, Utilize 
Validate 
Verify 
Vision 
Write 



Categories for the 
"Red and Hot" Exercise 

1. Things to Eat 

3. Love, lovers, sex, sexy people 

4. Climate, outdoors, weather 

5. Animals 

6. Medical Condi2ions 

7. Automobiles 

8. Emotion, anger 

9. Political images 

10. Electric (coil, burner on stove, etc.) 

1 1. Fire-related (hot coals, embers, 
etc.) 

12. Other .... 



When Assessing 
Product Ideas.. . 

Source: Puccio, Treffinger, & Talbot (1995). 

Adaptors 
emphasized: 

Logical 

Adequate 

Well-crafted 

Useful 

Innovators 
emphasized: 

Original 

Attractive 

Transformational 

Expressive 



Jolistic Rubric 

l 
i 
l 
l 

i 
i 
! 

Proficient 

Distinguished 

Performance Level 

Novice 

I 

l 

bnalytic Rubric 

Attributes or Criteria 

Apprentice 

TRY AGAIN OK 

CONTENT 

PRODUCT(S) 

GROUPTTEAM SKILLS 

THINKING PROCESSES 

- 



I Try Again 

OK 

Wow! 

Emerging Outstanding Distinguishec 

Developins 

Outstanding Unsatisfactory Initiatim . 

Distinguished 
L 
' Accomplished 

Competent 

Novice 

Attempted 
Minimal 
Limited 
Accomplished 
Well-Done 
Exceptional 
Expert 

Unprepared 
Novice 
Competent 
Accomplished 
Expert 1 

- 
1 

-. 



E iving Feedback to Students 
sing Rubrics ... 

Involve the students initially in planning or 
developing the criteria and rubric. 

Use the rubric as a formative tool, reviewing 
it with students in a developmental and 
constructive wa during conferencing. 
Show what mig K t be done to improve 
performance in any area. 

Involve teams or small groups of students 
in completing charts, circling levels of 
performance for each other, and then sharing 
and discussing their evaluations. 

Ask students to keep copies of rubrics over 
time, to monitor growth and change 

Focus on what is present (what you do see), 
not on what's missing. 



Torrance Tests of 
Creative Thinking 

E. Paul Torrance 
Scholastic Testing Publicatior~s Bensenville, IL (USA) 

Verbal or Figural Forms, 2 sets (A or B) 

Verbal 

1-3: Ask and Guess 
Ask Questions 
Guess Causes 
Guess 
Consequences 

4. Product 
Improvement 
(monkey, elephant) 

5. Unusual Uses 
(tin can, boxes) 

6. Unusual 
Questions 
(tin can, boxes) 

7. Just Suppose 
(clouds with strings; 
great fog) 

Figural 

I .  Picture 
Construction 

2. Picture 
Completion 

3. Objects 
Circles 
Parallel Lines 



I 
Why do we evaluate students 

KUgive grades" or "assign marks")? 

1. To make judgments about the adequacy 
of their work ("summative evaluation"). 

2. To validate credentials or the students' 
rank, position, or relative standing in a 
group. 

3. To perpetuate an historical system of 
"tags" or categories that may or may not 
serve any important purpose in real life. 

4. To document the +/- of students' work 
in relation to quantity, quality, or 
amount of work. 

5. To provide constructive feedback to 
help students move toward competence 
and preparation for future success; to 
guide learning. 

6. To assess the quality and effectiveness 
of instruction, remembering that "all 
students can learn" (but in different 
ways and at different paces). 



Observing Elements of Personal Creativity.. . 
ELEMENTS OF CREATIVITY 

elements on the task or challenge. 

7. EXTENDED EFFORT. Investing the effort and 
energy needed, over a sustained period of 
time, 10 generate -- or focus options. 

8. PERSERVERANCE AND FOLLOW-THROUGH. 
Working on a complex, creative challenge until 
you're completely satisfied with your results. 

9. OPTIMISM Having self-confidence in your 
creative ability and enthusiasm for creative 

12. PROCESS 

- . . . . . 

13. SELFz-MANAGING. Monitoring, managing, and 
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Samples Areas for 
Extended Performance Tasks 

Community service projects 

Constructing a physical model or diorama 
as part of an individual or group project 

Developing their own multi-media 
presentation (e.g., using Power Point) 

Constructing a personal web page 

Creating original software 

Giving an extemporaneous oral 
presentation 

Writing, casting, producing, and 
presenting an original musical or drama 

Planning and conducting a survey, 
analyzing the data, and preparing and 
presenting a report of the results 

Identifying and solving a real problem 
at school (or a personal problem). 

Creating an original invention 

0 1999, Center for Creative Learning 



Assessing Real Problem Solving 
Outcomes: Portfolio Possibilities 

Students' involvement in real problems using CPS may lead to 
outcomes that can be documented in portfolios. Some possible 
portfolio components include: 

Products or samples of CPS session outcomes or results 
(completed or in progress, with dates or time lines) 
Testimonials from clients 
Evaluations, by oneself or others, of individual or team 
results of CPS sessions. 
Biographical resources, journal or diary entries or 
excerpts ("Me, in progress" as a problem solver) 
Documentation of participation in presentations or special 
events through which CPS process or project results were 
shared with others (students, parents, community) 
Recognitions, Honors, Prizes, or Awards for projects, 
products; or action taken to implement the results of 
problem solving efforts. 
Reviews or evaluations by outside experts or judges 
who assess students7 products or process efforts 
Audio or visual documentation of work completed or in 
progress (audio cassettes, videotapes, models, prototypes, 
photographs, or other media representations), made by the 
students or others (e.g., coverage by local TV stations) 
"Scrapbooks," including media reports or clippings (e.g., 
newspaper or magazine articles about the students' 
CPS work and its results or impact. 



Learning Styles: 
The Dunn and ~ u n n  Approach 
Environmental Stimuli 

*' Sound Light 
Temperature Design 

Emotional Stimuli 
Motivation 
Responsibility 

Persistence 
Structure 

Sociological S timuli 

Peers 
Team 

Self 
Adult 

Pair 
Varied 

Physical Stinzuli 
Perceptual 
Time of day 

Intake 
Mobility 

Source: Dunn and Dunn (1978) 



Word Association Test 
This exercise will help you to discover how well you are able to find remote relationships or 
associations among things. It is intended to demonstrate the approach to creativity and creativity 
assessment taken by Mednick (1 962) in the Remote Associates Test [RAT]. The items in this 
exercise are not actual items from Mednick's instrument. 

In each example, there is a set of three words. Your task is to think of another word which has 
something to do with each of the other three words. For example, if the three words were: 
"limburger," "cheddar," and "Swiss," a good resoponse would be "cheese." Each of the three words 
is a kind of cheese, so cheese relates to each one of the three you were given. A more difficult 
example would be: "rat," "blue," and "cottage." Again, a good response would be "cheese." A rat 
likes cheese, and both blue and cottage are kinds of cheese. 

Now try these ten items. If you can't think of a good word in just a minute or SO, skip that item and 
go to the next item. 

1. mountain UP school 

l 2. 
package card board fist 

I 3. 
surprise line birthday 

lunatic acorn bolt 

telegram high electric 

down chair UP 

shoot bullet bang 

18. snow wash wine 

g -  
out home jail 

l 

10. slugger belfry ball 

11. stage game actor 

12. Roman arithmetic three 
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15 Characteristics of Students' 
Problem Solving that Teachers Can 

Observe and Record 
I 
F *Ability to "Defer Judgment" 
i 

-Ability to use "Affirmative Judgment" 

*Sensing opportunities and goals, 
not just concerns and difficulties 

-Ability to make choices and decisions 

-Deliberate c: systematic planl-ling 

*Effective use of problem solving vocabulary 
(know terms, language of process) 

*Examine and use much information 
and many sources of data 

-Pose problems in ways that invite ideas, 
succinctly, free of criteria 

*Generate and analyze many ideas- 
use idea-generating and focusing tools' 

*Flexible and original in thinking 
(uses varied and unique perspectives) 

#Generate, choose, and use criteria to analyze, develop options 

*Anticipate sources of assistance and resistance 

-Develop a specific Plan of Action 

*Transfer from training to work on real problems 

-Enjoyment of problem solving 

Based On: Treffinger, Isaksen, & Dorval (1 994) 
Creative Problem Solving: An introduction 

-. . 



l 1.. 

What Have You Done? 

WRITTEN AND PUBLISHED: 
- Letter to Editor 
- Poem 
S h o r t  Story 

Review 
- "HOW To.." Article 
- News Article 
-Journal Article 
- Children's Book 
- Book-Fiction 
- Book- Non-Fiction 
- W or Radio Script 
- Stage Play 
O t h e r :  

/ 

CONSTRUCTION OF: 
Autoflransportation 

- BoaV Water Transportation 
FurniturelCabinets 

- HouselCottagelCa bin 
- Invention; describe: 

DIRECTIONS: 

Check each of the items on this list that you have done at least once. 
Double-check things you've done several times in the past. 
Triple-check things you continue to do regularly. 
Circle the triple-checked item(s) at which you believe you have a very high degree 
of expertise and creative involvement. 
Put a + in front of anything you haven't done but would like to attempt. 
Put a ++ if you already have sepecific plans to begin learningldoing it. 

ORIGINAL ART CREATIONS: MUSICAL CREATIVITY IN: 
-Painting W r i t t e n  Vocal Music 
S c u l p t u r e  W r i t t e n  Instrumental Music 
- Mural -Designed Instrument 
-Mobile -Original ArrangementIScore 
-Stage Sets -Perform Vocally 
-Costumes how? 
- Clothing Design where? - 
G r a p h i c  Design -Perform: Instrument 
-. VideoNovie Making which? 
-Acting: N,Stage,Film -- 

-Photography 
-Other: 

OUTDOORSEPORTS: 
-Design camping equipment 
-Camping activities 
S u m m e r  Sports: 

Team: 
Individ.: 

-Winter Sports: 
Team: 
Individ.: 

-Create New SporVGame 

ADVENTURE: 
Fly plane 
Fly glider 

-Hang gliding 
-Mountain Climbing 
-Alligator Wrestling 
-Knife Throwing 
-Martial Arts 
-Other: 

OTHER KINDS OF CREATIVE EXPRESSION INCLUDE: 
- Designlconduct experiments -Bird-watching 
- Travel (to: 1 -Create New Sport 
- Design a board or word game -Design/create physical activities 
- Sewinglneedlework: -Crafts: 
- Agriculture: W o o d c a r v i n g  
- Astronomy ~AstrologylOccult - Other-describe belowlon back 
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