CREATIVITY BOOSTONG
TECHNIQUES AND METHODS
IN THE CLASSROOM

MANUAL FOR TEACHERS
INCREASE - ERASMUS+

Intorduction

This manual is a collection of teaching techniques presented by partner
school teachers during the LTTA in Poland in March 2016. The teacher training
session was accompanied by a workshop. The aim of the workshop was to
present various teaching techniques that can be used in a classroom.

AUSTRIA
USE OF IMPROVISATION-GAMES IN THE CLASSROOM
Purpose of those games

• to have a great time together
• to enjoy the inevitable failure due to excessive demands, created by the rules of the
game
• to find a non-intellectual approach to different topics and group-dynamic processes
The two brain hemispheres (square and traingle)
One hand draws a square in the air (easier variation: vertical line), at the same time the other hand
draws a triangle;
let the group exercise it and wait how long it will take until they are giving up;
Additional tasks:
to together think of at least 5 different figures (this increases the fun factor and with it the learning
factor; physical activity and mutual practice is motivating; the journey is the reward; relaxation is
leading to a higher success rate and one is less likely to give up;
example for a new figure: the hand imitates a butterfly that is folding it’s wings or flying away, the
right “butterfly” is staying still, the right one is flying away)
a–o–i
the group is placed in a circle, everybody takes the hands of their neighbours, the game master is
passing on an “a” to his right neighbour, who is passing it on to person next to him and so on, in the
same way the game master is passing on an “o” to the left, and an “i” by eye contact to a person
placed on the other side of the circle; if a person is receiving two or all letters at the same time, he
should first pass on the “i“, then the “a” and finally the “o”
If there are many players, it’s possible to pass on additional a’s, o’s and i’s
one-word-at-once-game
close circle, someone says a word to his neighbour (and is looking to him), he is passing on another
word to his neighbour and so on; in this way it is possible to create (short!) sentences and maybe
even short stories; later you can mix up the game by: allowing to suddenly change direction, to
continue with a person placed on the other side of the circle (but not twice in a row), or by letting the
game master choose randomly the next person to say a word; (maybe with eliminating the person
from the game, if he has to think for too long)

BUY NOTHING DAY

November 27th, 2015
General:
The program for the first, third and fifth lesson is already prepared and can be picked up in the
teachers’ IT room. Whoever wants to do something else in these lessons is welcome to do so.
We also welcome it if somebody would like to do something in addition, in another lesson.
This action day should be seen as a starting event. If there are classes that would like to
continue working on this topic, please let us know.
The students are expected to bring scissors and thick markers for writing.
The library will be open continuously from 9 o’clock and there will be a book exhibition
about consumption.
Caritas offers a lecture in the 4th lesson and also hosts a stand in the 5th lesson about among
other things “gifts that make sense”.
1st lesson:
Input: A shirt at any price: In small groups, the students should think about how many
percent of the price of a T-shirt go to which segment of the production chain. Afterwards
discussion (solution enclosed)
Partner interview:
o
What kinds of stuff did I bring with me? What kinds of clothes am I wearing today?
Used/new?
o
How long am I using these things?
o
What have I consumed today? What will I be consuming later today? What do I really
need to consume today, what could I do without?
3rd lesson:
Partner interview: Questionnaire provided
Group discussion (about 6 people per group): What are the most important points for
us? Design of posters and putting them up on the hallway (tape provided)
5th lesson: Open lesson
Students should look at the different ideas on the posters and choose the 5th most

important things for them)
Teachers check up on the students on the hallways
12:50 meeting in the class, short round of feedback
Moreover, there will be a film screening and an audio sequence that the students can
join and see/listen to. The room will be announced.
Due to organizational reasons, it is not 1st and 3rd lesson in the following classes, but other
ones:
4E/6BC/6D: 2nd + 3rd and 5th lesson
5A: 2nd and 5th lesson
5BC: 1st + 4th and 5th lesson
Next meeting 16th of November 5th lesson NBT
T shirt poster:
Final price: 29€
1: Retail margin 17€
2: Profit of the brand 3,61€
3: Material costs 3,40€
4: transport costs 2,19€
5: distributors 1,20€
6: Profit of the manufacturer in Bangladesh 1,15€
7: Fixed costs 0,27€
8: Payment of the workers 0,18€

Partner interview about consumer behavior and buying behavior
Interview each other about your consumer behavior using this questionnaire. The interviewer
notes down the answers of the interviewee. Thereafter you can compare your answers and
discuss your opinions. In the end, everyone gets the questionnaire with their own answers.
a) You discovered an item of clothing or something else that is on sale for 50€, and
which you had longed to buy for a long time. However, at the moment you don’t have
any pocket money left. How do you react to such a situation? Why? What do you
think about your reaction?
b) Are there products of consumer items which you buy, although you don’t actually
need them? If yes, which articles are these usually? Why do you buy them?
c)
Have you ever bought something which later turned out to be of no use to you,
or which you discovered not to like? If yes, what kind of consumer item was that?
Why did you buy it? Do you feel that certain circumstances “seduced” you into buying
it? If yes, which?
d)
Have you ever noticed any sales tricks in stores? If yes, which? How do you
usually react to those tricks? Have you ever let them trick/seduce you into buying
something?
e)
Are there one or more brands which you value highly? If yes, how does this
brand distinguish itself from products by other manufacturers? How do you think your
brand bonding came to be?
f)
Did an advertisement ever motivate you to buy something? If yes, what
advertisement was that? How did the ad appeal to you? What did you like about it?
Would you have bought the product also if you hadn’t seen any ad for it, or not this
specific ad?
g)
Did you ever spend more money on shopping or going out than you had
planned before? If yes, how did that happen? Did you regret it?
h)
Do you possess one or more consumer items which are not really necessary,
but which you couldn’t do without? If yes, what is it? Why couldn’t you do without it?
i)
Are there consumer items which you think you could give up (or lower your
consumption of these items) for some time out of ethical reasons? If yes, what would
that be? Why would you give it up?
j)
Are there consumer items which you wouldn’t want to possess or use out of
ethical reasons? If yes, what are these items? Why would you not want to use or
possess them?
file:///C:/Users/Susanne/AppData/Local/Temp/Interviewleitfaden%20Konsumverhalten-1.pdf
(Translated by Valentin Waschulin)

LITHUANIA

“Six Thinking Hats” is a tool for group discussion and individual thinking to achieve a more
effective result.
Coloured hats:
White - facts, Yellow - benefits, Red – feelings, Black – cautions, Green – creativity,
Blue - process

THE OBJECTIVE
Working under “Six Thinking Hats” method, having completed the tasks, applying gained
knowledge, you will translate the phrases.

GROUP DISCUSSION TASKS
•

I group: Collecting data about the variety of languages in the world (in Lithuanian)
and some interesting facts about languages in general (in English).

•

II group: Putting lines of Lithuanian and English poems about spring in the correct
order, describing emotions expressed in these poems, defining the mood and certain
words characterizing it, drawing the symbols of the main feeling of both poems.

•

III group: Providing ideas about the threats the Lithuanian and English languages
undergo, writing a sentence about a student who does not learn any foreign
language (what the future might be for him).

•

IV group: Creating a dialogue about Lithuania and the Lithuanian language (in
English).

•

V group: Watching an English video about easy ways to learn a foreign language,
providing pieces of advice for a student willing to learn it (in English), translating the
word “hello” into five languages: Polish, Dutch, Italian, Austrian, Portuguese.

•

VI group: Providing generalized ideas about the advantages of learning languages and
finishing the beginning of the sentence: “Language is the key to the world…” in 3
ways (in Lithuanian and English).

ALL GROUPS PRESENT THEIR WORK TO THE CLASS

ALL GROUPS PRESENT THEIR WORK TO THE CLASS

All students discuss about the most interesting presentation and choose the best one stating
why.

TRANSLATING PHRASES
All groups draw Lithuanian phrases about language learning and have to translate them into
English using the information acquired during the lesson.

PRESENTING THE PHRASES
WORK IN THE LESSON IS ASSESSED BY GIVING CREDITS
FEEDBACK: LIKES AND DISLIKES, PAYING COMPLIMENTS TO GROUP FRIENDS

Project method
Project types
 Constructive project
 Aesthetic project
 Problematic project
 Drill project
 Individual and social (group)
 Simple – short -term
 Complex – long - term (annual) project
Advantages of project method
 It is student - centered, activity - based method.
 Students involves whole-heartedly in the learning process according to their needs,
attitude, interest and ability.
 This method is related to the life situation of the students.
 This method develops the problem solving ability to the students.

 It makes the students independent and confident.
 It gives the real work experience to the students.
 It develops the social qualities and synergism in the students’ heart.
 It develops the responsibility realization of the students.
Limitations of project method
 It takes more time than the traditional methods
 It is a time consuming method.
 It is difficult to complete the prescribed syllabus in a particular time.
 It needs so much material for the execution.
 Learners can’t have enough experience or knowledge of the relevant themes.
 There may be personal conflicts.

Steps of a project method
Creating situation

Selection of the problem
Planning

Execution
Evaluation
Reporting and recording

Anual project
„Lieporiu gymnazium in the future“(Deividas Eringis 3d, Greta Gabalytė 3a,
Aušrinė Navickaitė 3a, Mantas Povilaitis 3d)

Virtual media

Webinar

Augment

ITALY
ThinkUp! is a society game designed by some teachers of the Liceo Artistico "Nervi-Severini"
in Ravenna. The project has been made together with the students of the schools in the
European project INCREASE - Erasmus+, developed throughout 2 years (2015/2017) whose
leader school is the Liceo Artistico "Nervi-Severini" itself.
In the first meeting, organized in Ravenna in December 2016, delegations from all the
schools involved in the project - Austria, Italy, Lithuania, the Netherland, Poland, Portugal have met to develop the theme of Lateral Thinking, closed in the title: "The strange case of
Mr Brain".
The starting point of the project are the theories of Edward De Bono (Lateral Thinking, 1967)
on the lateral thinking, the difference between this and the standard perceptions of
creativity as vertical logic and the attention for the horizontal imagination. Taking inspiration
from a thought useful to creative arts - that does not make of the logical solution the center
of its own system but uses chance, absence of logic and brain storming as a process giving
unexpected solutions - we have focused on the creative processes that have been the gist of
our job and of the artistic path of Surrealism and the artist Bruno Munari.
Starting from some examples of situational riddles used as examples of Lateral Thinking,
employed both in educational and therapeutic fields and in marketing. The project has tried
to consider all the techniques at its basis, as the use of alternatives of thought, the
improvement of the focus to develop creative tensions, the challenge to break the accepted
limits of actions, the casual entrance of unknown data, the provocation, the selection of the
best ideas, the development of ideas in new forms and organizations.
The game, designed by the teachers of Liceo Artistico, is composed by 30 cards representing
characters, places and actions, together with dice painted with images of objects, subjects
and functions. Both cards than dice have a clear hint to the figurative arts. By extracting two
or more cards and throwing the dice, the players build a fantastic story based on the hints
given.
The randomness of the situation where the creative thinking can be expressed and modified
continuously while the game goes on.
Together with the knowledge and practicing of the instruments if the Lateral Thinking, the
students have faced a great deal of complexities and reached objectives at various degrees:
knowledge and use of the English language, the choice of the icons, projecting and realize
the game, the invention and translation of the rules, the analysis of the inner working of
communication, the capacity to work in team.
Liceo Artistico P.L. Nervi-Severini, Ravenna
Dirigente scolastico: prof.ssa Mariateresa Buglione
Coordinatrice Erasmus+: prof.ssa Rita Servadei
Gruppo di progetto Think Up!: proff. Serena Simoni, Vittorio Valentini, Cinzia Valletta,
Dolores Veschi

THE NETHERLANDS

Different ways of teaching
We are a small school in the Netherlands in Spijkenisse (near Rotterdam). In our
school we try to use various teaching methods in which pupils are actively learning.
Two examples are working with assignment cards and a project we call minicompanies. These two teaching methods are outlined below.
Assignment cards
In the subjects Human and Nature (biology, physics and science), and People and
Society (geography, history and economics) pupils are expected to work with
assignment cards during part of the lessons and in their free time. There are many
from which they can choose. They work independently on the assignments, without
the teacher’s instruction.
With these assignment cards the pupils use more different skills than in the traditional
lesson in which the class is learning from listening to the teacher. There are
assignments in which pupils have to design, find information, work together, write a
story, do research and so on. The assignments vary in difficulty. Some assignments
are repeating or practice exercises, for pupils who have trouble with the curriculum,
such as practicing sums with percents. For the pupils who find the curriculum easy
there are more challenging assignments with advanced topics, for example do
research on how clothes are produced by H&M.

One of the subjects which is in the curriculum is the EU. On the next page you can
see one of the assignment cards pupils can do when we are discussing this subject.

M&M TRAVEL THROUGH EUROPE

What you need:
 Atlas / Map of Europe
 Paper for your answer

Recognize the EU countries

What are you going to do:
 Find the EU countries

Underneath you will find 27 EU countries with their typical export products. Do you
know which countries are portrait underneath? Write them down on a paper. If you
know all 27, you will still miss 1 country which joined the EU in 2013. Write this
country down on your paper with the number 28.

Mini-companies
The second example is a project in second class we call mini-companies. The
purpose of the project is that pupils set up a small company with a microcredit and
make profit. With this profit we support a community in Ghana to build a new public
toilet block.
In this project pupils have to use a variety of skills, like arithmetic skills, working
together, find solutions, be creative, make a planning, make smart purchasing, make
products, promote products, budgeting, selling and present.
At the start of the project there is a guest lesson given by a small entrepreneur, who
tells something about what is important when you start a small company. After
further instruction from the teacher the pupils will form groups and work on thinking
what kind of product they want to sell. They have to work this out in a marketing plan.
The teacher offers help when needed. Before the pupils really get started with their
mini-company they first have to present their plan before a jury. When the jury
approves the plan the pupils get a microcredit to start their mini-company.
Examples of successful mini-companies in the past years are a car washing service,
selling t-shirts with self-made prints, selling Dutch doughnuts, selling toasted
sandwiches during school breaks, organize a football tournament and many more.
Al together the project is very educational, the pupils are given a lot of responsibility,
and what’s more, with this project we finance a good cause.

One of the mini-companies: selling homemade pies.

POLAND
BOOSTING YOUR STUDENTS’ MOTIVATION –
THE PROJECT METHOD AND EDUCATIONAL GEAMES IN THE CLASSROOM
THE PROJECT METHOD

•

Used in our school for the last 5-6 years

•

Project problem – initially suggested/ given by the teachers

•

Over the years the method evolved – students come up with their own ideas – ‘got a
problem? – think of the solution’ - approach

Stages of the project method:
•

defining the project problem / the need

•

choosing the recipents / ‘target group’

•

the task – what we want to achieve

•

effects of the project both in the material and subject dimensions

•

educational effects (knowledge, skills, personal and social competences)

•

educational content

•

project organisation (meetings, responsibilities, grading, etc.)

SAVE THE PLANET !!! – START FROM YOURSELF!! (interdisciplinary ecological project)

NETIQUETTE – how to move around the Internet
•

Problem – how to communicate on the Internet (slang language, punctuation rules, trollers,
lurkers, etc.)

•

Solution – looking through different forms of expression on the Internet – presenting your
findings to others.

LEARNING NEW VOCABULARY
•

Problem – language learning – new vocabulary – how to learn it?

•

Solution – students present their methods of learning new vocabulary

Lifelong healthy – training on hidden dangers of sodas and energisers
Students’ knowledge - Research - Experiment - Expert support

First students briefly discussed what they knew on the topic. Their knowledge was
later confronted with the knowledge of food and dietary experts.

EDUACTIONAL GAMES
The main advantage: enhancing your students creativity at the ‘making stage’ and ‘usage stage’
The origins of the method – searching for an educational aid that will not only engage students’
minds, but will also make the young people act and will create a situation where students can use
their knowledge in real life. Additionally, it helps teachers engage students in educational process
and use students’ interests.
‘FALSE FRIENDS’

‘THINKING DICE’
‘Thinking dice’ – an educational game enabling discussion on ethical issues / teaching how to
formulate/ask problem questions. On the sides of the dice there are some symbolic drawings, based
on the order of a throw, students come up with questions they wish to discuss or invent a story.

PORTUGAL

The Creative Club Guadalupe was created to promote the
creative, critical and analytical thinking of our students.
Founded in 1974 by creativity pioneer, Dr. E. Paul Torrance,
Future Problem Solving Program International (FPSPI)
stimulates critical and creative thinking skills, encourages
students to develop a vision for the future, and prepares
students for leadership roles. FPSPI engages students in
creative problem solving within the curriculum and
provides competitive opportunities.

Goals:
To Develop The Ability Of Young People
To Design And Promote Positive Futures Through Problem Solving Using Critical of Creative Thinking

What is Action-based Problem Solving?
AbPS provides a model that is effective in the classroom for all students and can be implemented as:
. a strategy for use in the inclusion model,
. a curriculum in exploratory classes,
. an extension of any curriculum unit, and
. a model to introduce higher level thinking skills to students.

Why Action-based Problem Solving?
Future Problem Solving Program International provides the tools and strategies students need to
face the challenges of today and the future. Action-based Problem Solving provides opportunities for
students to develop and exercise the skills necessary to meet and exceed standards through research
and investigation of topics relevant to their world. Action-based Problem Solving provides a
convenient package designed to stimulate the creative and critical thinking skills younger students
need in order to synthesize the massive amount of data brought to them by Information Age
technology.
FPSPI teaches students how to make informed choices and solve complicated problems. AbPS
facilitates discovery by presenting the students with perplexing issues and providing the means to
become active inquirers. AbPS provides students with the procedural, brainstorming, decision-

making, and communication strategies needed for learning. The hands-on model turns the classroom
into an authentic learning community, bridging the gap between school and the real world. Students
learn to work cooperatively toward a common goal, discovering how to manage time as well as the
project. They begin to see a purpose for their education and develop a personal commitment to
learning.

The Future Problem Solving Process
Step 1: Identify Challenges
Step 2: Select an underlying Problem
Step 3: Produce Solution Ideas
Step 4: Generate and Select Criteria
Step 5: Apply Criteria
Step 6: Develop an Action Plan

Our Activities:

Mind Maps

Project Mini Empresa (small companies)

JA Worldwide is one of the largest global NGOs dedicated to addressing fundamental social and
economic challenges of young people by educating and empowering them to transform their future
and own their economic success.
Through the delivery of cutting-edge, experiential learning in financial literacy, work readiness, and
entrepreneurship, we effectively broaden the canvas of possibility for young people and enrich their
ability to both engage in their own economic development and contribute to the strength of their
families, communities, and economies.

Creative pupils WORKSHOP ON CREATIVE TEACHING TECHNIQUES
by Kamila Witerska, PhD – a summary of the methods presented and practised

Aims:


Developing creative thinking



Building motivation to learning



Using space and movement in creative teaching and learning

1. My name is … I like…..
Everybody is sitting in the circle. The first person is saying: My name is Ana and I
like apple pie. The second person is saying: This is Ana and she likes apple pie
and my name is Martin and I like mornings.
The rule is – you have to think about something you like that starts with the first
letter of your name.
2. Clapping
Everybody is standing in the circle and clapping hands to the next person. When
somebody claps twice you it means the change of direction of clapping.
3. 1-5
Everybody is standing in the circle and counting to 5 with pointing the person
standing on the right with the left hand.
The next round is with small change – when you count 3 you point over your
head, and when you count 5 – you point under your knee.
The next round is as above but randomly. Very important – before you point to
somebody get the eye contact with hero r him.
When the group is advanced somebody from the group can invent the next
pointing gesture on 7, 9, 11 etc.
4. Walking
Students are walking around the room in pace form 1 to 10, when 1 is the slowest
and 10 is the fastest walking.
5. Speed dating

Students are walking around the room in pace form 1 to 10, when the teacher
says „speed dating” they join in twos and talking on one of given topics.
The topics might be:
1. If I was the mountain, what kind of mountain would it be?
2. If I had the body of a stretchable rubber, ...
3. Something what I could do this year?
4. If I were a woman (girl), a man (boy), …
6. Speed dating in educational context
Students are walking around the room according to the music. Ehen the music
stops they stop also, and when the teacher says „speed dating” they join in twos
and talking on one of given topics. The topics are connected with some
educational issue, for example for the issue of the historical periods, the topics
might be:
1. How did the school look like in the Antiquity?
2. What did asceticism mean in Middle Ages?
3. What was the conception of man in Renaissance?
4. What is the shape of the family in Present days?
7. Making groups according to one feature:
 Eyes colour
 Favourite season
 Favourite part of day
 Means of transport to work
8. Theatre of sounds
In groups students prepare the theatre of sound – the short story presenting the
most popular job in one of the historical periods given above.
They are presenting the story to the group which is sitting back to the audience.
The audience is hearing the story twice and guessing the hidden job and the
period.
9. Doing nothing
Everybody is standing in the circle and pointing randomly to each other. The task
is: remember who you have pointed.
Everybody should be pointed only once.
Then students are just standing and doing nothing, just watching the person they
have pointed and trying to be like the mirror of this person in gestures.
Option: when the group proceed we can add the element of exaggerating
gestures. It is really funny and relaxing exercise.

