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01 INTRODUCTION
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Design thinking and innovation in schools

OBJECTIVES

* To explore various ways of introducing the creativity to
school children

+ To design a fun and engaging module
* Designing assessments to gauge their learning
* Testing the tasks and activities

» Collecting feedback from students and teachers

Module: Creativity and innovation

Possible outcome:
A teaching module involving a lesson plan, tasks and
activities and an assessment strategy.

Target audience:
Students of Grade 10 and teachers
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Design thinking and innovation in schools

CURRICULUM OVERVIEW

Module: Creativity and

Grade Introduction to Form Introduction to Introduction to Introduction to Solve simple
6/7/8 elements of transition + sketching design process creativity problems

design Photography methods

Photography 2D basics Need finding Design of Sketching for 3D basics Analysis Design of
Grade 9 to document exploration and services ideation/ exploration through products

documentation thinking mappings

Design for Story creation S stk aii Creative Presentation Design of Prototyping Design innovation
Grade 10 moving in design : ity exploratory techniques products and techniques enterprise project

; innovation ;

images project systems

Design for Design of Mapping and Communication Form from Interface Game or toy Product design
Grade 11 publications video film visualization m"&fg" ot nature design design collaborative

project

Design for Design for Design for Design with Observation/ Analysis: Concepts: Prototyping:
Grade 12 personal homeloffice public elements of ﬁr‘; Rert] Capstone Capstone Capstone

spaces environment environment nature £ project |l project lll project IV

An exposure course of 18 hours can be taken up in either
grade 6, 7 or 8, where the focus is on exposure and
discovery.

In grade 9, students learn design skills with focus on empathy
and application of design thinking to solve simple problems.
Grade 10 focuses on creativity and problem-solving.

In grade 11, they are introduced to different branches of
design.

Grade 12 focuses on the application and execution part with
capstone projects.

Grade 9,10, 11 and 12 are allotted 160 hours each, where
students learn about the topic in detail.
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Design thinking and innovation in schools

CREATIVITY AND INNOVATION

Structure of the module:

The subject ‘Design thinking and innovation’ has been
allotted 160 hours of teaching for Grade 10 by the CBSE
design team. There are multiple modules of different
duration like 12, 18 and 32 hours. This module of ‘Creativity
and innovation” has been allocated 18 hours, which includes
12 hours of classroom learning and 8 hours of learning at
home. The subject will be taught in a 2-hour session once

a week, 6 Sessions in total, based on the timetable of the
schools.

Learning overview:

* Learning design skills, discovery through creative
explorations and problem-solving.

* Learning how to approach a problem in a creative manner.

Learning objective:

* Exposure to different kinds/areas of creativity.

Module: Creativity and innovation

* Fostering creative thinking among students and helping
them express their creativity in various ways.

* To encourage innovation, exploration and novelty.

* To familiarise students with the design thinking process.

* To inculcate problem identification and solving skills among
students.

Learning outcome:

« Students learn different manners of creative thinking such
as lateral thinking, divergent thinking, analogical thinking etc.

+ Students gain exposure to iterating, critiquing each other
and avoiding fixation of ideas.

+ Students get familiarised with spatial awareness,
abstraction and detailing.

*» Students learn to interact with others and collaborate with
their peers. This also encourages peer learning.

+ Students get an understanding of contextual learning
through certain activities.
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02 DESIGNING THE CONTENT

Module: Creativity and innovation
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Design thinking and innovation in schools

LEARNING METHODS

Experiential

learning B
~_ Design
Studios P
instead of classrooms _/‘f
Modules

instead of hourly classes

Interactions

As being done in design schools, design needs to be learntin
an experiential manner, in studios rather than classrooms,
in modules instead of hourly classes, with ample interactions
and collaborations, to provide a conducive environment that
sparks creativity among the students.

= No typical
,.—/" textbooks
A\ No exams
_ N
Field trips

Typical textbooks are not the best approach to this type of
content. It rather needs to be fun, engaging and exciting. The
learning has to be assessed with tasks and activities instead

of final examinations. Field trips can be included to make it
more fun and interactive.

06



Design thinking and innovation in schools

Constructionism

Constructionism is the theory that says learners construct
knowledge rather than just passively taking in information.
As people experience the world and reflect upon those
experiences, they build their own representations and
incorporate new information into their pre-existing
knowledge. (Constructivism, 2022)

Since ‘Creativity and Innovation’ is not a typical school
subject that can be learnt through reading the textbooks,
constructionist theories are much more suitable for learning
this type of content where student enhance their skills and
creative thinking and learn how to apply them beyond the
classroom.

It encourages students to,

» take new information and fit it into an existing schema.
* engage actively in learning experiences rather than
passively receiving information.

» work together with classmates and teachers to build
knowledge.

* build on what they already know, by exploration and
experimentation.

* learn how to apply the newly acquired information.

Peer learning

Peer learning is the process of students learning with and
from each other.

Module: Creativity and innovation

Lateral thinking
Lateral thinking is @a manner of solving problems using an

indirect and creative approach via reasoning that is not
immediately obvious.

Divergent thinking

Divergent thinking is a thought process or method used to
generate creative ideas by exploring many possible solutions.

Analogical thinking
Analogical thinking is a process of finding a solution to a

problem by finding a similar problem with a known solution
and applying that solution to the current situation.

Contextual learning

Contextual learning takes place when teachers are able
to present information in such a way that students can
construct meaning based on their own experiences.

The teaching module is designed to incorporate these ideas
into students’ learning.
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Design thinking and innovation in schools

TYPES OF CREATIVITY

This is one of the ways in which creativity can be classified.

* Deliberate cognitive creativity is when we are focused
and are consciously aware of the process based on our prior
knowledge like the inventions of Edison.

* Deliberate emotional creativity is consciously
influenced by our emotions.

* Spontaneous cognitive creativity is an unconscious
and unpredictable process, but still requires prior knowledge
like Archemedes and Newton's discoveries.

* Spontaneous emotional creativity is what usually
occurs in artists and musicians.

The activities are designed to accommodate all four types
of creativity, along with encouraging other ideas like lateral
thinking, divergent thinking, iterating, critiquing, avoiding
fixation and analogical thinking among students.

,
HE™
= <

WeNTNE CMITION AL
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DELIBERNTE
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STONTANEONS umuﬂguﬂsor_ _— e )f A

AN EXTENSIVE
BoDY oF KNowLEDGE

ConNECTT
FROM AN eXTENSIVE ‘H
RoDY OF KNOWLEDSE. -

https://blog.grio.com/2016/09/your-brain-on-cognitive-creativity-with-illustrations.
html#:~:text=There%20are%204%20typest200f,%2C%20emotional%20(Dietrich%20
2004).
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Design thinking and innovation in schools

LESSON PLAN OVERVIEW

Introduction
3 hours in class + 1 hour at home

Students are introduced to the module by taking them on a
field trip followed by an introductory presentation.

Module: Creativity and innovation

Easy warm-up tasks
3 hours in class + 2 hours at home

Simple activities with minimal to no exposure to familiarise
students with the learning methods.

Medium difficulty tasks
3 hours in class + 3 hours at home

The complexity of the activities increases with learning new
skills and ideas.

Exposure

The tasks and activities have to be introduced using exposure

presentations, rather than theory or lectures. The exposure
presentation should be made easy to grasp and could
include images, short videos, mock-ups, etc., which could be

modified by the teacher as required to provide an idea about

the topic.

Final task
3 hours in class

A final task to be done in class where students could apply
their learnings.

Alternate tasks

For most of the tasks, one or more alternate tasks have been
provided to avoid repetition over the years. In case a task is
already carried out by the students of the preceding year, it
needs to be replaced with one of the alternate tasks.
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Design thinking and innovation in schools

Day

Day 1

Day 2

Day 3

Day 4

Day 5

Day 6

Duration

P

J

hours

nours

hours

hours

Brief

Introducing students to the field of creativity and
innovation

Familiarising students with the learning methods

Familiarising students with the creative processes and
catching up with pending tasks

Acquiring new skills and techniques

Acquiring new skills and technigues

Concluding the module

Resources

Projector and speakers
Team challenge materials

Projector and speakers
A4 sheets
Pen, pencils, colors

Projector and speakers
Building blocks

A4 sheets

Pen, pencils, colors

Craftboard

Pencils, colors

A craft repositary
Ad sheets
Cutter/scissors, glue

Bindi's
Building blocks
A4 sheets, pencils, cutter,

scissors, creasing tool, glue

Water balloons

Woater balloons

Module: Creativity and innovation

Events

Field visit
Presentation_1
Team challenge

Warm up task_1
Homework_1 discussion

Warm up task_2
Warm up task_3
Discussion

Medium difficulty task_1
Homewaork_3 discussion

Medium difficulty task_2
Final task_introduction

Final task_conclusion
Competition
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Design thinking and innovation in schools Module: Creativity and innovation

ASSESSMENT STRATEGY

There will not be any test or exam for this module. Students
will be assessed based on the series of activities, homework
and involvement in the class. Additionally, a self assessment
questionnaire will also be provided to the students, to help
them assess their learning,.

Task score

The assessment criteria is provided for evaluating the tasks For example, a student satisfying Criteria 1 & 2, but barely
where points will be assigned based on specified criteria, attempting 3 for a particular task, would be awarded 5
which may vary for different tasks. On satisfying each criteria, points. Similarly, on satisfying all 5 criteria, 10 points would
a student is awarded 2 points. If a criteria is attempted but be awarded.

not fulfilled to the best extent, 1 point is awarded.

Points Criterial Criteria 2 Criteria 3 Criteria4 Criteria 5 Total

Attempted - 1
Satisfied - 2

Total points =

11



Design thinking and innovation in schools

The task score for the module would be the average of points
awarded in all the tasks.

Points for task 1 + Points for task 2 + Points for task 3 +................+ Points for task N

Task score =
N

where, N= total number of tasks

Involvement in class Grading

Students will be scored out of 10 based on their overall Grade for the module = Task score (90 %) + Involvement in

involvement in class. This includes their attentiveness in class (10 %)

class, enthusiasm towards the subject, the effort they have

put towards task completion and their willingness to improve Grade Awarded Grade Points

the outcomes based on constructive criticism. Outstanding o! 10
Above Excellent Al 10
Excellent A2 9
Above Proficient B1 8
Proficient B2 T
Above Promising C1 6
Promising 2 5
Above Developing D1 4
Developing D2 3
Above Beginning E1 2
Beginning EZ 1



Design thinking and innovation in schools

FEEDBACK METHODS TO
UPDATE THE CONTENT

Self assessment questionnaire and feedback form
for students

This is intended to help the students assess their learning in
this module. The online link will be shared with the students
at the end of the module to help us understand what they
have learnt, the challenges faced and how can the learning
experience be improved.

1. Name
2, School*
Mark only one oval.

Dropdown with school names

3. Did you enjoy the module "Creativity and Innovation'? *
Mark only one oval,

Yes
Mo

Mot sure

4. How creative do you think you are, on a scale of 107 *
Mark only one oval
o 1 2 3 4 -1 3 7 ] 9 10

Mot creative Wery creative

Module: Creativity and innovation

W22, 1222 AM Sell assesmenl and feedback form for shudents. 'Creatity and Innovalion - Grade 10
5. How difficult was each task for you? *
Mark only one oval per row

Wery Wery | did not do this
coay Easy  Neutral Difficult difficult task

How does nalure
‘solve its problems?

Team challenge
Artinterchange
Write a short story

Everyday object

Age-old memonies

An object serves a

Build & sculpture
Sound exploration
Feel the sound

Acroom of feelings

An identity for
yoursell

Surrealistic collage
A monochrome click
Capturing emations
Make a mosaic

30 template

Make your own
oolors

Making a Diya
Water balloon race

Portiobo

bt e pracsghe comlormsid 1 1PS xEWEAad) - MFORADr 6502 Ra Y SAIgHyCF srokindil
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Design thinking and innovation in schools Module: Creativity and innovation

B21RZ, 1222 AM Self assessment and feedback form for students. "Cratuily and Innavaticer - Grade 10 2122, 1222 AM Self assessment and feedback form for students. Crsativity and Inovatio - Grade 10
6. How was your performance for each of the tasks, according to you? * 7. When your teacher gave you feedback. did you improve or redo those tasks? *
Mark only one eval per row. Mark only one oval.
Very Very 1 did not do this Yes
good Good  Meutral Bad bad Yask =
= | Afew of them
solve its problems? — — — J — __INe
Team challenge = T i 8 & =
At interchange D O ‘] ) ) 8. Select the tasks which were most interesting or enjoyable to you? lyou can chooseup  *
) o o o to 3 tasks)
‘Write a short story _; £ () |___'- o -
— 1 Check all that apply.
Everyday bject D 5 O (=] ) il __| How does nature solve its problems?
| Team challenge
Age old memories o O O O C & [ artinterchange
- ) } . — || wirite a short story
Abstraction 3 (5 = { | Everyday object doodles
different function e — — — || Abstraction
= - : | An object serves a different function
Build a sculpture i L L ) ) ) Build a sculpture
Sound exploration o S B & > B O (] sound exploration
: i, g § - — o O] Fisi e
Feel the sound O O ) (& - @] __| Aroom of feelings
.A — = = = = . . An identity for yourself
An identity for - o o o - | Amonochrome click
ourself I =3 OB | J —J _ Capluring emotions
i i = o s Make 3 mosaic
_&nﬁﬂemlm! 2 - ) () ) £ ] 30 template
A menochrome click 3 ) &) (&5 O ) [ Make your own colors
— — - = — — | Make a diya
Capturing emotions - ' I G T | ) ) | water balioon race
- N | Portfolio
Make a mosaic i b B =42 ;| B
3D template. —3 = = - i =
Make your own — - — - - -
colors "
Making a Diya L - &
Portfolio
hips: lidocs google ad- HFORADY SAlghy LT § HFORAD y 48
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Design thinking and innovation in schools

62122, 1222 AM Sef assossment and fsedtiack form far Shudents: “Craataity and Innavalicer - Grade 10
9. Select the tasks which were most boring to you? {you can choose up to 3 tasks) *
Check all that apply

| How does nature solve its problems?
| Team challenge
| Art interchange
__| write & short story
| Everyday object doodles
5 Age-old memories
| Abstraction
| An object serves a different function
| Build a sculpture
| Sound exploration
| Feel the sound
| Aroom of feelings
Anidentity for yourself
| Surrealistic collage
| Amonachrome click
| capturing emetions
| Make & mosaic
|30 template
| Make your own colors
| Make a diya
| Water balloon race
| Portfolio

10. Do you think this module inspired you to be more creative? *

Mark anly one aval.

| Yes

I No

) Maybe

11, What did you like the most about this module? *

s s gaogle 1P

Module: Creativity and innovation

22 1222 AM Seif sssesement and fesdback form for students ‘Creatvity and Inmovation” - Grade 10

12. What are the challenges you faced in this module? *

13. What do you think could be improved? Mention any comments if you have, for the ‘
course material or for the teacher.

Thie content is nefther created nor endorsed by Google

Google Forms

hitps - 3 ORAD, 8
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Design thinking and innovation in schools

Feedback form for teachers

An online link will be shared with the teachers at the end of
the module to understand their experience of teaching this
module. This will add to the feedback methods to update the
content over the years by helping us gain an overview of the
experience of the teachers, the challenges faced by them and

their feedback on what needs to be modified.

Module: Creativity and innovation

22022 BAT A Feadback form for leachers ‘Creafivity and Innovation’ - Grade 10

Feedback form for teachers: 'Creativity and Innovation' - Grade
10

Congratulations for successfully completing the module ‘Treativity and Innovation”. Fill out this form carefully
10 help us understand your experience.

* Required
1. HName*
2. School®

Mark only one oval.

Dropdown with school names

3. What's your highest qualification? *
Mark only one oval.

Dropdown with qualifications

4. Which other subjects have you taught in schools before Design thinking and innovation™? *

5. Did you enjoy teaching the module ‘Creativity and innavation'? *

Mark only one oval

6. Rate the overall creativity of the class on a scale of 10 *

Not creative Very creative

hitps: Ndors google TP DBOMZ0Y ¥ Dilvodi i
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Design thinking and innovation in schools

2202, B4T AM

2.

How was the students’ enthusiasm for each of these tasks? *
Mark only one oval per row.

Very
high

Very

High Mediim Lawi
low

How does nature
solve its
problems?

Team challenge

Write a short story

Everyday object
doodles

Age-old memaries
An object serves a
different function
-wnmm

-Mldaplomﬁm
Feel the sound

A room of feelings
An identity for

Make a mosaic

30 template

Make your own
colors

Making a Diya
Water balloon race

Portfelio

s s gaogle i MY

Feadback form for beachers. ‘Creafivily and Innovation’ - Grade 10

Thia task wasn't performed buy
the students

Module: Creativity and innovation

BMED B AT AM Feadback form for leachers ‘Creafivity and Innovation’ - Grade 10

B. How was the overal performance of the class for each of the tasks? *
Mark only one oval per row

Very Very This 1ask wasn't performed buy
good Goed W ! B bad the students

How does nature

Wirite a short story

Everpday object

Age-obl Mmemnes
An obijest serves a
different function
Buid a sculpture:
Sound exploration
Feel the sound

Aroom of feelings

An identity for

Portfolio

an hitps: Ndors google 7O
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ing and innovation in schools

20T, BAT AM Foadhisck form for beachers: Creafivily and Innovalion' - Grade 10
9. Did the students improve or redo their submissions based on your feedback? *
Mark only one oval.
| Al of them
1 Most of them
| S5ome of them

) Avery few of thern

| None of them

10.  Select the tasks which were difficult for you to carry out. *

Check all that apply.

__| How dees nature solve its problems?
| Team challenge
| At interchange
| wirite & shart story
| Everyday object doodlas
: Ape-old memaories
" Abstraction
| An object serves a different function
Build a sculpture
[ .. Sound exploration
| Feel the sound
| A room of teelings
| an identity for yourself
| Surrealistic collage
| & monachrame dlick
| Capturing emnations
Make 8 mosaic

__| 30 termplate

| Make your own colors

| Make a diya

" | Water balloon race

| Partfolio

[ -_NUI'IG

11.  For the above question, specify the challenges faced for performing the tasks? *

hitps lidocs google

MY

Module: Creativity and innovation

22022 BAT A Feadback form for leachers. Creaivity and Innovation” - Grade 10

12, Which task(s) do you think should be removed? Why? *

13.  Howhelpful is the assessment criteria? Is it easy to comprehend and foliow? Would you like to *
change anything?

14.  Did you have time to introduce an additional task of your own? If yes. briefly explain the task. *

15, if you had to add another task, what would it be? *

16. Did you get a chance to conduct an online exhibition this year? *
Mark only one oval,

Yes
No

47 g SZHO
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2202, B4T AM

17.

20.

.

Feedhack form for teachers: "Crestivity and Innovation’ - Grade 10
Did you get a chance to present the online showcase to the students? *
Mark only one oval.

Yas

Mo

Do you think this module has enriched students' creative thinking? *
Mark only one oval.

Yes
Mo

Maybe

What did you like about this module? (You could mention your thoughts regarding the lesson *
plan. teacher's manual, resources provided. tasks and activities, etc.)

Are there any other problems or issues that you would like to address? *

What do you think could be improved? Mention any comments if you have. *

This conben is neflher created nor endorsed by Goaghe,

hifpes lidors googhe comdonmesid 1 HadDB04T 0N [0

Module: Creativity and innovation

Online showcase

* For the Online Showcase, the teacher uploads the three
best works for each activity every year, so that all teachers
have access to the best works done by the students of other
schools.

* This link will be accessible only to the teachers. It can be
presented to the students at the end of the module, or
during the exhibition.

* It also serves as positive encouragement for students to get
their work displayed online.

19
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03 TASKS AND ACTIVITIES

Module: Creativity and innovation

20



Design thinking and innovation in schools Module: Creativity and innovation

How does nature solve its problems?

55 mins | Group of 3-4

Take students out on a field trip to a nearby park. Walk Type of creativity:

around with them and talk about how nature solves its Deliberate cognitive

problems with 1-2 examples.

Divide the class into groups of 3 or 4. Let them walk Outcome:

around in groups to observe and collect different leaves, Presentation

seeds, fruits etc. Select one object for each group to

discuss. Encourage them to ask questions - why is a Students’ Learnings:

seed shaped this way? Why are the flowers like this? etc. Divergent thinking, lateral thinking, teamwork

Let them find the answers from available resources as
homework and present their findings in class.

https://www.huntington.org/verso/2020/07/spines-thorns-and-prickles
https://in.pinterest.com/pin/507710557965857540/
https://www.pxfuel.com/en/free-photo-oaguy
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Design thinking and innovation in schools

Feedback from teachers

e This is a good way of introducing the topic of ‘creativity’
to students. Experience is the best teacher. Taking
inspiration from nature will help in solving many other
problems.

e Good task beyond classroom studies. The teacher
should be well prepared to address the curiosity of the
children in this case. This activity gives the instructor
the opportunity to learn more too. Taking them outdoors
sparks interest in the subject in young minds. It's not just
theory, but practical class too.

e \We rarely have group activities for children in our
school. This will encourage mutual communication and
interactions.

22



Design thinking and innovation in schools

Team challenge

2 . . " ¥ fE G | = -~ i el
U mins I aroup of 5-b i Llasswork

The groups compete against each other to win a series of
tasks. Each group selects one student to perform every
task. The teammates can verbally guide them towards
victory. Winning each task gets the team 10 points. The
group with the highest points wins the challenge.

1. Make a tower using the playing cards (1 deck) in 10
mins. The group with the tallest tower wins. 10 mins

2. Image completion: Each group gets multiple copies of
an incomplete figure. Complete the figures in 10 minutes.
The group with the highest number of different completed
figures wins. 10 mins

3. Using any of the provided items (a bottle cap, 2 straws,
3 toothpicks, tissue paper and 2 pieces of jute rope - 1

ft long each), bring the floating ball out of the bucket of
water without touching it directly. The group to finish the
task first wins. 10 mins

Type of creativity:
Spontaneous & deliberate cognitive

Outcome:
Task completion

Students’ Learnings:
Teamwork, quick thinking, divergent thinking, lateral
thinking

Alternate Team challenge

1. Make a tower using the given number of paper cups in
10 mins. The group with the tallest tower wins.

2. Image completion: Each group gets multiple copies of
an incomplete figure. Complete the figures in 10 minutes.
The group with the highest number of different completed
figures wins. Change the incomplete figure provided. 3.
Using any of the provided items (2 thumbtacks, 10 paper
clips, 2 rubberbands and a pen), place the ball in the circle
1m away, without touching it directly. The group that
finish the task first wins.

23



Design thinking and innovation in schools

Feedback from teachers

¢ This challenge will help the students to understand their
teammates better. They will learn to choose people for
specific tasks based on their plus points.

¢ Though the tasks seem very basic, they encourage the
students to think on their feet and come up with a creative
solution quickly.

e The activities seem a bit too simple for 10th grade.
Better to use educational games.

Modification

Initially, this was a 1-hour challenge with 5 tasks. Based

on the teachers’ opinion that some of them would be way
too easy for this age group even as a warm-up, the activity

has been modified.

24



Design thinking and innovation in schools

Art interchange

Warm-up task | 60 mins | Group of 3 | Classwork

All three students start the task by drawing anything of
their choice on separate A4-size sheets of paper. They
can use colors. They should not look at the works of their
group members.

After 10 minutes, they exchange their sheets in a
clockwise direction and continue to draw and paint
without any input from their teammates. They repeat this
process for an hour, so that each student gets to work on
an artwork for 10 minutes, twice. In the end, they'll have
3 paintings with equal involvement from each member of
the team.

Type of creativity:
Spontaneous emotional

Qutcome:
Artworks

Students’ Learnings:
Avoiding fixation, Divergent thinking, teamwork, time
management

Module: Creativity and innovation

https://www.artinstructionblog.com/john-fisher-landscape-3
https://in.pinterest.com/pin/840273242951084574/
https://artofschmidt.com/2022/03/09/artists-what-to-do-with-your-incomplete-art/

25



Design thinking and innovation in schools

Feedback from teachers

e This challenge is also helpful in learning to work with
whatever is available. Sometimes, constraints encourage
more creativity.

e Students will learn to face sudden changes to their
ideas, and to handle twists and turns efficiently.

e Guesswork and understanding your teammates are very
important here. Some students might struggle with time
management.

26



Design thinking and innovation in schools Module: Creativity and innovation

Testing

27



Design thinking and innovation in schools

Write a short story

Warm-up task | 60 mins | Individual | Classwork

Each student writes 5 words on separate chits.

1 - a character (person, animal, etc)

2 - a place/setting (forest, city, etc)

3 - an emotion

4 - an occasion

5 - any word of your choice

All the chits are mixed in 5 separate bowls and students
are asked to pick 1 chit from each bowl. 15 mins

They have to write a short story (around 10 sentences)
using any 4 of the 5 words that they’ve received. 20 mins

Ask a few students to narrate their stories in class. 25 mins

Module: Creativity and innovation

Type of creativity:
Spontaneous emotional

Outcome:
Story (around 10 sentences)

Students’ Learnings:
Forming random connections, Divergent thinking, lateral
thinking

28



Design thinking and innovation in schools

Feedback from teachers

e \We can never expect to get what we want. Students
should learn to come up with creative solutions with
whatever resources they have available.

e This activity Increases verbal creativity and divergent
thinking.

e Students learn to form connections between random
words/things which is very important for the creative
thinking process.

29
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Testing

(iokazna 18 0 '-}’-Oh-d place Tt 8 in Favnataka, Tndia .

One daxy T went <o the beath (sea) in Gokorne . T wasg
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Everyday object doodles

Warm-up task | 60 mins | Individual | Homework

Ask the students to select a few everyday objects found
around them. They now have to place one of the objects
on an A4 size sheet and draw/doodle around it to create
an image. Use of colors is permitted.

For example, bottle caps could be used in place of eyes to
make a face. They should try at least 3 different variations
using the same object or different ones. The photographs
of their creations have to be submitted by the next class.

Type of creativity:
Spontaneous emotional

Outcome:
Photographs

Students’ Learnings:
Lateral thinking, divergent thinking, analogical thinking,
forming random connections
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Feedback from teachers

e Simple but a good task to execute original ideas.
Students of this age group are strong learners and
innovators. Hence it is definitely a lovely activity.

e This is where they can explore their ideas to a great
extent. there is no right or wrong. They can do whatever
they want.

¢ This activity would be very enjoyable for the students to
bring out their creative thinking.
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Testing

balloons using hair pins

truck with a pen top

Kannika

33



Design thinking and innovation in schools

Age-old memories

Warm-up task | 60 mins | Individual | Homework

Students talk to one of their grandparents, relatives or
neighbors (preferably above 60 years) and find out about
their most memorable childhood experience. They have to
summarize itin 5 to 10 sentences.

What was most interesting about their story? Ask them to
represent it in a medium of their choice. It can be a sketch
or a painting, a poem, a prototype, or anything else too.
For example, if you find one of their handmade toys
interesting, you can make it yourself and share it in the
next class.

Module: Creativity and innovation

Type of creativity:
Mixed

Outcome:
No specification

Students’ Learnings:
Lateral thinking, public interactions, contextual learning

https://mylittlethoughtslaneblog.wordpress.com/2019/10/15/coconut-leaf-decorations-workshop-and-memories-of-the-natural-handmade-toys/
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