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MODERN EMPHASIS ON
CREATIVITY

% 68.3% increase 1n patent applications from

1996-2001 (Banahan & Playtoot, 2004)

* Creative skills are critical to job/business

success (Ogunleye, 2006)

% Creativity and collaboration are the “essential
competence”’ (Hakkarainen et al, 2004) , the
“critical prerequisite” (Coakes & Smith,
2007), and the “ultimate economic

resource (Florida, 2002).
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CAN WE TEACH THIS?
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NSPIRATION COMMUNICATION

Observe Attribute Listing
Experience Questioning
Inquire Associate

SYNTHESIS EXPERIMENT

ORGANIZE VISUALIZE
SIMPLIFY TEST
CLARIFY ITERATE

GUIDEDBYTHE
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WHAT ARE COMPENSATORY BEHAVIORS?

“We alter the purpose or context of things to meet our objectives”.

Jane Fulton Sur
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OVERALL EFFECT
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NA

2% Normed over hundreds of
thousands of scores over 40+
years

% Most reliable and used
Creativity Test

A

7 Tests: Fluency, originality,
premature closure,
abstractness, elaboration,
and creative strengths
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DOES CREATIVITY GO UP?

| Table 2
Mean SD p F Effect Size
Pre Post Pre Post
Overall 86.09 90.65 17.48 17.28 .04 4.35 .049
Fluency 20.16 19.99 5.6 7.97 .84 1.30 0004
Originality 17.06 18.26 5.19 5.22 .099 2.78 .032
Elaboration 10.72 10.80 2.89 2.88 796 067 .001
wesistamce fo Lrematie” | gygs | femy | 441 | 363 | dooa|| suzs 06
Closure
Abstractness of Title 9.76 10.71 5.28 5.33 A2 2572 .029

Creative Strength 1293 14.30 4.44 3.88 008 7.358 08

Al

% Yes, on a statistically level, but perhaps not
on a practical level
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SURVEY SAYS

- Table 3.
Survey Item Pre Post
Pre: Based on past experiences, I feel I am able to . . .

Post: Innovation Boot Camp helped me / learn to . . .

Be flexible and adaptable---willing to change thoughts and activities as . 3.9
needed

'Refrain from prematurely making a judgment so | can consider new ideas | 5.2 | 5.7 prematurely making a Judgment so I can consider new ideas 5 2 5 7 |

ccept criticism as part of the process oI improving my ideas without
| rejecting my ideas prematarely | | ]

Break out of my own limiting patterns, norms, and prejudices | 4 7 5 4

Discover new skills, unrelated to things I had done 1n the past, to complete
this project

Tolerate uncertainty and risk. 4 8 5 2

Reframe failures positively, and learn from them

Evaluate choices and ideas in a neutral and open way 5.6 5.5
Become more innovative 3.7
Apply the process and steps of innovation 3.7
Break out of my own limiting patterns, norms, and prejudices 54
Discover new skills, unrelated to things I had done in the past, to complete 33
this project

Additional questions

How innovative do you think you are (understanding, skill set, etc.)? 2
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GROUP AVERAGE

GROUP NAME GROUP AVERAGE
Megaguru 10.3
4ners -29.67
AEIO -13
Spring -6.5
WWHs -32.5
MARDQ 4.6
ACIDS -8.33
OnTrack 10
Jacls 16.6
HotAir 1755
Renegades 23.3
Classier Czars -3
Rad Cad -0.33
SOAR 9.2
SNARL 16
GrabBrass 325
Jury 24
Turdo -3
Reason 156
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GROUP AVERAGE

GROUP NAME GROUP AVERAGE
GrabBrass 526
Jury 24
Renegades D95
SOAR 22
HotAir 175
Jacls 16.6
SNARL 16
Reason 15
Megaguru 0%
OnTrack 10
MARDO 4.6
Rad Cad 055
Classier Czars -3
Turdo -3
Spring -6.5
ACIDS -8.33
AEIO -13
4ners -29.67
WWHs -32.5
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GROUP AVERAGE

GROUP NAME
GrabBrass

GROUP AVERAGE

Jury

Renegades

SOAR

HotAir

Jacls

SNARL

Reason

Megaguru

OnTrack
MARDO

Rad Cad

Classier Czars

Turdo

Spring

ACIDS

AEIO

4ners

-29.67

WWHs

-32.5
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COMPARISON

Pre-TTCT Post-T ECE
Average Average
Increased Teams
(n=29) S0 100
Decreased Teams
(n=26) 90 386

- Overall N = 86
- Overall Mean = 86
- Overall SD =17
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WHAT HAPPENED?
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WHAT HAPPENED?

1. Pure Coincidence
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WHAT HAPPENED?

1. Pure Coincidence

2. Increased teams got more out of the boot
camp
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1. Pure Coincidence

2. Increased teams got more out of the boot
camp

3. Team members positively influenced
creativity of others
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1. Pure Coincidence

2. Increased teams got more out of the boot
camp

3. Team members positively influenced
creativity of others

4. The combination of 2 and 3
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CROSS-CASE COMPARISON
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* Case studies of 4 cases 1n each of two settings

(n-8)

s
—

s Instructional Technology Studio

A

# Innovation Boot Camp

/A

-
P~

¢ Data: observations, video analysis, interviews,
VOICE MEMOS

* Reported as comparative case studies
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s Democratic leadership vs. Domination,
atfecting group’s ability to attend to diverse
perspectives

s
[

¢ Balancing feasibility with innovation

.
P

% Value of open and supportive collaboration
and critique

Y
=

¢ Problem/solution ownership and common
vision, leading to group flow and the best 1deas

Tuesday, December 7, 2010



FUTURE DIRECTIONS

KA

¢ Boot Camp

A

¢ Block class effects/experiences, development NV
of a group innovation assessment, SNA ol

A

2% Animation Studio

¢ Leadership, idea generation/development,
culture

* K-12
% Other Settings?

Al

% 1IC, Mormon Messages, Ad Lab, classroom

settings
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rickwest@byu.edu
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