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Whose learning? 
ΨǾŀƭƛŘŀǘƛƴƎ ŀƴŘ ŀǳǘƘƻǊƛǎƛƴƎ ǘƘŜƳ ǘƻ 
represent their own ideas, opinions, 

knowledge and experiences throughout 
education in order to improve our 
ǎŎƘƻƻƭǎΩ (Fletcher 2005).  

 





Workshop Objectives 
ÁTo identify and share effective 

integrated assessment strategies to 
foster creativity 

ÁTo identify and share ways to use 
technology to enrich assessment, 
and unleash creativity 



ά/ǳǊǊƛŎǳƭǳƳ ǿƛƭƭ ōŜ 
designed to develop 
successful learners, 

confident and creative 
individuals and active and 
ƛƴŦƻǊƳŜŘ ŎƛǘƛȊŜƴǎέ 

(MCEETYA 
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Áά¢ƘŜ ǉǳŀƭƛǘȅ ƻŦ ǘŜŀŎƘƛƴƎ ŀƴŘ ƭŜŀǊƴƛƴƎ 
provision are by far the most salient 
ƛƴŦƭǳŜƴŎŜǎ ƻƴ ǎǘǳŘŜƴǘǎΩ ŎƻƎƴƛǘƛǾŜΣ 
affective, and behavioral outcomes 
of schooling ς regardless of their 
ƎŜƴŘŜǊ ƻǊ ōŀŎƪƎǊƻǳƴŘǎέ (Rowe, 
2003). 

ÁΨvǳŀƭƛǘȅ ŀǎǎŜǎǎƳŜƴǘ Ƙŀǎ ǘƘŜ ƎǊŜŀǘŜǎǘ 
potential to improve the learning 
ƻǳǘŎƻƳŜǎ ƻŦ ŀƭƭ ǇǳǇƛƭǎΩ (Hattie, 2003; 
Dinham, 2009). 

 



ΨLŦ ǿŜ ǘŜŀŎƘ ǘƻŘŀȅΩǎ 
students as we taught 
ȅŜǎǘŜǊŘŀȅΩǎΣ ǿŜ Ǌƻō ǘƘŜƳ 
ƻŦ ǘƻƳƻǊǊƻǿΩ John 

Dewey,  

1859-1952. 

 



The Research 
Á Coyle and Colvin (1999): The brain is 

phenomenally plasticς ΨItΩs not who you 
are, itΩs what you do and where you do it.Ω 

Á Schools (Robinson, 2006) and educators 
(Malaguzzi, 1987) kill creativity. 

Á Barab et al (2001), Shaffer (2006) and Gee 
(2007) creating using technology 
encourages students to be creative, 
autonomous, and cognitively flexible risk 
takers. 

ÁWestwell (2009): Creativity flourishes when 
connected to what is already known. 

ÁWiggins and McTighe (2006), Hattie (2003) 
& Dinham (2008): Correlation between 
quality assessment and improved learning 
outcomes. 

 

× Create a positive 
learning 
environment for 
creativity, critical 
thinking, problem 
ςsolving and risk-
taking 

× High expectations 
× Build the field 
× Interplay of quality 

assessment for, of, 
as and through 
learning 

× Student choice 
× Provide quality 

feedforward  



Global Skills 

ÁCritical thinking 

ÁCommunication 

ÁProblem solving 

ÁCreativity and 

innovation   

ÁCollaboration 

ÁConnectivism 

ÁGlobal  and 

cultural knowledge 

ñLearners are at 

the center of the 

teaching-learning 

process.  
 



ôIntegrated curriculum is an 
educational approach that prepares 

children for lifelong learning. We learn 
by connecting new information to 

familiar information. Education is a 
process for developing abilities 

required by life in the 21st century, 
rather than discrete, departmentalized 
ǎǳōƧŜŎǘ ƳŀǘǘŜǊΩ (2003, Kathy Lake). 

Knox Grammar School 



Uncovering 
the Learning 



Uncovering Learning 

ÁWhat do my students need and want to 
learn?  
ÁWhy does it matter? 
ÁWhat do they already know? 
ÁHow will they demonstrate learning? 
ÁHow will they get there? 
ÁHow well do I expect them to do it? 
ÁHow will technology enrich the learning? 
 



Peer/Self assessment and reflection 

 

Precision: Data & pre-assessment 
 

Targeted assessment 
Formative (A4L & AasL)   Summative  

 

Deep learning: Identification of concept, skills,  
knowledge and understanding to be assessed 

 

Essential learning goal &  key learning ideas 

Timely and  precise feed-forward 



TRADITIONAL/SUMMATIVE AUTHENTIC/FORMATIVE 

CONTRIVED REAL-LIFE 

RECALL/RECOGNITION CONSTRUCTION/APPLICATION 

TEACHER DIRECTED STUDENT DIRECTED 

COVERAGE UN-COVERAGE 

SELECTING A RESPONSE PRODUCING/PERFORMING/ 
PRESENTING 

PASSIVE LEARNING ACTIVE LEARNING/SELF-
ASSESSMENT/METACOGNITION 

STRUCTURED OPEN-ENDED 

Assessment for Learning 

Wiggins  (2006) 



Assessment as Learning 

ÁStudents and teachers set 
learning goals, share 
learning intentions and 
success criteria, and 
evaluate their learning 
through dialogue and self 
and peer assessment. 

ÁStudents gain a deeper 
understanding of their skills, 
knowledge, level of 
understanding and the 
expected standards. 

ÁStudents develop ownership 
of the learning process. 



Creativity is defined as άŀƴȅ ƭŜŀǊƴƛƴƎ ǿƘƛŎƘ 
involves understanding and new awareness, 
which allows the learner to go beyond 
notional acquisition, and focuses on thinking 
ǎƪƛƭƭǎέ (Ferrari et al, 2009). 
 
άCreativity is a prime need of a human being 
and its denial brings about a pervasive state 
of dissatisfaction and ōƻǊŜŘƻƳέ (Bohm & 
Peat 2000). 
 



Newsweek's ά¢ƘŜ Creativity /ǊƛǎƛǎέΥ 
ά¢ƘŜǊŜ is evidence of a decline in 
creativity in the United States - 

particularly for children. According to 
professor Kyung Hee Kim, kids have 
fewer creative responses than they 

had 20 years ago. Their ideas are less 
original and have less detail. Young 
children's ability to elaborate has 

plummeted 37% since 1998Φέ 



Creativity Fluency 

Á Identify the desired outcome and 
criteria. 

Á Inspire creativity with rich sensory 
information. 

Á Interpolate and connect by 
searching for patterns within the 
inspiration that align with the 
desired outcome and criteria from 
Identify. 

Á Imagine is the synthesis of Inspire 
and Interpolate, uniting in the 
birth of an idea. 

Á Inspect the idea against the 
original criteria and for feasibility. 



ÁA culture that values originality, 
active learning and invention. 

ÁAuthentic assessment that un-
covers the learning  

ÁPlanned deliberately and integral 
to the design of teaching  

ÁExplicit teaching builds 
confidence 

ÁHigh expectations 
ÁRisk-taking encouraged 
ÁStudent-centered 
ÁChoice encouraged through 

technology 
ÁTime for reflection and 

refinement with peers and self 

Unleash Creativity 



Higher-order Tasks 

ÁInvestigation 
ÁCritical thinking 
ÁActive learning 
ÁChoice 
ÁCollaborating and 

sharing 
ÁProblem solving 
ÁTeaching others 
ÁEvaluating and 

reflecting 
ÁUsing technology as an 

enabler 



Fostering Creativity 

through Assessment 



Objectives 
ÁComplement the  Positive 

Psychology Program launched 
at Knox Grammar School this 
year. 

ÁReinforce  conceptual 
programming 

ÁwŜŘǳŎŜ ǊŜƭƛŀƴŎŜ ƻƴ  ΨǘŜȄǘōƻƻƪ 
ǘŜŀŎƘƛƴƎΩ ς Are we teaching a 
19th Century curriculum using 
20th Century techniques for 21st 
Century boys? 

ÁTechniques for Lifelong 
Learning 


