
Strategies for Creative Thinkers Assignment 
 
Directions: Review each of the strategies listed below as described in Chapter 6 of the Starko text. Complete this chart by providing a 
brief description and possible applications or implications for the classroom. Your description and application may be in the form or 
bullet points, brief phrases, examples or illustrations. 
 

 

Strategy Links Description  
of Strategy 

Applications/ 
Implications for the Classroom 

Question 
Formulation 
Technique 

The Question Formulation Technique 
(QFT) for Summative Assessment 
https://youtu.be/lfXEf0nG51I  
 
Passion-Driven Research Projects 
https://youtu.be/uHcZlBPD00M 
 

Protocol for questions generation 
(rooted in work of Rothstein and 
Santana 2011)  
QFT students generate questions 
around a Question Focus 
3 Stages (Produce your own 
questions, Improve your questions, 
Prioritize your questions.)  
Questions build upon themselves.  
Students can ask questions that they 
may  not typically have an 
opportunity to ask in a traditionally 
classroom set-up and find the 
answers. 

Genius Hour:  What is your burning 
questions?  2nd graders research their 
passion, build something that provides 
evidence of their learning that can be 
used to teach someone else, and presents 
the process to a public invited Showcase. 
Automatic engagement for students in 
which their voice matters.   

Brainstorming Lessons Learned from the Onion’s 
Creative Process 
https://youtu.be/Rs9rZYE6sMM 
 

 

Based on Osborn (1953) Idea 
generation that defers judgement and 
generates a large quantity of ideas.  
 
4 Primary Rules (No criticism, Yes to 
freewheeling, Quality is objective,  
Combine and improve)  
Individual creativity leads to 
collaborative improvement. 

Typically, “Popcorn” ideas. 
Alternative:  Individual space allowing 
time for all thinkers to rapidly generate 
ideas then return for group share and 
collaborative improvement.  “Smartest 
person in the room is the room.” 

Scamper SCAMPER: A Writing Strategy 
https://youtu.be/vt6yVWVWTHQ 
 
SCAMPER Demonstrate (using toilet 
paper rolls) 
https://youtu.be/HV36UIiVq_Q 
 

Eberle (1977, 1996) inspired by 
Osborn:  acronym that assists 
generating ideas 
S: Substitute C: Combine A: Adapt M; 
Modify, Magnify, Minify P: Put to 
other uses E: Eliminate R: 
Rearrange/Reverse 

Book:  Not a Box begins intro to 
SCAMPER.  Students are a give a box. 
 
Build a space-frame. Next students 
transform their space-frame into their 
“Most Magnificent Thing” 

https://youtu.be/lfXEf0nG51I
https://youtu.be/uHcZlBPD00M
https://youtu.be/Rs9rZYE6sMM
https://youtu.be/vt6yVWVWTHQ
https://youtu.be/HV36UIiVq_Q


 Attribute 
Listing 

[Mindmaping] Attribute listing 
https://youtu.be/vruwnA6lKb8 
 

Visual version of Brainstorming  
Branching links or images represent 
new ideas and the relationship to the 
other ideas 

Online collaboration with Poplet, 
Mentimeter, or Padlet. 
Classroom sticky note wall 

Provocations Sparking Curiosity with Self-Directed 
Learning 
https://youtu.be/t3vGXmGazJE 
 

Activity curiosity for deeper learning. 
Learn by exploring teacher designed 
stations.  Student choice guides 
autonomy and learning. (Reggio 
Emilio inspired, begins with the 
interests of the students.) 

Classroom stations designed for free 
choice and exploration.   Ex:  What can 
you build that will make your city more 
child friendly?  or Using these materials, 
design a map for a nanobot.  

Random Input Story Cubes in any classroom! Episode #3 
https://youtu.be/pi1klzRjL08 
 

Gamification:  team and winner  
Cues lateral thinking:  Problem is 
juxtaposed with a random selected 
word (usually noun) to make 
connections between both concepts 
“Fate is left to chance” 

Roll dice and create a backstory of the 
new team in a particular setting. 
Roll 3 dice and create a quick story for a 
character that has a problem. 
Roll one and apply a vocab term. 
Formative assessment:  Roll 9 and take a 
picture.  Apply what your rolled to your 
content. 

Six Thinking 
Hats 

deBona Six Thinking Hats in the 
Classroom  
https://youtu.be/yUIiluJrWKg 
 

de Bono’s Identifies 6 different roles 
or ways to approach the 
problem/situation.  Hats are frames 
of mind. 
White hat: What information do you 
we have/what is missing/how do we 
find that info? 
Green hat: requests creative effort 
Red hat:  feelings/intuition/emotion 
Black hat: Critical judgment  
Yellow hat:  Looks for benefits and 
possibilities 
Blue hat:  Monitors the kind of 
thinking begin used  
 

Analyze historical photographs 
 
Using Character Cards as a prompt to 
empathy and creative problem solving for 
the character mentioned to help improve 
their situation. 
 
Solving authentic problems in the 
classroom community. 

Understanding 
the Challenge 

Design Thinking: A Problem-Solving 
Framework 
https://youtu.be/kfBa2AdjRB4 
 
The LEGO Challenge: Creative Problem-
Solving-Teen Technorati EP2 of 8-Wired 
https://youtu.be/JlK7q_ba-RU 

Organizing Loop process for problem 
solving, inspired by designers, where 
strategies are used to define the 
problem and address and solve, test, 
refine, and share.  Can be applied to 
many areas of problem solving, not 
just in the classroom.   

Authentic problem:  Student has trouble 
tying shoes because of limited mobility.  
How can you help get those shoes tied? 
 
 

https://youtu.be/vruwnA6lKb8
https://youtu.be/t3vGXmGazJE
https://youtu.be/pi1klzRjL08
https://youtu.be/yUIiluJrWKg
https://youtu.be/kfBa2AdjRB4
https://youtu.be/JlK7q_ba-RU


 
The Magic Rope Challenge Creative 
Problem Solving Corporate Events 
Thailand 
https://youtu.be/rWiYmAUyIXs 
 

Using 
Synectic’s 

A Clever Lesson in Self Worth 
https://youtu.be/XOefJFb0_T8 
 
Synectics- Teacher 
https://youtu.be/OrKts_amuaU 
 

Gordon (1981) joining together of 
different and apparently irrelevant 
elements 
“making the familiar strange” or 
making the strange familiar” 

Associate a picture with how you are 
feeling.  
Use Climer Cards to associate character 
experience with a picture on the card. 

Visualization Best Practices L Visualization in 
Elementary School Geography 
https://youtu.be/1c9kRWpMENk 
 
Analyzing Perspectives through Primary 
Sources, Part 1: Getting Started 
https://youtu.be/3T8IdfdWzfw 
 
Analyzing Perspectives through Primary 
Sources, Part 2: Sharpening and 
Synthesizing 
https://youtu.be/vQCdC2ddK6c 
 
 

Creating mental images of something 
that cannot be seen  

Gallery walk using images and primary 
sources to compare opposing perspectives 
and analysis of author’s purpose.  
Crotulminates in a fictional memoir.  

Creative 
Dramatics 

Too Late to Apologize: A Declaration 
https://youtu.be/uZfRaWAtBVg 
 
Behind-the-scenes of “Bad Romance: 
Women’s Suffrage” 
https://youtu.be/MuPCfIM3NWo 
 
Bad Romance Women’s Suffrage 
https://youtu.be/co6qKVBciAw 
 
Tabletop Roleplaying Games as Social 
Practice 
https://youtu.be/QJwsWsTa1hI 
 

Exploring ideas with mind and body 
Warm up, dramatic activity, debrief 
  
Structured, done with others, large 
elements of pretend 
 
Practicing social skills in a safe space 
including through roll play through 
games like D&D.   

Students become a character from 
treasured book and explain to a group the 
challenges they face in life.  This would 
spur the use of the Design Process.  Then 
the group engineers could present their 
protocols for the character to test and 
give feedback. 

https://youtu.be/rWiYmAUyIXs
https://youtu.be/XOefJFb0_T8
https://youtu.be/OrKts_amuaU
https://youtu.be/1c9kRWpMENk
https://youtu.be/3T8IdfdWzfw
https://youtu.be/vQCdC2ddK6c
https://youtu.be/uZfRaWAtBVg
https://youtu.be/MuPCfIM3NWo
https://youtu.be/co6qKVBciAw
https://youtu.be/QJwsWsTa1hI


 
 
 
 
 


