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Today we will

focus on student creativity
design creative environments



test

Today we won't

focus on teacher creativity 
learn pre-constructed exercises
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3. Creativity framework  
4. Design exercise
5. Wrap-up
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If this workshop 
succeeds ...
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… how will you know?
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Now tell us!
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(Gruber, Amabile, 
Czikszentmihalyi and more)
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inevitable
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conversations

conventions

language

opportunities

expectations
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Your turn!
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Jan-Feb
Mar-Apr
May-Jun
Jul-Aug
Sep-Oct
Nov-Dec
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Take-Home Review

critical faculties
motivation and affect

collaboration
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Next Steps!

resource handout
find collaborators

iterate your classroom
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Thanks!

Jessica Hammer
jh2354@columbia.edu

http://www.replayable.net


