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Exhibit 1: Physical spaces for creative learning

Materials 
are varied, 
open-ended, 
available.

Space is flexible, open, spacious and attentive to 
sensory qualities such as light, acoustics, color, 
texture, and temperature.



Exhibit 2: Pedagogy for Creativity
Flexible, Open-ended, Improvisational                                                    
Teachers that adapt to the needs of students are more prepared to support 
creativity.  With a focus on the process of learning, teachers are freed 
from rigid planning and encouraged instead to prepare a space for adults and 
children to work and think cooperatively.  Creativity does not happen on a 
schedule; students need ample time to explore, discover, and immerse 
themselves in subjects to develop innovative ideas.  

Culture of Curiosity & Inquiry                              
Creative educators provoke students’ curiosity by creating a culture of 
inquiry where risks are supported by a balance of freedom and structure. 
Teachers who respond to children’s individual learning styles and interests 
are more supportive of their ability to think and act creatively. Teachers’ 
risk acceptance is positively related to students’ self-expression and 
ideation.

Authentic, Relevant & Playful
Creativity thrives when students are given tasks relevant to their 
experience and interests, placed in a real-life context.  Learning that is 
framed in a cooperative, social, play-based context supports cognitive and 
social-emotional development while encouraging motivation, engagement, and 
openness.  



Exhibit 3: An Educational Culture of Inquiry

Universal Design for Learning.                                
UDL is an educational framework that draws upon research in the 
learning sciences and assists educators in developing learning 
environments that are responsive to individuals’ unique learning 
styles.  UDL encourages teachers to reduce barriers to student 
learning by using flexible methods, materials, goals, and 
assessments. Flexible, inquiry-based methods are shown to 
support student creativity.

Investigate, Incubate, Innovate                          
Creative individuals are curious: they ask questions, explore, 
invent, and innovate.  In inquiry-based settings, students 
follow their curiosity, have many opportunities to present and 
reflect on their learning, and cooperate equally with their 
peers and instructors to develop and test theories.  Creativity 
thrives when students are given the freedom to investigate, 
incubate, and innovate.

http://www.udlcenter.org/aboutudl/whatisudl


Exhibit 4: A Sense of Place: Land-Based Learning
Land-based - Community - Nature

Foster connection to community

Draw on Indigenous knowledge

The video at left shows one group, Actua, engaging Indigenous 
youth in land-based learning through workshops and camps. This 
is a part of a Canadian national program called InSTEM, which 
engages youth through culturally relevant programming. When 
learners can see themselves and their experiences reflected in 
the educational environment, the likelihood of openness to 
learning (and thus, opportunity for creativity) shines. 

http://www.youtube.com/watch?v=AMnwc-R-wp0
http://actua.ca/en/programs/national-aboriginal-outreach-program


Exhibit 5: Transforming the Digital World

Small Wonders: The VR experience at the 
Art Gallery of Ontario. Combining the 
technology of virtual reality with art, 
visitors to the AGO can explore wood 
carvings through experiential learning 
(CFC Media Lab, 2016). This environment 
is a creative blend of both digital and 
real-world experience, as users can 
experience both mediums to interact with 
the art.

Makerspaces, tech tools & robotics. 
Combining technology like 3D printers, 
laser cutters, and circuitry with 
construction, makerspaces are increasingly 
becoming a space in which to tinker, 
prototype, and design solutions. Many 
schools are integrating makerspaces into 
their common areas or classrooms, and the 
idea is to channel interests into the 
creative process.

The Scratch Community. Scratch is a digital 
environment where users can create 
interactive stories, games, animations, and 
more. Using block coding, it teaches 
computational thinking, systematic ordering, 
and creative problem solving. Originating at 
MIT, the Scratch community is also a place 
for collaborating and sharing ideas (over 30 
million projects shared to date!).

https://scratch.mit.edu/


Exhibit 5, Cont. (Transforming the Digital World)

Consumers & producers of tech

Integrate design thinking & STEM

Creative problem solving

Cross-curricular connections
Build on student interests

“Code has become the 4th literacy. Everyone needs to know how 
our digital world works, not just engineers.” - Mark Surman, 

Executive Director of Mozilla Foundation

Krish Mehra,TEDxKentState 

http://www.youtube.com/watch?v=vOsdfRbrNdk


Exhibit 6: Future Learning Environments

New Children’s Museum
San Diego, California

The Children’s Reading Place
Calgary, Canada

Singularity University
Silicon Valley, California



Exit Museum
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