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Doing Begins Learning; MODULE 2 |earning

CREATIVITY HAPPENS FOR A REASON

Starting with the unexpected goes straight for the gold mine: higher-level thinking skills. Having
students imagine and build a Never-Before-Seen City of the Future on a classroom tabletop
“gameboard” works for any K-12 teacher searching for ways to extend and amplify their best
lessons. At the same time, regardless of backgrounds and learning abilities, students gain
proficiency in expressing original ideas, exercising self-determination and collaboration, applying
what they learn across the curriculum and beyond.

In the “city game,” the first-try at building to meet a Design Challenge is just as important as the
final product. Students are encouraged to try out ideas, make mistakes, and learn from them rather
than being penalized for not getting things “right” the first time, reducing the fear of failure. This
teaches students that setbacks are a natural and valuable part of the creative process, and that
identifying mistakes leads to the need to learn real information in order to make revisions.

This methodology encourages divergent thinking by asking students to brainstorm freely, think
“outside the box,” and that there is not “one answer,” to a Design Challenge.



