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Foreword
This guide have been developed based on the 
learnings from the Erasmus+ Strategic Partnership 
project “CReativity E-MOdules in Education 
(CREMO)”, running from September 1, 2015 to 
August 31, 2018. A project with the main focus of 
creating an E-Module for practicing creativity.

When we initiated this project, the Future of Jobs 
Report from World Economic Forum had just 
predicted the top 10 skills by 2020, with Complex 
Problem Thinking as no. 1, Critical Thinking no. 2, 
Creativity no. 3, and Cognitive Flexibility as no. 10. 
These skills all relate to the deliberate practicing 
designed in this E-Module. However, in 2015 most 
existing tools (e.g. exercises, games, workbooks) 
were designed to do “in class” or as part of a 
workshop, and all of them were teacher-
instruction-based. As a result they were highly 
dependent on the interest and competences of the 
teacher or the facilitator. The consequence was 
that a lot of students in Europe did not have 
access to proper creativity training as part of their 
higher education.  

Our dream was to give everyone knowledge about 
- and access to - creativity training. So, we asked 
ourselves: how can we turn creativity training 
digital in order to overcome some of these issues? 
The project vision was to make creativity training 
accessible for all educational institutions across 
the world through an E-Module that can be 
integrated into existing teaching in order to 
support and complement the general pedagogical 
frameworks.

After 3 years of hard work, learnings and 
collaboration, we have launched Academy for 
Creativity – www.academyforcreativity.com

The project was designed, planned and performed 
by the following partners: Aalborg University 
(Denmark), University of Malta (Malta), 
Complutense University of Madrid (Spain), 
University of Chinese Academy of Sciences 
(China), and Vast: Next Generation Learning (USA).

http://www.academyforcreativity.com/


Introduction
Academy for Creativity is an online creativity 
training platform consisting of 10 different 
(research-based) games with 3 levels of difficulty 
in each, training a variety of creative qualities 
including flexibility, originality and originality. 

The E-Module is open for everyone and 
teachers can setup “courses” ranging from 15 
minutes to 50 hours of training for their students 
through an easy-to-use interface. 

Academy for Creativity is built around the 
narrative to be creative in a workplace. The 
platform consists of ten creativity games each 
providing a theoretical insight and deliberate 
practice of one or more essential creative 
qualities.

Through only 10-15 minute sessions of training 
every day, students can develop their creative 
qualities with Academy for Creativity.

Teachers can easily invite their students to this 
research-based innovative pedagogical 
learning system, where students practice 
creative skills through gaming.



• Academy for Creativity is developed 
especially as a teaching resource for courses 
on creativity, innovation, entrepreneurship in 
higher educational institutions. It is designed 
so that it can easily be integrated as a natural 
part of existing curriculum, however, it can 
also naturally function as a fun and serious 
extra curricular study activity.

• Academy for Creativity can also be integrated 
into all kinds of other existing disciplines in 
higher education as creativity training 
strengthens problem-oriented work and 
develop student independence and thinking.

• Academy for Creativity is already 
implemented at multiple universities and 
educational institutions in Europe. 

Use Academy for Creativity in teaching:



30.000+ unique visitors* 
190.000+ visits* 

* registered visitors and visits in the period from 
December 2017 to August 2018.



Learnings from student usage
During the project period, we have had 30.000+ 
unique visitors and 190.000+ visits at our platform. 
We have tested the software several times to 
better understand students and teachers behavior. 
The learnings from these testes are presented in 
the following.

Students
Through user testing, feedback session, thinking 
aloud protocols and interviews, we have learned 
that students prefer not to be evaluated directly on 
their creative production, that they prefer a 
transparent benchmarking progression model 
based on research results, that gamification 
elements are important to keep motivation high, 
and they prefer an official certificate of training 
completion to add to their CV. All these features 
have been implemented and adjusted accordingly.

From a neuro science test of 51 students, we 
observed the impact of the Academy for Creativity 
games on students’ emotional and attentional 
response levels. Results show that online games 

permit the students to maintain a more stable level 
of attention during the whole training session than 
what was observed for a control group using 
traditional paper and pencil creativity exercises. 
On a scale from 1-5 points (5 for highest), the 
innovativeness of the games scored 3.7, and the 
dynamic character and the adjustment of playing 
time scored 3.4. 

We have conducted an experimental training test 
in which more than 300 students participated as 
subjects. They were introduced to the E-module in 
a lecture-like style and were instructed to perform 
about 1 hours training per day for 10 working 
days. Results show that students using the 
Academy for Creativity advanced on all key 
measures like fluency (29%), originality (44%), 
elaboration & persuasion (26%), flexibility (21%), 
and imagination & visualization (38%), compared 
to the control group, which only received 
traditional teaching in creativity.



• For future work it will be essential 
to be able to come up with 
creative solutions.

• Some students saw the training 
on the E-Module as a simply a 
natural obligatory part of their 
educational program or their 
work.

• Creativity is key in the process of 
starting up a new innovative 
company.

• It is a personal gain to become 
far more creative, gain higher 
creative self-efficacy and 
produce novel interesting ideas.

• To have a diploma of 
achievement on creativity is 
valuable part of a CV

• To some students the primary 
motivation for using the E-
Module was related to being 
entertained.

A study showed the following primary motivation factors 
for using the E-Module:



• 72 % spent more than 1 hour using the E-
module, while 22 % spent more than 10 
hours.

• 94 % expressed that they can see a potential 
for  creative effort in all aspects of life, in 
particular related to problem solving, and the 
production of new interesting and valuable. 

• About 88 % consider creative skills as 
important as math and linguistic skills, 87 % 
state that everyone can learn to produce 
original new ideas, and a total of 93 % 
consider creativity as one of the most 
important skills for their future career.

• 69 % find that using the E-module will make 
them better at further developing ideas of 
others (elaborating on other people’s ideas.), 
and 62 % find that the E-module has helped 
them better understand how to become more 
creative as a human.

• Only 6 %, after using the E-module, still 
consider creativity as a skill that cannot be 
practiced through training.

• 97 % of the respondents consider creativity 
to be essential for new entrepreneurial 
ventures, and 92 % consider creativity as the 
engine for new innovative activities in 
organizations.

• 73 % find that using the E-module advances 
their skills related to the production of novel 
and interesting ideas, 77 % find that their 
creative self-efficacy (creative confidence) is 
enhanced by using the E-module.

• Finally, 65 % liked to play the games in 
Academy for Creativity (of which only 50% 
liked to play online or digital games in 
general).

A study showed these interesting statistics on the E-
Module:
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Fluency    29%
Originality    44%

Elaboration    26%
Flexibility    21%

Visualization    38%



Evaluating your students
From a series of interviews with teachers during 
the project, we learned that they wanted a fully 
functional plug-and-play solution, which was easy 
to implement and manage, with automated 
assessment of the students to get an overview of 
their progression, training activity and so on. All 
these requirements have been implemented and 
adjusted during the project period. 

As a result, teachers can view a histogram 
outlining each student’s training sessions to track 
their specific training times. This comes in handy 
to see whether the students are training 15 
minutes per day each week (as recommended) or 
1h45m every Sunday night.

Furthermore, as a teacher, you can quickly get an 
overview of the number of ideas created by each 
student on a course, their descriptiveness (i.e. 
how descriptive the student is when describing a 
new idea) as well as a detail index (the ratio of 
descriptiveness to number of ideas). On each 
student’s result page, these numbers are 

automatically compared to the rest of the class on 
the specific course to easily see whether a student 
is in front or behind the class norm. 
In short, the teacher can track the following for 
each student:

• What the student have responded in each 
exercise (game output)

• The total amount of time spent playing
• Progression in % in relation to total course 

time
• Total number of produced ideas of the 

individual compared to course average
• Descriptiveness of the individual (how 

detailed they are in describing each idea) 
compared to course average

• Detail index (no. of ideas divided by 
descriptiveness) of the individual compared to 
course average

• No. of ideas per hour
• The playing time (%) in terms of each creative 

quality



Recommendations for 
implementation of the E-Module

Try it out yourself
Start out by trying the creativity games yourself to get 
an experience of what the students will encounter 
inside (or outside) the classroom. With a teacher 
account you have access to all games all the time, so 
it is easy to get an experience of the variety. Please be 
aware that the level of difficulty increases for each 
game round. In order to experience the different levels 
of difficulty you will have to play several rounds in each 
game.

Be curious
Get to know all the features on the page. Try also to 
open a student account in order to have a feeling of 
the storyline and the role of the avatar, as well as the 
skills overview. Getting a feeling of what the interface 
that the students will experience may help you better 
understand their reactions and potential questions 
when they open an account themselves.

Introduce creativity theory
Before presenting the E-Module to your students, it is 
a good idea to make a short introduction to general 
creativity theory. Hereby the students can easier relate 
their experiences and each game to a more general 
understanding of creativity and creative skulls. This 
introduction is not obligatory, since the software itself 
is designed as a plug-and-play stand-alone E-Module, 

however, based on experiences we have learnt that 
this kind of class-room introduction provides a better 
understanding among the students for the relevance of 
the online training.

Play the games in-class
We have learnt that student engagement in the online 
training is higher when the E-Module is introduced in-
class, where students are facilitated to open a new 
account, play a few rounds in 2-3 games and get an 
understanding of the feedback that can be retrieved in 
the “Skills section” of the E-learning system.

In-class discussions
Try to make in-class discussions about general 
creativity and their experiences playing the games in 
the E-Module and attempt to relate it to your domain 
of teaching (communications, physiotherapy etc.). Try 
to do this every time you have classes during the 
period of the E-Module training. This will increase 
engaging in the online training and make it easier for 
the students to understand how their training related to 
their classes. For example you can have the discussed 
based on the skills they develop: how is originality, 
persuasion, flexibility and so on - important to their 
field, domain and industry.



Make it mandatory
When you open a new course for your students on the 
E-Module you will have the option to make the course 
mandatory or voluntary. We highly recommend you to 
make it mandatory. Our studies shows that even 
though the E-Module is an edutainment (gamified 
education), students in higher education are faced with 
tough priority decision making every day and every 
week during their studies. In one experiment the 
students actually asked us to ”please, change this 
from voluntary to mandatory study activity”, so that 
they were ”allowed” to prioritize this training as part of 
their study time. 

Set a strict allocation of training time
Evidence from research suggests 10 hours of training 
in order to see significant improvements. However, you 
can basically put up any time allocation between 15 
and 50 hours. Any practice will have an effect on their 
creativity. We recommend 15 min per week day for x 
amount of days. Our studies show that it is a very bad 
experience for the students to have to perform 10 
hours of training within 1-2 weeks. If you want to set 

up a 10 hours course we recommend you to give your 
students an 8 week period.
Incorporate off-line exercises
Try to incorporate some offline creativity exercises in 
your in-class teaching as a supporting training for the 
online training. You will quickly see a significant 
difference in how your students go about and engage 
easily in creativity tasks – as a results of their 
advanced creative skills from their online training. 
However, these offline in-class exercises will also have 
a rapid positive effect on the social relations in the 
class: your students will quickly become more 
openminded, more flexible and more curious towards 
new ideas. There are hundreds of offline in-class 
creativity tasks online to implement in your class. We 
also provide a few examples of offline creativity 
exercises later in this guide.

Case examples
On the following three pages you can find 3 very 
different case-examples of how we have integrated the 
E-Module into existing courses. 

Recommendations for 
implementation of the E-Module



Case: Advertising
In 2017 and 2018, we integrated the E-Module, 
respectively as a voluntary and as a mandatory 
study activity, on a Bachelor program in 
Communication Audiovisual Studies at the 
Complutense University of Madrid.

The E-Module was integrated into the 
semester via a 5 ECTS module focused on 
advertising.

The E-Module was introduced in towards the 
end of the module (week 8). Students had been 
introduced to general advertising during the 
first weeks of the module. This included some 
simple tools and techniques for enhancing 
creativity in their work on advertising. Students 
were then introduced to creativity and the 
concept of creativity training and deliberate 
practice of creativity as a mean for developing 
the necessary skills to design original and 
valuable advertising. 

The teachers had prepared a test battery 
including a creative self-efficacy test, a 
personal reflective creativity questionnaire as 
well as a domain general creative production 
test and a domain specific (advertising) 
creative production test.

Students then tried out the E-Module in-class, 
which was facilitated by the teachers to help 
set up an account and use the software for 
training. They also tried some of the games in 
class before they are instructed to perform 
minimum 10 hours of training within the 
following 3 weeks as homework.

After the 3 weeks homework, the students 
performed a second battery test. The scores 
were compared between the start and the end 
of the training period. Students reflected on 
their development from their training by 
comparing their pre- and post-test.



Case: Creative Genius
In 2017 and 2018, we integrated the E-Module as 
a mandatory study activity on a master level 
cross-disciplinary full semester on creativity: The 
Creative Genius Semester at Aalborg University.

The E-Module was integrated into the semester 
via a 5 ECTS module focused on development of 
personal creative skills. This module is the first 
module on creativity in this semester. The class 
consists of students from 34 different areas of 
study and all have selected this semester 
voluntarily as an elective on their master program. 

The E-module was introduced on the third day of 
teaching. Day one included an introduction to the 
semester and an introduction to the first module 
on development of personal creative skills. Day 
two included an introduction to some basic 
cognitive issues related to creativity as well as a 
personal creativity test and an evaluation and 
discussion hereof. Day three introduced the 

concept of creativity training and the deliberate 
practice of creativity. On day three the students 
experienced 20 different in-class creative 
exercises (approx. 5 minutes for each exercise). 
These exercises were designed to practice in 
particular originality. fluency, flexibility, 
imagination, elaboration, and task focus. The 
literature consisted primarily of scientific articles 
presenting a large variety of creativity training 
programs.

The students were then instructed to perform 10 
hours of training on Academy for Creativity within 
the next 4 weeks. Finally, they were instructed to 
design their own personal training program 
consisting of exercises that practice skills that 
they would like to develop during the rest of the 
semester. Most students chose to include 
Academy for Creativity into their personal training 
program after these first 4 weeks of obligatory 
training. 



Case: Innovation Management
In 2017 and 2018, we integrated the E-Module as a 
mandatory study activity on a Master of Science 
program in Innovation Management at the Sino-Danish 
Center for Education and Research in China.

The E-Module was integrated into the semester via a 5 
ECTS module focused on business model innovation. 
This module is the final module in the program, and 
creativity has previously been introduced in relation to 
organizational creativity and regional systems of 
innovation. The class consists of students from Europe 
(50%) and China (50%) with a bachelor degree related 
to business studies. The course is mandatory. 

The E-Module was introduced on the fifth day of 
teaching in this module. Day one included an 
introduction to the module as well as a general 
introduction to creativity from a knowledge and 
psychological perspective. Day two included an 
introduction to some basic tools and techniques for 
enhancing idea generation. Day three and four 
introduced a variety of creative process approaches 
(design thinking, Creative Problem Solving etc.). Day 

four introduced the concept of creativity training and 
deliberate practice of creativity as a mean for 
developing the necessary skills to be effective during 
creative processes and to perform development of 
culture and competences for organizational creativity. 
On day three the students experienced about 10 
different kinds of in-class creative exercises, all lasting 
about 5 minutes each. These exercises were designed 
to provide the students an experience of deliberate 
practice in particular on originality. fluency, flexibility, 
imagination, elaboration. The literature consisted of 
chapters from books related to creativity.

The students then tried out the E-Module during class 
and were instructed to sit in pairs and perform about 
30 minutes of training. Hereafter, they were instructed 
to perform as much training as possible voluntarily to 
get a better experience of creativity training and to 
develop personal creative skills to become more 
visionary leaders. About one third of the class tried out 
the software outside the classroom.



Off-line creativity exercises

Number 1:
Try to invent a creative dish before you decide what to 
eat for dinner. Produce as many ideas as possible 
WITHOUT searching for recipes online. After having 
spent 15 minutes coming up with ideas, you select the 
best. Bonus: try to do this every time you have to 
decide what to eat for dinner.

Number 2:
Try to redesign one of the games in Academy for 
Creativity into an offline version. Play it today or 
tomorrow with a friend or family member to enhance 
your creativity in good company.

Number 3:
Try to come up with a new way of getting out of the 
bed in the morning. You may come up with ideas to 
rise like a dolphin, like a falling stone, like a Queen, 
etc.

Number 4:
Try to spend the time while you are brushing your teeth 
to do some creativity training. You may force 
connections between items in your bathroom in order 
to invent new products. For example, combine a 
hairbrush and a soap dispenser - and you will have a 
hairbrush with an installed conditioner dispenser. This 
way, your hair will get conditioner every time you brush 
through your hair. Try to make at least one forced 
connection every time you brush your teeth.

Number 5:
Try to imagine an unlikely scenario happening, when 
you are with other people; in a bus, on the street, in a 
classroom or in the office. An easy way to start is to 
introduce an improbable element to the situation. It 
may be, that you imagine that the seats in the bus will 
suddenly turn into beds. Now visualize what would 
happen and how people would react to this sudden 
change. Try to imagine a new situation every day.

The following exercises are examples of offline deliberate practice that can be used to support the online 
training. You can present each of them as you please – on a power point slide, create print-outs, small cards, 
put them on your learning platform, etc. 



Number 6:
Try to come up with alternative explanations for every odd 
situation you experience. A typical reaction to an odd 
situation is to think how stupid it is, however, you should do 
your best ignore this and start producing alternative 
explanations to why it makes sense. You may see a car that 
is parked in a “stupid way”. Now, produce explanations to 
why the car may be parked this way. It may be because the 
owner suddenly got sick and was picked up by an 
ambulance or it may be because the car ran out of fuel etc. 
Go search for these odd situations.

Number 7:
Try to think of future scenarios for every situation you 
experience. If you walk into a shoe store, think about how a 
shoe store may be like in 10, 20 or 50 years from now. Try 
to come up with at least one future scenarios every day.

Number 8:
Try to complete on endings from movies, series, books or 
stories. All of these, typically have an ending, but what 
happens after the ending? Try to do explore this with a 

friend or a family member, and discuss what would happen 
if a sequel had to be made for a particular story.

Number 9:
Try to come up with alternative uses for everyday items; like 
socks, an iron board, a chair and a picture frame. Every one 
of these everyday items have a traditional way of being 
used; e.g. the socks are used to put on your feet. Now, 
generate ideas alternative uses for these items. Perhaps 
socks can be a used as a cloth for washing dining plates or 
as hand gloves when you cannot find your usual ones etc. 
Try to produce at least one alternative use every day.

Number 10:
Try to think about new names for everyday products like a 
milk, bread, chocolate bar and toilet roll. All names originate 
from some more or less logical reason. Produce ideas for 
what else we could call a product. For the milk it could be. 
‘breast water’ or ‘cereal liquidizer’. Try to produce new 
names every day.

Off-line creativity exercises



Creative qualities

Flexibility: 
This skill represents the ability to change perception at 
will and to create new directions of thinking. It is the 
cognitive playfulness that often leads to a wider variety 
of ideas.

Elaboration and persuasion: 
This skill represents the ability to further develop ideas 
and make them understandable and appealing to 
others. It is the open mind towards pre-inventive ideas 
without the use of judgement.

Fluency: 
This skill represents the ability to produce a lot of ideas 
at will and to keep a thought process going. It is the 
curiosity that makes you keep producing ideas even 
though you may already have got a good one.

Originality: 
This skill represents the ability to come up with and 
identify ideas that are unique, novel and surprising. It is 
the resistance towards conformity that makes it 
possible to rethink and challenge existing patterns.

Imagination and visualization: 
This skill represents the ability to think up improbable 
and future scenarios. It is the perseverance to defy 
logic and causality in the search for interesting and 
inspiring ideas.

Creative Self-Efficacy: 
This skill represents the ability to understand own 
creative potential. It is the insight from experience that 
makes you feel comfortable being creative in all kinds 
of situations and at all kinds of problems.

Through only 10-15 minute sessions of training every day, students can develop the following creative skills 
with Academy for Creativity:



Start your creative 
journey now:

www.academyforcreativity.com

http://www.academyforcreativity.com/

