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Abstract 

This study focused on design courses in Ireland as a means of accessing creative 

classroom conditions in higher education. The author of this paper has explored a 

possible new research paradigm, a Climate for Creativity. The aim of this exploration 

was to transport teaching and learning approaches to creativity from arts education 

only to all educational disciplines and beyond. 

Qualitative research methodologies using a triangulation of methods of data collection 

including surveys, classroom observation and focus groups were carried out. 

Dimensions of a creative climate developed by Göran Ekvall (2001) in 1983, a 

Swedish industrial psychologist, was used as a basis to the inquiry. They are 

Challenge/Involvement, Freedom, Trust/Openess, Idea Time, Playfulness/Humor, 

Conflict, Idea Support, Debate, and Risk-Taking. The research process has provided 

the opportunity to develop those dimensions whereby effective classroom conditions 

of a climate for creativity have been revealed. 

Many of the conditions revealed in this study support current literature on creativity 

and include conditions such as collaboration, autonomy and problem based learning. 

However there were additional conditions found that may help inculcate new 

approaches to the teaching and learning of creativity. 

This paper will present those findings; the conditions of a climate for creativity and 

the principles of a Climate for Creativity. Finally, suggestions for further research will 

be laid out. 
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1. Introduction 

Robinson (2009) describes how as we move through education it appears as though 

we lose touch with our natural capacities such as imagination and creativity.  

In design education creativity is seen as a phenomenon that occurs as a consequence 

of practicing tangible skills. Many researchers agree that creativity is ubiquitous 

(Livingston, 2010), yet through extensive research, ‘theorists have concluded that 

creativity is a complex, multi-faceted phenomenon’ (Clapham, 1997, p.33). In 

conclusion creativity within education needs to be repositioned and brought to the 

fore whereby it is less nebulous and more accessible to all disciplines.  

2. Aims and Objectives 

The main aim of the research was to guide creatively experienced and inexperienced 

teachers and students towards creativity within the context of education. The key area 

investigated to achieve the aim was design education in higher education in Ireland. 

Students of design education practice skills that foster creativity, therefore their 

insights regarding what propels them to feel creative, it was felt, would be valuable. 

Specific objectives of the research include: 

 Gaining student opinions and ideas regarding creativity in the classroom 

 Identification of behavioral and/or otherwise patterns occurring in a creative classroom 

 Access to tutor concepts regarding current and/or any future developments 

3. Summary of Methodology and Research Methods 

Inductive logic and grounded theory were the principles underpinning the qualitative 

approach.  Figure 1 below provides an overview of the methodologies and methods 

used. 

   

Fig. 1 – Summary of Methodology and Research Methods 
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•Constructivism 
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•Surveys 
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•Focus Group 
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Initially the surveys, using mixed methods approaches, revealed a thematic 

framework through much data comparison and reduction. Then the classroom 

observations, using qualitative approaches, revealed a second thematic framework 

through data analysis, memos and colour coding processes. Finally the focus group, 

using brainstorming techniques, revealed a third thematic framework.  

Each of the three frameworks is made up of effective conditions that have been 

revealed as necessary in enhancing a climate for creativity in the classroom. 

4. Summary of Findings 

Synthesis of the three frameworks, as above, reveals six conditions for a climate for 

creativity. The six conditions are as follows: Relaxed Atmosphere, Support, 

Challenge, Autonomy, Collaboration, and Appropriate Physical Environment. 

Furthermore a definition of a climate for creativity within the context of education has 

been created and fully informed by the research findings. 

“A permanent physical environment that is relaxed yet challenging, supports 

individual value and team work and embodies a culture of ideas” 

The underpinning principle of a climate for creativity is a combination of autonomy 

and collaboration, combining collectivist and individualistic views. A relaxed 

atmosphere balanced by challenge is imperative and support from the teacher and the 

physical environment is needed to help creativity to flourish.  

5. Conclusions and Future Work 

There are three overarching suggestions to be made on foot of the research: 

 Further investigation of the physical environment to identify cost effective, 

viable ways in which it can become an integral part of creative education. 

 A climate for creativity paradigm should be applied to entrepreneurial 

incubation centres, leadership and management training as well as teacher 

training as a coherent endeavour for social change 

 Development of workshops to initiate a climate for creativity in all educational 

domains whereby its’ practicality can be challenged. 

Overall it is suggested that the theories created as a result of the research be translated 

into practice for further development. It is only when a climate for creativity is 

experienced that its’ true merits can be measured. As Moon (2004, p.11) explains ‘all 

learning is based on experience’. 
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