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Critical  thinkirng,
practizal resulls

prablem-salving  skillsx, and applied kneowledoe for

2. Mastery of rigorous academic content, especially in literacy, mathematics,
and information technalogies

3. Imnovative and creative thinking, including entrepranaurial skilks

4. Communication skills, bath oral and written

5. Team lzarning and work, relationship building, and intarparsonal social
skills

£. Alignment of educatiom with the needs of economic dewvalopment,
inciuding better communicalions and cooperation between educators and
business peopla™

7. Persanal responsibility, including goocd work habits, work ethic, knowing
how to be flaxibie arnd confinue leaming, and financial llaracy

B. Global awareness, languages, and understanding other cuoltures [(inchuding
history, aconomics and geography)

9. Communications and better intarfacas batween K-12 public education and
posi-secondaryfhigher educatiaon fo make high schoal graduales batfier
praparad for the next stages of their education and lives®

10. Teacher education, preparation, and professional developmant 1o support

content mastery and skill developmant, including appliad learming {or
problam-basad learning} across disciplines in a global contesxdt*®




So first, what are 21st Century Skills?







The Four Cs

GOAL: fuse the three Rs and four Cs

*The Three Rs include English, reading or language arts;
mathematics; science; foreign language; civics;
government; economics; arts; history; and geography.

*The Four Cs include and problem
Yo]\Vilale} , and
and innovation

WWW.P21.0rq







The 215t Century Museum/Library Shift
20" Century Museum/Library 21! Century Museum/Library

Primarily content-driven s Combination of audience- and content-driven
Mostly tangible objects (e.g., art, books) ms) Combination of tangible and digital objects

Multi-directional (co-created experiences
4 involving institution, audiences, and others in
diverse arrangements
Focus on presentation and display ms Focus on audience engagement, experiences
Emphasis on enhancing knowledge and 21t
century skills

Acts independently m) Actsin highly collaborative partnerships

One-way information (institution presents
information to audiences)

Emphasis on enhancing knowledge mp

Located in community (operates independently) g Embedded in community (aligned with and acts
as a leader on community needs/issues )
Learning outcomes purposeful (content,

Learning outcomes assumed, implied (content # knowledge, an d 21stcentury skills like critical

knowledge, and skills like critical thinking tend to thinking are visible, intentional outcomes of
by byproducts of programming) audience experiences

Institution leads content development (e.g., ﬂ Content co-created among diverse partners and
content tightly edited and controlled) audiences; accessible in multiple ways




CMA Education Department Guiding Principals

Imagination

Creativity
Critical

Thinking

Innovation

To download our full guiding principals documentgo to
www.cmaohio.org/center-for-creativity/#resources




Creativity in Crisis

The Torrance Creativity Test—the gold standard in
creativity assessment and taken by millions
worldwide—is showing that since 1990, American
lling. Intelligence (IQ) and creativity scores had kept
pace with each other in America for generations, but
in the last 20 years, creativity scores have fallen off
track while intelligence scores continue to

increase. This decline is especially significant for K-
6 grade children, for whom the results are
interpreted as “most serious.”




Are we
communicating
our core beliefs?




In what
ways are
we taking
risks in our

programs?

Are we allowing for
co-learning and co-
creating content?




What does
ifelong
earning look
ike in the

215t Century?




What fosters
Teaching for
Creativity?




What do we want
our visitors to take
away from their
experiences ?




Can informal
learning
environments
have an impact

on school
reform?




What must
happen for
art museums
to have real

Impact on
thinking
(critical &
creative)
skills?




How do we
help our
families
cultivate the

next
generation of
thinkers?




Creative thinking skills

1. Fluency — ability to think of many

ideas

2. Flexibility —ability to move from
one idea to another

3. Originality — ability to think of
unusual ideas (novel responses)

4. Elaboration — ability to add to an
idea (make it better)

Ellis Paul Torrance; Torrance Tests of Creative Thinking










Flexibility




Originality

Nathan Sawaya




E|ab0rati0n Sean Kenney

Philadelphia Zoo




Innovation

Jan Vormann




Most of the things that are
interesting, important, and

human are the result of
creativity. —
Mihaly Csikszentmihalyi







