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The University’s Graduate Attributes and seven Generic Intended Learning Outcomes (GILOs)
represent the attributes of ideal EQUHK graduates and their expected qualities respectively.
Learning outcomes work coherently at the University (GILOs), programme (Programme
Intended Learning Outcomes) and course (Course Intended Learning Outcomes) levels to
achieve the goal of nurturing students with important graduate attributes.

In gist, the Graduate Attributes for Sub-degree, Undergraduate, Taught Postgraduate,
Professional Doctorate and Research Postgraduate students consist of the following three
domains (i.e. in short “PEER & I”):

® Professional Excellence;

® Ethical Responsibility; &

® Innovation.

The descriptors under these three domains are different for the three groups of students in order
to reflect the respective level of Graduate Attributes.

The seven GILOs are:
1. Problem Solving Skills

2. Critical Thinking Skills

3. Creative Thinking Skills

4a. Oral Communication Skills

4b. Written Communication Skills

5. Social Interaction Skills
Ethical Decision Making
Global Perspectives



1. Course Synopsis

This course is an introductory course of “Creativity” minor. It situates human development
in a broad evolutionary context and studies its relationship with creativity, from individual
level to historical human level. The course covers topics related to the value of creativity
on human development and the development of creative attitudes and abilities from
childhood to adulthood. Articulating the creative needs and characteristics of human beings
at various stages of development, the course enables students to understand human
development and creativity from the perspectives of psychology and sociology, and to make
informed decisions on issues related to creativity and human development. In many ways,
human developments were realized by our creations, many of which were developed
through STEAM. STEAM can be considered as an important domain of human creativity.
This course will further study the relationships of creativity and human development
through case studies of STEAM persons and STEAM developments. Apart from case
studies and issue discussions, STEAM model constructions and other creative thinking and
problem solving exercises will be conducted to provide experiential learning experiences to
participants. Ultimately, this course will provide a fundamental knowledge base of
creativity, equipping participants for further studies in this field.

2. Course Intended Learning Outcomes (CILOs)
Upon completion of this course, students will be able to:

CILO: describe the needs and features of human beings in different developmental
periods, and their relationships with creativity development and pursuits

CILO. develop basic conceptions and multiple perspectives on creativity

CILOz reflect critically on personal practices, and their impacts on psychological
and creativity development

CILO4 reflect critically on human practices in creativity pursuits and their impacts
on human development

3. Content, CILOs and Teaching & Learning Activities

Teaching Content CILOs | Teaching/Learning
Activities
(a) Psychological theories in relation to personal CILOy |-  Literature
creativity development readings;
- Anoverview of human development - thinking
theories; exercises and
- Creativity development across lifespan games, class
- Value of creative activities on personal discussions;
development -self-actualization, self- - STEAM
expression and etc. workshops

- A brief introduction of the development of
creative attitudes, thinking and making (e.g.
curiosity, intuition, sensitivity, imagination,
divergent thinking, problem solving abilities)

(b) Ecology of creativity CILO2 |-  Case studies;
- creativity in context - creative person, - story-based
process, product and environment learning;




- systems approach of creativity - convergence
of multiple factors

- theory of “flow”- the psychology of
creativity

sharing on
personal
experiences;
model-
construction

(©)

Conceptions of creativity (C)

- Process of C — from preparation to
verification

- Domains of C - from artistic to STEAM
creativity

- Levels of C — from everyday to eminent level

- Styles of C - from innovative to adaptive

CILO2

Literature
readings;
self-evaluation
with
questionnaires;
video-sharing;
case studies &

creativity STEAM

- Who’s C-from personal creativity to human workshops

creativity
(d) Sociological and cultural aspects of human CILO: Literature
creativity readings;

- Values of human creativity/STEAM to video-sharing;
mankind issue-based

- Creativity and culture: discussions

East and West differences;
digital, virtual and STEAM culture
- Creativity, law and ethics:
plagiarism and copyright, freedom and
responsibilities
(e) Issues in creativity studies (with a special CILO34 Critical
concern on STEAM) analysis

- controversies between nature and nurture — through
can creativity be learnt? debate,

- paradox between knowledge learning and issue-based
creativity development — which should come discussion
first? (the answers to

- qualitative versus quantitative assessment of all these
creativity — can creativity be measured? questions are

- Human creativity and human development — open);
is all creativity “good”? collaborative

- what benefits has/can STEAM do to learning and
mankind? what roles should STEAM play in group

human development? how to achieve them?

presentations

4. Assessment

Assessment Tasks

Weighting (%)

CILOs

()

Course works

(i) Class Participation
In each lesson, participants are required to
develop ideas creatively and to analyse issues
critically. Students should be able to articulate
the value of creativity during class discussion.

30%

CILO1234




(if) Group Presentation
Present on the preliminary findings of case
studies in (c) and (d). Students should
demonstrate in their presentation:
- ability to implement a case study.
- ability to summarize the results of the
study and present it clearly.
(b) Individual Reflective Case Studies: 70% CILO1,.23
(i) Reflection on group presentation:
To reflect on the experience of the group
presentation and propose some suggestions to
solve the problems or/and improve the result
(if) Reflection on human development:
Through these above experiences, what
related human development issues are
induced? How is the global community
reacting or solving these problems? Please
provide a least one example as a reference.
(iii) A related (historical) case study: Please
refer to one historical person/ event to
analyse the factors affecting its creativity
and its impacts on human development, in
reflection of what you learnt in this course.
Total word requirement: around 1500 words in English.

5. Use of Generative Al in Course Assessments
Please select one option only that applies to this course:

[J Not Permitted: In this course, the use of generative Al tools is not allowed for any
assessment tasks.

v" Permitted: In this course, generative Al tools may be used in some or all assessment
tasks. Instructors will provide specific instructions, including any restrictions or additional
requirements (e.g., proper acknowledgment, reflective reports), during the first lesson and
in relevant assessment briefs.
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8. Related Web Resources

https://lesley.edu/article/steam-learning-in-action
https://globaldigitalcitizen.org/6-sites-steam-learning-activities

9. Related Journals

Art Education

Creativity and Human Development International ejournal
Journal of Creative Behaviour

Creativity Research Journal

Thinking skills and Creativity

10. Academic Honesty

The University upholds the principles of honesty in all areas of academic work. We
expect our students to carry out all academic activities honestly and in good faith.

Please refer to the Policy on Academic Honesty, Responsibility and Integrity
(https://www.eduhk.hk/re/uploads/docs/000000000016336798924548BbN5).  Students
should familiarize themselves with the Policy.

11. Others

Nil
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