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The Creativity Exploration 

takes place each July and 

includes participants from 
second grade through 

high school. Teachers, 

parents, students, and 

peers nominate 

candidates for the three 

day workshop using a 

variety of indicators. 

Students love their high 

energy studies of arts, 

sciences, and humanities. 

The workshop teachers 

bring in expertise from a 

variety of subject areas, 

and the workshop activity 
reflects this diversity. 

They work in teams, 

designing rich 

programming around the 

interests and talents of 

participants in the 

program. Programming 

adjusts over the three 

days becoming 

increasingly 

individualized as 
teachers and students 

establish mutual 

learning goals. Students  

often participate year 

after year, literally 

growing up with the 

program.  

Students from the  

earliest workshops have 

gone to college, many on 

to graduate school, and 

most have embarked on 

professional lives. Drs. 

Read Diket and Nykela 
Jackson thank parents 

for your childrenõs 

participation in the 

program.  

 

 

 

Broadway  

We learned a lot about 

musicals and plays.  

~Abby M.  

It was fun and 

interesting.  

~Jourdan Green  

Renaissance  

I wrote about how 

modern day inventions 

changed.  

~Abby T.  

I learned that there was 

an instrument called the 

Aloo.  

~Hailey P.  

Mysteries  

I liked it and it was 

awesome.  

~Delaney D.  

It was mysterious and 

mind -blowing.  

~Chickaylla W.  

Rockets  

I liked making kites and 

gliders.  

~Kelly G.  

I liked making 

everything.  

~Hannah D.  

Art  

It was fun and 

challenging.  

~Avianna H.  

 

 

What is Creativity 
Exploration?  

2010 Summer Creativity 
Exploration  

  
Back to the 
Renaissance Rebirth 

of the Future  

2 

Still a Mystery  3 

The Broadway 
Experience  

4 

Through the Eyes 
of Art  

5 

Wings to Rockets  6 

  

Inside this issue:  

On July 19, 2010, through July 21, 2010, students 
grades 2 through 12 are invited to the Creativity 
Exploration. This yearõs program consisted of 
five modules that students could participate in:  

1. Back to the Renaissance Rebirth of the 
Future 

2. Still a Mystery 

3. The Broadway Experience 

4. Through the Eyes of Art 

5. Wings to Rockets 

THE VOICE OF GIFTED YOUTH  
Rashad Ullahôs design for  Creativity Workshop 1992 

We first knew Rashad as a rising 7th  grader from Slidell, LA. Rashad developed many friends at Creativity Workshops over four years, 

serving as editor of several youth publications. Instead of entering 10 th  grade, Rashad received a scholarship at Simon Rock Bard 

School in Massachusetts, where he began college work instead of completing high school. He completed his studies at Yale with  a 
dissertation that ties together arguments and evidence from such sub -disciplines of linguistics such as morphology, semantics, 

pragmatics, and language typology. Rashad speaks fluent Bengali and a main strand of his research centers on the grammar of 

that language. He is also proficient in French and has a usable knowledge of Farsi, Hindi, and German. Both before and during  
his Ph.D. training, he worked as tutor and teacher of English, math, and other subjects. Rashad lives in Washington, DC, wher e 

he uses his strengths as a linguist, scholar, communicator, team player, and world traveler proficient in several languages a nd 

cultures.  



ON CREATIVITY  

variations with such unpredictability. Who 
or what intercedes in these matters; where 
are humans going and how can individuals 
or their cultures change directions when 
things are not going right in the world.  

The research record shows that creativity 
declines when the knowledge base expands 
rapidly (noted especially in the 3rd and 4th 
grade slump). Apparently, the brain focuses 
on the new information and allocates less 

time to creative recombination and 
extension of ideas and facts. If the trend 
continues, emphasizing facts over problem 
finding and problem resolution, then the 
skills and interests that grow from exposure 
may be severely restricted and creativity 
diminishes. Children prefer different frames 
for thought --some verbal, some visual, 
some kinesthetic, some mathematical, and 
some lucky children develop multiple 
frames because of or in spite of their school 
experiences. Multiple frames let children 
and adults go at problems from multiple 
perspectives and with a whole toolbox of 
creative approaches.   

The emphasis on standards, assessment, 
and structured learning has taken its toll 
on creativity. Since the early 90s, William 
Careyõs Creativity workshop have combined 
intelligent thinking with creative problem 
finding and resolution. Our professors 
study the literature of the field with an eye 
to deep analysis and forward thinking. 
Creativity, brought to life through children 
and teachers, has the potential to address 
the concerns and potentials of the 21st 
century. We do not believe that creativity is 

not present, not artistic, noté.anything. 
Creativity implicates the trait, ability, or 
attitude that enables change and insight 
into the complex environments of ourselves, 
our communities, our environment and 
world.  Creativity needs to used, enhanced, 
engaged in the construction of new 
possibilities.  

Read M. Diket, Ph.D.; Creativity Workshop 
Director  

 

Images òtelló stories about values, beliefs, goals, 
and structures. Those of us who grow up with 
the arts in our lives speak this language with 
images of our own, and have ideas about how 
instances in our lives might be made better, 
more aesthetically pleasing, or faced as 
problems. Newsweek published a special story, 
òCreativity in America,ó as òthe science of 
innovation and how to reignite our imagination.ó 
The publication for July 19, 2010, displays a 
crayon assembled òflagó of broken blue star 
field, red and white crayon stripes with some 
broken to make the ends. This image evokes 
what is wrong with considering creativity out of 
context. The points of the crayons are pristine, 
and the paper skins are pristine. Still the image 
can only work if some of the crayons are broken. 
If the image is to be believed, Americaõs 
creativity is unused, broken, and the reason 
may be that creativity is being artificially limited 
to only a few domains of knowledge.  

The article quotes some of the leaders in 
creativity research. I studied with Paul Torrance 
for my doctorate in the late 1980 and early 
1990s. Torrance, creator of several versions 
(verbal, figural, and kinesthetic) of creativity 
measures that were used in the 1990s William 
and Mary study of 300,000 children and adults, 
believed that creativity crossed domains of 
knowing,  Making multiple versions of the test 
acknowledged that  creativity appeared in 
descriptive languages (writing, drawing, and 
movement). What he would never have said is 
that creativity omitted or did not require the full 
range of language frames.  Yet, Mark Runco, 
now at my doctoral university (The University of 
Georgia), seems to imply just that in the article --

-when he evokes an òart bias.ó  If the old claim 
to creativity is òunfoundedó for visual images, I 
would have to question where Runco is looking 
and why he is finding a lack of evidence. Art 
emerged very early in the anthropological 
record, and was connected to the most basic of 
human questions --why do natural events 
appear with great regularity, and seasonal 
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BACK TO THE RENAISSANCE REBIRTH OF THE FUTURE  
The students, through this study of 

the Renaissance, ex how the past 

continues to have an impact on 
creating our futures. They entered 

the time machine into the past where 

they experienced the rebirth of the 

future through the lens of the 

Renaissance.  Their was a discovery 

on how this period of history 

(technology, science, architecture, 

games, art, and society) evolved and 

developed through modern times.    

 

 

 

The following were some of the 

experiences the students 

participated in:  

¶ Explored the drama, art, music, 

and theater during the 

Renaissance  

¶ Researched the diseases that 

occurred during the 

Renaissance and role played on 

the Black Plague  

¶ Created and presented their 

personalized instrument 

invention based on the 

Renaissance  

¶ Discussed and played different 

Renaissance games    

¶ Participated in an interactive 

Leonardo da Vinci exploration  
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Instructors:  

 

Brooke Foster  

Jasmine Haynes  

Kelly Rinebold  

Beckie Thrash  

 

 


