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https://www.youtube.com/watch?v=GfaVt0u41ic&feature=youtu.be

[bookmark: _GoBack]The most beneficial ‘gogie’ to implement would be Heutagogy, as this gogie provides learners with the independence to lead their own learning and experiences with the support and guidance from their teacher. This is linked with Sir Ken Robinsons definition of creativity.  Learners will also be developing essential understanding and skills such as listening and evaluating ideas, and generating a best-fit outcome unique to each situation. This approach is in-line with Donaldsons view on the curriculum - he believes we need enterprising, creative contributors, ready to play a full part in life and work.

Robinson, Beetlestone, Cowley and Clifford all voice the current education system is supressing creativity, and therefore innovation in our learners, resulting in it taking a back seat with learning, and because of this we are educating people out of their creative capacities. If we were not to suppress this creativity, the quality of education will be greater.
Robinson believes that creativity is just as important in education as literacy - Beetlestone agrees stating that creativity can be seen as a form of intelligence, raising many questions as to why creativity is not clearly evident within the current education system. 

Lateral thinking would promote creativity. Lateral thinking is a combination of divergent and convergent thinking, with divergent thinking being the process of using imagination and generating ideas and convergent thinking using logic and filtering the best ideas. Divergent thinking - the form of thinking that is often narrowed due to many factors such as age, maturity and awareness, it is this form of thinking that needs supporting in order for creativity to be developed. It is believed that a change in environment and incubation time are among the most beneficial ways of improving divergent thinking.

‘Walking time’ is a strategy that has been proven by a Stanford study (walking improved creativity by an average of 60%).  This walking time allows learners to generate further ideas and also evaluate what they have already done. Stanford quote that Oppezzo states this walking time links with divergent thinking, the process of which we are aiming to reinforce to develop creativity. 

Benefits to teachers - it involves no additional resources and can be used within every lesson or activity they teach. The walking can take place both outside and inside the classroom. Learners will be able to experience different environments. Provides the opportunity to link the current learning to a real-life context (Donaldson is aiming to promote within the curriculum). The strategy is supported by many such as Oppezzo and Poincare - many other aspects that are a result of this strategy supported by Donaldson, Robinson, Cowley, Beetlestone and Clifford.

Time away from task will allow learners to discover any questions. Learners may discover a misinterpretation, however not a disadvantage, Robinson states that if you are not prepared to be wrong, you will never come up with anything original.  Questions may be for  teacher and peers. Potential link to Vygotsky’s ZPD, which is similar to Bruners scaffolding theory.
Beetlestone - not all children respond to creativity in the same way. Other issues that may occur - how often this walking can take place (time is restricted due to the volume of coverage). Time allocated to walking time, how many learners go at one time, who are the adults that are going to supervise them to ensure safety? 

In order to overcome these potential issues - trial and error would be most beneficial. In terms of adult supervision, that would depend on the number of learners walking at one time, as if it is the whole class then the teacher would be able to supervise, where as if it is not, then if a TA is available then they could take the role of the supervisor.  Important to remember some learners will have more time away from their task but the quality of the work they will produce will be of a higher standard. Quality more than Quantity is definitely expressed as a result of this strategy.  

Idea generation by walking links closely to the incubation model by Torrance as the three stages of the model; heightening anticipation, deepening expectations and keeping it going, involve learners to make connections between the classroom and their day to day lives, brain storming and creating opportunities to solve a number of different problems and tasks, and continuing to think beyond the lesson and discovering ways to extend their learning opportunities. This model is also supported by Donaldson with his vision of meaningful learning to create life-long learners. 

By allowing time to walk and generate ideas, learners will be applying many different habits of mind such as metacognition, questioning, past knowledge to new situations, thinking independently and creating, imagining and innovating. These habits of mind will ensure that their inner creativity is brought out and expressed, building on confidence and the desire to learn.

Overall, it is important that learners are provided with the opportunity to think about their learning and be given time to ask questions and reflect on their work within an environment which is familiar to them and of which they feel safe in. 

Recommendations to consider to ensure effective implementation of this strategy would be to ensure that learners feel safe and stimulated by their environments, as this will promote their creative thoughts and questioning.  It is also important to ensure that each learners needs are met, as some learners may need more time to produce work that is of more quality and benefit to them as learners. 

The foreseen impact of this strategy on learners is the increase in their confidence and self-belief to be creative in their learning and to improve their overall experiences within education.  The strategy is believed to improve the quality of work produced by each learner, which in turn will be more beneficial to them in their current stage of education and provide them with the skills, confidence and creative capacities to excel in life, a view of which is shared with Robinson and Donaldson.
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