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INTRODUCTION

Creativity I1s a very important element of the
educational process and especially in higher
education in which students gain the basic
knowledge and skills for their professional
lives

Web 2.0 tools can be used in a beneficial way
In the teaching and learning process In
order to promote creativity as there Is a
common area between them.




WEB 2.0 TOOLS

Social Networks Tools i1s one of the Web 2.0
tools that has a major impact in young

people’s lives because users have the
opportunity to:

Socialize

Exchange information

Participate in groups

Meet new people and make friends

(Chui et al., 2009- McLoughlin & Lee, 2007)



WEB 2.0 TOOLS & CREATIVITY

Research focuses in the examination of SNT in
students’ academic progress.

There are a lot of arguments that SNT can promote
creativity but there are limited, if any, research with
this focus.

(Leenders et al., 2003; Zhou et al., 2009; Sturgeon & Walker,
2009; Walker, 2010; Na-songkhla, 2011; Reid, 2011)

L

There Is a need to investigate this aspect



PURPOSE & RESEARCH QUESTIONS

The purpose of this research iIs to examine the effects of a
SNT in students’ creativity in Higher Education.

Research guestion:

Can the usage of a SNT, which utilises de Bono’s “6
thinking hats”, promote creativity?

Research subguestions:

4 factors: (fluency)
(flexibility)
(originality)
(elaborate ideas)

(Torrance & Ball, 1984)



COMPARISON OF WEB 2.0 TOOLS

According to Dewey(1916:167) students’ active
engagement is very important in their learning.

Comparing some of the Web 2.0, it is obvious that SNT
offer more opportunities for interaction

Web 2.0 tools
Characteristics Social Network tools Blogs Wikis

Forum v v 4
Chat v

Tagging 4 v v
Groups v

Friends v

Profile pages v v v
File Sharing v v v
Real time activities v

Post/Publish v v v
Build Virtual Communities of Practice v v




TERMS & DEFINITIONS

SNT are tools that offer the electronic and online
socialisation & interaction of people through the
creation of their personal profiles.

(Watson et al., 2006; Boyd & Ellison, 2007; Bowers-Campbell,
2008; McVey, 2009)

Creativity is the mental processes or activities
which includes the generation of new concepts or
theories, or association among them

(Sulaiman, 2011)




THE 6 THINKING HATS OF DE BONO :\r*
Hat Thinking
White hat Known information, facts, data
Red hat Emotions, Hunches, Feelings
Black hat Difficulties, problems
Yellow hat Positive, values, benefits
Green hat Possibilities, ideas, solutions,
alternatives
Blue hat Overview, Decision, next steps
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COMMON ASPECTS

Social Network Tools and de Bono's 6 thinking hats
have some common characteristics:

Promote open discussion
Promote cooperation

Students’ active involvement during the learning
process

(Porcaro, 2010; Lapham, 2007)



METHODOLOGY

It was a case study within the Greek context in a
University of Attica

The sample was convenient (non-probability) with
17 undergraduate students in the field of Early
Years Education.

There was a comparison among different SNT and
we chose Buddypress as in this SNT there are
more features and it is free of charge



COMPARISON & SELECTION OF SNT

Social Network tools

Features BuddyPress Ning Facebook Diigo
Free v v v
Safety concerns v v v
Server-free v v v
Educational focus v v
Users create forum v v v v
Forum v v v v
Chat v v v
Messages v v v v
Group formation v 4 v v
Upload any kind of file v v
Select the characteristics v




SNT DESIGN

Buddypress was uploaded to the University’s
website and access was allowed only to the
participants /users

There was 3 types of users with different
permissions (Creator, Manager/Teacher, Student)

Only Creator & Manager/Teacher could invite
member to the SNT
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BuddyPress

Permissions Creator, Manager/Teacher |Students

Participation in chat

Participation in forum

Add a new topic in forum

Like

Comments

Private messages

Friendship request

Group invitation

Assign users in groups

Upload files

Delete users

Delete forum

Delete messages

Delete files

Download files

Publish in profiles
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GROUPS _
Students were divided into 4 groups in which they
decided the name of the group & the logo
4 private groups
Powerpuff girls
Sailormoon
Bad girls
Little explorers
1 common group (teaching material)

Creativity Group
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EXPERIMENTAL PROCESS

There were 4 periods:

Period 1:

Induction, groups, presentation of SNT & 6 thinking hats
strategy, face to face application, presentation of the
lab’s case study




To case study tou Creativity Lab
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everyday practice. For this reason you should link
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EXPERIMENTAL PROCESS

There were 4 periods:

Period 1:

Induction, groups, presentation of SNT & 6 thinking hat
strategy, face to face application, presentation of the
case study

Period 2:

Teacher announced the beginning of each hat thinking,
students discuss in the SNT to find a solution
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EXPERIMENTAL PROCESS

There were 4 periods:

Period 1:

Induction, groups, presentation of SNT & 6 thinking hat
strategy, face to face application, presentation of the
case study

Period 2:

Teacher announced the beginning of each hat thinking,
students discussing in the SNT to find a solution

Period 3:
Prepare and present their ideas in a comic book
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EXPERIMENTAL PROCESS

There were 4 periods:

Period 1:

Induction, groups, presentation of SNT & 6 thinking hat
strategy, face to face application, presentation of the
case study

Period 2:

Teacher announced the beginning of each hat thinking,
students discussing in the SNT to find a solution

Period 3:
Present their ideas in a comic book

Period 4:
Assessment & evaluation




ASSESSMENT

To measure the outcomes of the procedure we
used authentic assessment and questionnaire

Authentic assessment: is the measurement of real
abilities, capabilities and knowledge in procedures
that can be applied in real situations (Woolfolk,
2007).

Students had to find a solution to the presented
case study and submit their proposal as a
comic book

The comic book and the discussion in the SNT
were evaluated towards the 4 creativity factors
using Choon-Keong et al’'s (2010) methodology

Questionnaire: Ziogkou & Dimitriadi (2010)




AUTHENTIC ASSESSMENT
It takes qualitative data and caterogise it

Creativity Scoring criteria Score awarded Score team
factors

Fluency The number of different ideas that one can 1 point for each XXX
produce. Emphasis on quantity idea

Flexibility The number of categories of ideas that one 1 point for each XXX
produces. Emphasis on quality category

Elaboration Richness of detail in the ideas that one 1 point for each XXX
produces. Emphasis on details creative

collaboration
Originality The uniqueness of ideas that one produces as Between 1% & XXX

compared to the whole sample. Emphasis on

5%= 1 Point
If 1%=2 points

unigueness l

Measure the ideas of each group and divide them
with the total number of all ideas

(Choon-Keong et al., 2010)




DATA FROM DISCUSSION IN SNT

Team Fluency  Flexibility Elaboration Originality Total score
Powerpuff girls 48 24 39 83 194
Sailormoon 61 18 40 104 223
Bad girls 78 45 155 290 568
Little explorers 192 46 86 322 646

Categories of creativity groups

Creative Moderate creative Less creative
431-646 216-430 0-215
Bad girls (568) Sailormoon (223) Powerpuff girls (194)

Little explorers (646)




DATA FROM COMIC BOOK

Team Fluency Flexibility Elaboration
Powerpuff girls 4 4 1
Sailormoon 7 7 7
Bad girls 11 10 11
Little explorers 14 12 13

Originality
8
14
22
22

Total score
17
35
54
63

Categories of creativity groups

Creative Moderate creative
42-63 21-42
Bad girls (55) Sailormoon (35)

Little explorers (63)

Less creative

Powerpuff girls (17)




DATA FROM QUESTIONNAIRE

6%\SNT learning -, Usability
0
0% | 5%
12% Never Never
41% u Rarely 3704 m Rarerly
B Sometimes m Sometimes
AL 37%
Ilisation
. Efficiency 6%\Ut satio
a 6% 6%
11% Never Never
449/ m Rarely = Rarely
° B Sometimes 5304 B Sometimes

33% 23%



DISCUSSION & CONCLUSIONS (1/2)

Can the usage of a SNT, which utilises de Bono’s “6
thinking hats”, promote creativity?

|deas that covered all creativity factors

|deas that could be implemented in everyday
practice to meet the challenges of the early years
settings

Teams had the same progress with no decrease in
the categories of creativity groups

Probably these are attributed

SNT=enhance communication (Sturgeon & Walker, 2009:
Bowers-Campbell, 2008)

SNT = make learning more attractice (Na-songkhla,
2011)




DISCUSSION & CONCLUSIONS(2/2)

This study supports the argument that SNT have

the opportunity to promote creativity
(Reid, 2011- Walker, 2010)

Further research
Bigger sample
More SNT (like Facebook, twitter etc)

Comparison with other Web 2.0 tools (like blogs,
wikis etc)
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