ABOUT IGNITE

Ignite is a strategic framework designed to stimulate
creative confidence in teenagers (aged 12-18) in Dutch
Secondary schools.

The framework consists of two layers:

The Student Experience

The visible student journey starts with a one-time Kickstart to break
assumptions about 'talent. This is followed by a continuous rhythm:

- Creative Sparks: Frequent, short micro-success experiences
during regular lessons.
- Fueling the Fire: Periodic deep-dives giving students complete
autonomy.

Together, these phases drive the Creative Confidence Loop

The Systemic Foundation

Without a safe, structural foundation, classroom initiatives quickly
fade. The Fire Pit anchors creativity in the school culture. Teachers
and school leaders work together as drivers: they share successes
in an active community and normalize a Brave Space across all
subjects. They provide the place needed to make creativity the
new normal, rather than a one-off project.
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The Activation Threshold
In order to even want to start a creative assignment, the stimulating
factors (enablers) must outweigh the obstacles (blockers).
In today's education system, performance pressure, grades, and lack of
time often make this threshold too high.
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The Creative Confidence Loop
Self-confidence grows exclusively through doing. Every small action that
succeeds provides a success experience (a mastery experience). This
moment of "l can do this!" strengthens self-confidence, lowering the
threshold for taking on the next, bigger creative challenge.
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THE IGNITE FRAMEWORK

KICKSTART

Redefining creativity, lowering the Activation

w Threshold, and resetting internal assumptions so that

students step into the Creative Confidence Loop.
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CREATING A BRAVE SPACE
A safe learning environment where vulnerability and
experimentation are central, without fear of judgment.

ACTIVE PARTICIPATION
Experience creativity by doing, rather
than listening to theory.
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WORKSHOP PRESENTATION +

LESSON PLAN WORKSHOP TEMPLATES
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50 minutes workshop
H One time intervention that fits in one lesson
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FIXED MINDSET
Students that firmly believe that they
are just not creative!

FEAR OF FAILURE
The fear of making mistakes
blocks the creative start.
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CREATIVE SPARKS
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Students forget the time, make sure they have
a form of end result before the lesson ends.

come up with ideas, even when | \
get stuck.
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BLOOMS TAXONOMY
Assignments focused on higher
levels of thinking: analyzing,
evaluating, and creating.

MICRO-MASTERY
Short, experiences of
success that boost creative

REFLECTING
Making the unconscious
creative learning explicit

and visible.
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CREATIVE SPARKS ACTIVITY MATERIALS FOR EACH
PLATFORM SPARK
- 15 - 20 minute activity

Can be integrated into every course
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GETTING LOST IN THE FLOW LONG TERM PROJECTS

Performance pressure unconsciously
rears its head during regular lessons.

- ~a
v\—/

| can solve this specific =~
assignment.

FUELING THE FIRE

Deepening Creative Confidence through autonomy
and navigating a more complex creative process.

2 O

(\ Creativity is part of who I am! k\ /
> : (\

AN &

GUIDED MASTERY
The teacher coaches the
student through a more

complex process. choices.

AUTONOMY

Students gain complete

ownership of their own creative
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TOOLS
Facilitating the tools, time
and space to do this project.

PROJECT WEEK TEACHING PROJECT WEEK STUDENT
GUIDE MATERIALS
ij[“] Project week
Periodic deep-dive, happens1or 2 times a year
OVER-STRUCTURING GRADING PRODUCT INSTEAD OF PROCESS

The teacher provides too many guidelines,
which takes away the necessary freedom.

Grading based on the end result instead of
acknowledging the creative process.

THE FIRE PIT % Structurally embedding a creativity in school culture, to make it the 'new normal’ and protect students' growth
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GETTING LOST IN
NEW INITIATIVES

The platform disappears in the
abundance of online educational
tools.

INITIATIVES FADING AWAY
The project ends as soon as the

enthusiastic driving force fails to initiate

next steps or leaves the school
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