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COURSE DESCRIPTION 

A course for the undergraduate students of educational program “Journalism” 

Course type: elective (blended)  

The part of course: https://www.coursera.org/learn/creativity-innovation 

Abstract: 

In this introductory module, we welcome you to the course and inspire you with videos 

that introduce you to Penn State and get your creative muscles warmed up. 

In 2013 and 2014, over 200,000 people from more than 190 countries came together in 

this MOOC to explore creativity, innovation, and change. 

What did we DO? 

We discovered creative uniqueness through Creative Diversity. 

We used Intelligent Fast Failure to build innovative skills. 

We applied CENTER principles to drive personal change. 

And we implemented value creation skills to initiate lasting change. 

That was CIC 1.0 and CIC 2.0, and it was a BLAST! 

 

COURSE PLAN 

CIC Mindset & Innovation Toolbox 

Creativity, innovation, and change require a unique mindset and collection of mental 

tools. In this module, we will introduce you to the CIC mindset and to Intelligent Fast Failure 

(IFF) as a powerful tool for innovating. First, you will learn how to alter the way your brain 

works to produce ideas in the process called Mind Warping. Next, you will act to change your 

life and the world around you by fully using your own uniqueness. Finally, you will do what is 

considered impossible starting with little or no knowledge and few resources. Easy, right? Try it 

and see! 

Understanding Creative Diversity 

Welcome to the world of creative diversity! In this module, you will discover that 

creativity comes in many different shapes and sizes, each of which is equally important in 



solving the world’s problems. Specifically, you will learn about four key variables that define 

and describe creative diversity, including your creative style and your creative level. You will 

also learn how creative diversity impacts the ideas you generate and how you make use of them, 

as well as how to recognize and appreciate the creative diversity of others around you. 

CENTER Model 

In this module, you will learn about the 6 practices of the CENTER model, which stands 

for Character, Excellence, owNership, Tenacity, Entrepreneurship, and Relationship. Each 

practice will move you closer to realizing the ideas you are generating and developing using the 

tools you’ve learned so far. To top things off, you will design your Life Ring with a partner and 

take your first action steps toward projects and ideas you are passionate about. 

Value Creation 

How can you take your ideas and use them to create value? In this module, you will use 

the change equation (D x V x I = Change) to understand factors in big, impactful change. We 

will also show you the value of creating a memorable, lasting impression, symbol, or logo (a 

brand) for the change or product/service you create. Next, we’ll talk about social 

entrepreneurship and the importance of the context of change or new products and services. 

Finally, we’ll show you the 5 parts of the Action Map and how they work together, and you will 

use the Action Map to identify needs, pains, and ideas you may want to work on. 

Change 

Creativity and innovation involve many types of change, from small to large, incremental 

to radical, and slow to fast. In this last module of the course, you will become familiar with, and 

increase your awareness of, processes of change, so you can understand better the change path 

you are on. We’ll show you how to see the past, the present, and the future as a continuous 

whole, so you can recognize and create opportunities and take action to increase your creativity. 

This module will also help you deepen your learning from the previous modules and expand 

your understanding of change with your new CIC mindset and toolbox in mind. 

 

READING LIST 

Required: 

 Christina E. Shalley, Michael A. Hitt, and Jing Zhou. The Oxford Handbook of 

Creativity, Innovation, and Entrepreneurship. Oxford University Press, 2015 — 

URL: 

http://www.oxfordhandbooks.com/view/10.1093/oxfordhb/9780199927678.001.0

001/oxfordhb-9780199927678?rskey=KRVBFD&result=2 — Oxford handbooks 



 Roni Reiter-Palmon. Team Creativity and Innovation. Oxford University Press, 

2018 — URL: 

http://www.oxfordscholarship.com/view/10.1093/oso/9780190222093.001.0001/o

so-9780190222093?rskey=GzZDl1&result=3 —Ooxford scholar ship 

Optional: 

 Rupert Eales‐White. Change management: understanding and harnessing creative 

diversity. Emerald Group Publishing Limited, 2004 — URL: 

https://www.emeraldinsight.com/doi/full/10.1108/00197850410542428 —

Emerald insight 

 Donald F. Kuratko. Corporate Entrepreneurship: Accelerating Creativity and 

Innovation in Organizations. Oxford University Press, 2018 — URL: 

http://www.oxfordhandbooks.com/view/10.1093/oxfordhb/9780199927678.001.0

001/oxfordhb-9780199927678-e-27?rskey=12oD5s&result=1 — Oxford 

handbooks 

 

GRADING SYSTEM 

Cumulative grade according to 10-point system includes all the for required assignments. 

The cumulative grade will be determined in advance of the final exam. It includes percentages 

for the various activities as follows: 

Failure Resume Assignment — 8% 

Shoe Tower Assignment — 8% 

Creative Style Estimation Assignment — 8% 

Idea Generation Techniques Assignment — 8% 

Paradox of Structure Assignment — 8% 

Creative Diversity Assignment — 8% 

Excellence/Measuring Your Creative Output — 8% 

Life Ring Assignment — 8% 

Change Equation Assignment — 8% 

Social Entrepreneurship Assignment — 7.00% 

Action Map Assignment — 7.00% 

Action Plan Assignment — 7.00% 

Field Trip Assignment — 7.00% 

When converting the grade into a 10-point GRADING SYSTEM to determine the 

final result, the following formula will be applied.  



 Final grade is formed as follows:  

 Cumulative grade — 80%;  

 Final exam — 20 %.  

The final exam contains questions studied during online course. 

 The final grade is rounded up by arithmetic rules. 

SPECIAL EQUIPMENT AND SOFTWARE SUPPORT 

A personal computer with the Office suite, a sound system and a monitor for 

demonstration purposes. 

 


