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 The VALUE rubrics were developed by teams of  f acult y exper t s represent ing colleges and universit ies across the Unit ed Stat es through a process that examined many exist i ng campus r ubrics 
and relat ed document s f or each lear ning out come and incorporat ed addit ional f eedback f rom f acult y. The r ubrics ar t iculat e f un dament al crit eria f or each lear ning out come, wit h perf or mance descript ors 
demonst rat ing progressively more sophis t icat ed levels of  at t ainment. The r ubrics are int ended f or inst it ut ional -level use in evaluat ing and discussing st udent lear ning, not f or grading. The core 
expect at ions ar t iculat ed in all 15 of  the VALUE rubrics can and should be translat ed int o the langua ge of  individual campuses, disciplines, and even courses.   The ut ilit y of  the VALUE rubrics is to 
posit ion lear ning at all undergraduat e levels wit hin a basic f ramework of  expect at ions such that evidence of  lear ning can by shared nat ionally through a common dialog and underst anding of  st udent 
success. 
 

Definition  
 Creat ive thinking is bot h the capacit y to combine or synt hesize exist ing ideas, images, or exper t ise in original ways and the  experience of  thinking, react ing, and working in an imaginative way 
characterized by a high degree of  innovat ion, divergent thinking, and risk taking. 
 

Framing Language 
 Creat ive thinking, as it is f ost ered wit hin higher educat ion, must be dist inguished f rom less f ocused types of  creat ivit y such as, f or example, the creat ivi t y exhibit ed by a small child’s drawing, 
which st ems not f rom an underst anding of  connect ions, but f rom an ignorance of  boundaries. Creat ive thinking in higher educat ion can only be expressed product ively wit hin a par t icular domain.  The 
st udent must have a st rong f oundat ion in the st rat egies and skills of  the domain in order to make connect ions and synt hesize.  While demonst rat ing solid knowledge of  the domain's paramet ers, the 
creat ive thinker, at the highest levels of  perf or mance, pushes beyond those bou ndaries in new, unique, or at ypical recombinat ions, uncovering or crit ically perceiving new synt heses and using or 
recognizing creat ive risk -t aking to achieve a solut ion.  
 The Creat ive Thinking VALUE Rubric is int ended to help f acult y assess creat ive think ing in a broad range of  transdisciplinar y or int erdisciplinar y work samples or collect ions of  work.  The 
r ubric is made up of  a set of  at t ribut es that are common to creat ive thinking across disciplines.  E xamples of  work samples or collect ions of  work that  could be assessed f or creat ive thinking may 
include research papers, lab repor t s, musical composit ions, a mat hemat ical equat ion that solves a problem, a prot ot ype design , a ref lect ive piece about the f inal product of  an assignment, or ot her 
academic works .  The work samples or collect ions of  work may be complet ed by an individual st udent or a group of  st udent s.  
 

Glossary 
The definitions that follow were developed to clarify terms and concepts used in this rubric only. 

• E xemplar:  A model or pat t er n to be copied or imit at ed (quot ed f rom www. dict ionar y.ref erence.com/ browse/ exemplar). 
• Domain:  Field of  st udy or act ivit y and a sphere of  knowledge and inf luence. 
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Definition  
 Creat ive t hinking is bot h t he capacit y to combine or synt hesize exist ing ideas, images, or exper t ise in original ways and the experience of  t hinking, react ing, and working in an imaginat ive way charact erized by a high degree 
of  innovat ion, divergent t hinking, and risk t aking.  
 

Evaluators are encouraged to assign a zero to any work sample or collection of work that does not meet benchmark (cell one) level performance. 
 

 Capstone 

4 

Milestones 

3    2 

Benchmark 

1 

Acquiring Competencies 

This step refers to acquiring strategies and skills 
within a particular domain.  

Ref lect:  E valuat es creat ive process and 
product using domain -appropriat e crit eria.  

Creat e:  Creates an ent irely new object, 
solut ion or idea t hat is appropriat e t o t he 
domain.  

Adapt:  Successf ully ad apt s  an appropriat e 
exemplar to his/ her own specif icat ions.  

Model:  Successf ully reproduces an 
appropriat e exemplar.  

Taking Risks 

May include personal risk (fear of  embarrassment 
or rejection) or risk of  failure in successfully 
completing assignment, i.e.
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