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Abstract
To investigate the experience of creativity, 61 emerging adults in
college or graduate school participated in the experience sampling
method (ESM), reporting their momentary experiences on up to 49
occasions in one week. A total of 2,504 reports were collected. They
also completed questionnaires on engagement in courses, support for
autonomy in their learning environment, and social support. The level
of creativity shown in a drawing task was also rated. Findings showed
that there was no association between the experience of creativity and
the level of creativity shown in a drawing task. The experience of
creativity was strongest in active leisure and productive activities done
outside of class but on campus. It was weakest during passive leisure
activities, during class time, and while alone. Students who experience
more creativity on campus also reported greater autonomy support
from instructors and greater belongingness and tangible social
support. With age, students derived a greater sense of creativity from
their productive activities. Those who felt more flow during productive
activities produced a more creative drawing.



Background
n The study of creativity has included explorations of the role

personal characteristics, cognitive processes, mood states and
motivation play in creative production (Hennessey,2003).

n While there is no universal definition of creativity, it is often defined
as the ability to generate large numbers of original ideas or novel
solutions to problems. Originality refers to the uniqueness or
unusualness of ideas (McIntyre et.al, 2003, Russ & Kaugers, 2000).

n Personal characteristics, such as autonomy, self-confidence,
flexibility in thinking, curiosity and nonconformity have been
associated with creativity (Kemple et.al,1996).

n Higher levels of intrinsic and extrinsic achievement motivation were
also associated with higher levels of creativity (Krop, 1969).



n Correlations between mood and happiness reveal that positive
moods relate to creative self-perception (Montgomery et.al,2004).

n Inducing positive affect has been found to facilitate creative
thinking, suggesting that creativity can be fostered by modifying
one’s physical or relational environment (Russ & Kaugers,
2000;Isen et.al, 1987).

n It is suggested that students who possess the ability to think and
express themselves creatively will have a competitive edge in the
global economy (McIntyre et.al, 2003).

n Current research literature on creativity focuses on younger
populations or persons in the work place.  Few studies focus on the
effects of college or graduate school on the development of
creativity in the lives of emerging adults.



Research Questions

n For emerging adults in college, is the experience of
creativity (i.e. feeling creative) associated with the level
of creativity shown in the production of a drawing?

n What are the types of activities and other contextual
factors associated with creativity?

n Do these contextual factors associate more strongly
with experiences of creativity, or with the level of
creativity shown in the production of a drawing?

n How does the experience of creativity and its correlates
change with age throughout emerging adulthood?



Method
n Participants

q 60 undergraduate and graduate students
q Age range 18-30, mean = 20.3
q 70% female
q 91.2% of participants were Caucasian



Measures
n Experience Sampling Method (ESM)

q Students carried a palm pilot for 7 days and responded to 7
randomly timed signals daily by completing a questionnaire
detailing the external and internal dimensions of their experience
at the moment they were signaled

q Intrinsic motivation, positive affect, and flow measured by multi-
item scales (alpha’s from .70 to .88)

q Experience of creativity was measured by the following items
(alpha = .88):
n How much were you using your imagination?
n How much were you expressing your own ideas?
n Were you feeling particularly creative?

q Z-scores were standardized to each individual’s own mean and
standard deviation for the week



n Student Engagement Questionnaire (Kuh &
Umbach, 2004)
q Challenge with courses (6 items, alpha = .84)
q Engagement with others (4 items, alpha = .66)
q Engagement with courses (2 items, alpha = .65)

n Perceived Autonomy Support: Learning
Climate Questionnaire (Black & Deci, 2000)
q Support for autonomy from instructors (15 items,

alpha = .90)



n Social Support: Perceptions of Social Life
Questionnaire (Cohen et al., 1985)
q Belongingness (4 items, alpha = .85)
q Appraisal (3 items, alpha = .74)
q Tangible support (4 items, alpha = .75)



n Creative Production Task
q Draw an animal on another planet that is very

different from earth. Consider that all animals must:
n Sense conditions in their environment
n Acquire nutrition
n Protect from danger
n Reproduce

q Level of creativity: Total of 8 dichotomous items as
judged by blind raters (e.g. atypical number of
appendages)
n Inter-rater reliability on items: Kappas range from .81 to 1.0
n Intra-class correlation on total scale = .99



Results
Figure 1: Quality of Experience in Different
Activities
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Notes on Figure 1
n A repeated measures ANOVA was calculated

comparing the creativity, flow, intrinsic motivation
and positive affect of participants during four
different types of daily activities.

n Experiences of creativity and flow were significantly
higher during periods of active leisure and
productive activities and significantly lower during
passive leisure.

n Experiences of intrinsic motivation and positive
affect were significantly higher during active and
passive leisure and maintenance activities, but
significantly lower during productive activities.



Figure 2: Quality of Experience in Different Social
Contexts
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Notes on Figure 2
n A repeated measures ANOVA was calculated

comparing the creativity, flow, intrinsic motivation
and positive affect of participants in four different
social contexts.

n Experiences of creativity, flow, intrinsic motivation,
and positive affect were all significantly higher when
participants were with friends and family, but
significantly lower when they were alone.

n Experiences of intrinsic motivation were significantly
lower when participants were with classmates and
faculty.



Figure 3: Quality of Experience in Different
Places
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Notes on Figure 3
n A repeated measures ANOVA was calculated

comparing the creativity, flow, intrinsic motivation
and positive affect of participants in different places.

n Experiences of positive affect were significantly
higher when participants were on campus or in
class.

n Experiences of creativity and flow were significantly
higher when participants were on campus. Further
analysis showed that creativity and flow were low
during class but high while on campus out of class.

n Intrinsic motivation was highest at home whereas
flow was highest at work.



Correlates of Creative Experience
and Creative Production
n There was no association between creative

experience and creativity of a drawing product.
n Creative production was associated with

experiencing flow in productive activities, but was
not associated with autonomy support, social
support, or student engagement.

n The experience of creativity at school correlated
positively with instructors’ support for autonomy, a
sense of belonging, and tangible social support.

n The experience of creativity was positively
correlated with flow.



Changes Associated with Age
n Age was positively correlated with:

q Experiencing creativity and intrinsic motivation during
productive activities.

q Level of perceived autonomy support, challenge, and
engagement in courses

q Experiencing flow, intrinsic motivation and positive affect
during active leisure.

n Age was negatively correlated with:
q Experiencing creativity in passive leisure.

n Age was not significantly correlated with:
q Overall experience of creativity or creativity of product

*Significance criterion for all of the above results: p < .05



Discussion
n Is the experience of creativity associated with the level

of creativity shown in the production of a drawing?
q There was no association between the experience of creativity

and the level of creativity shown in the drawing task.
n What are the types of activities and other contextual

factors associated with creativity?
q The experience of creativity was strongest in active leisure and

productive activities done outside of class but on campus.
q It was weakest during passive leisure activities, during class

time, and while alone.
q Students who experience more creativity on campus also

reported greater autonomy support from instructors and greater
belongingness and tangible social support.



n Do these contextual factors associate more strongly
with experiences of creativity, or with the level of
creativity shown in the production of a drawing?
q Students who experienced more flow (concentration,

involvement, interest, excitement) in their productive activities
also produced a drawing judged to be more creative.

q There were no other factors associated with creative production.
q Contextual factors we measured appear to be more strongly

associated with experiences of creativity than with creativity of
production.



n How does the experience of creativity and its correlates change
with age throughout emerging adulthood?
q As students get older, they derive a greater sense of creativity from their

productive activities
q Older students, who are advanced undergrads or graduate students,

also report more autonomy support and challenge and engagement in
their courses.

q These findings may suggest a developmental change associated with
advanced college or graduate education.

n Limitations of the study
q Small sample from a single university
q Non-students were not sampled. They would have provided a

comparison group for the present sample.
q Measuring the level of creativity of production was limited to a single

drawing task.



n Implications
q A theory is needed which would explain the development

of creativity in emerging adulthood and the role of college
and graduate education in this process.
n The theory should also explain the links between the

phenomenological experience of creativity and the level of
creativity achieved when producing an intellectual or artistic
product.

q Many emerging adults appear to develop, through their
experiences in college or graduate school, a sense of
themselves as creative producers.
n Instructors who provide support for their autonomy and

opportunities for challenge and engagement may facilitate
this development.
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