Creativity and
Innovation ebook

Five conversations that show you how
your child actually makes something
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Why creativity 1s hard at
this age

It's a process, not a spark. Creative people run a method — notice, generate,
& build, test, redo. 9-14 is exactly when that method can be learned.

"I'm not the creative one" gets decided early. By this age most kids have
already sorted themselves into creative and not, usually on the evidence of one
& drawing.

School rewards the right answer. Years of one-correct-answer training teach
them to find it fast and stop — the precise opposite of what making something
¢ requires.

Everything they see is finished. Every video, game, and post they scroll past is
polished. Their rough first attempt looks like failure next to it, so it gets

s abandoned.

®
Filling the boredom Kkills the ideas. "I'm bored" is where creating starts. When
we hand over a screen or a plan, the empty space ideas need never opens.
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How to use this

! Not at the table. At pickup, in the drive-thru line, walking the dog — sideways works
better than eye-to-eye.
Read one aloud like you just thought of it. "Okay, weird question — imagine this..."
Don't correct the first answer. Even a shrug. Ask "so how would you actually
start?" — you're listening for how they make things, not judging the idea.
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SCENARIO 1:
Can they spot a problem nobody's looking at?

Think about the last week at school. Something there is annoying or badly
designed and everyone just puts up with it — the lunch line, the lockers, how
group projects get assigned, the bus, the water fountains. Pick one. Why do you
think nobody's fixed it, and what would you change?
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4 Why this one 9: Listen for

Ideas start with noticing. Inventors Whether they can find one at all.
don't get handed problems — they spot "Nothing's annoying" usually means the
the ones everyone stopped seeing. noticing muscle isn't switched on yet.
Nothing to recite. There's no right "That's just how it is." Do they treat
answer to guess at, so whatever comes the setup as fixed — or as a choice
out is genuinely theirs. somebody once made?
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SCENARIO 2:
Do they stop at the first idea?

Your group gets a project. Ten seconds in, someone says "let's just do a
poster." Everyone says fine and it's settled — first idea, done. You think there's
something better out there, but nobody's looking for it. How would you get the
group to come up with more options before they lock it in?

4~ Why this one 9: Listen for
The first idea is rarely the best one. It's Generating, or only objecting. "That's
just the fastest. The whole skill is boring" is easy. Putting three alternatives
knowing to keep going past it. on the table is the skill.
Speed feels like efficiency. The group Any method at all. Everyone writes one
thinks it's being decisive. Saying down, five ideas before we pick —or no
otherwise costs something socially. idea how to run it?




SCENARIO 3:
Will they build the rough version?

You have an idea for something you want to make — a game, a video, a comic,
an app, a stall at the school fair. In your head it's great. A rough, ugly first
version would take an afternoon. Making it properly could take weeks. Where
do you start, and what does the very first version look like?

& Why this one 9- Listen for
Ideas die in the head. The gap Do they start small? A sketch, one level,
between imagining and making is a 30-second version — or a plan for the
where almost every project quietly whole finished thing?
ends.
Rough on purpose. Fast and bad beats What's stopping them. "I need
perfect and never — a genuinely hard supplies," "I need to get better first" —
trade for a perfectionist. conditions that never arrive.

SCENARIO 4:
Do they ask the people it's for?

You're making something for other people — a game for your younger cousin, a
video for your class, a poster people will actually stop and read. You've built
most of it your way. Before you finish, would you show it to any of them? What
would you ask them, and what would you do if they didn't like it?

" Why this one 9 Listen for
Creative work is for someone. Early, or only when it's done.
Innovators test with real people. Kids Finished means the feedback arrives
almost always build for themselves. too late to change anything.
Feedback is the hard part. Hearing "I What they'd ask. "Do you like it?" gets
don't really like it" without scrapping the nothing. "What part is confusing?" gets
whole thing is a learned skill. everything.




SCENARIO 5:
What happens after it flops?

You and your team spent weeks on something and it flopped — nobody
laughed, the thing broke, or people just walked past it. What do you actually do
next? And if you got one more try, what specifically would you change?
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" Why this one 9: Listen for

The second version is where creativity Something specific to change. One
lives. Everyone has a first draft. Almost concrete fix beats "try harder" or "do
nobody has a fourth. better next time."
The question is what, not how it felt. Whether "we" survives. Does the team
Iterating means examining the thing, not stay a team — or does it turn into
the disappointment. somebody's fault?
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What to listen for across all five

One answer tells you little. Patterns tell you a lot:

The first idea is the only idea. Whatever surfaces first gets locked in, and speed gets mistaken for
decisiveness.

Nothing actually gets made. Ideas stay in their head, waiting on supplies, skill, or the right moment.
Rough means bad. If it doesn't look finished, it isn't worth showing anyone — so nothing gets shown.
Creativity is a category they're not in. "I'm just not creative," said about themselves at eleven, as though
the matter is settled.

Heard a few of these? Normal — creating is a process that gets learned, and this is exactly the age to build
it.

If one of those patterns sounded familiar, you haven't found a problem — you've found the starting point.
Here's what to do with it.

Bloomster Course: Don't Wait: Create!

One conversation opens the door — practice builds the skill. In this course, your child joins Noah,
Madison, and Nina as they take ideas out of their heads and into the world — and learns that creativity is a
process anyone can run, not a gift some kids were handed. What they build:

Generating real options. Brainstorming past the obvious first answer to the ideas actually worth having.
Turning ideas into things. Design and prototyping — making a rough version early instead of waiting for
perfect.

Testing with real people. Getting feedback from the people it's for, and using it without taking it
personally.

Creativity as something built. How the brain grows with practice, and why a flop is a step in the process
rather than a verdict.

Start the course free — 7 days, no credit card, nothing to cancel.
Find Your Child's Starting Point.
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