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Creative Thinking
Introduction to the Cambridge Life  
Competencies Framework
There have been many initiatives to address the skills and competencies our learners need for the 
21st century – each relating to different contexts. At Cambridge, we are responding to educators that 
have asked for a way to understand how all these different approaches to life competencies relate to 
English language programmes.

We have set out to analyse what the basic components of these competencies are. This is to help us 
create an underlying framework to interpret different initiatives.

We have identified six life competencies, which are linked to three foundation layers of the Framework.
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Pre-Primary Primary Secondary

Higher Education At Work

We are developing Can Do Statements (see page 6) to describe what can be expected of a learner at 
each stage of learning for each competency. The Can Do Statements are phrased as what a learner 
should be able to do by the end of that stage of learning. We have started to develop Can Do 
Statements as descriptions of observable behaviour.  

The Framework provides different levels of detail – from the broad Competencies to the specific Can 
Do Statement.

 

  

 
 

Competency Core Area Can Do 
Statement
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The Learning Journey
The competencies vary depending on the stage of the learning journey – from pre-
primary through to learners at work.

Defining CREATIVE THINKING 
Competencies
Creativity is a complex concept which can be defined as the tendency or ability to generate multiple 
original and innovative ideas, alternatives, or possibilities rapidly and elaborate on them. The ideas, 
alternatives, or possibilities are viewed as valuable and meaningful by people other than the creator 
(Mumford, 2003; Restak, 2011; Sigelman & Rider, 2012). Some of the attributes of creative thinking 
include divergent thinking, imagination, cognitive flexibility, tolerance for ambiguity or unpredictability, 
intrinsic motivation, and enjoyment of things previously unknown (Restak, 2011; Sigelman & Rider, 
2012). 

We have identified three core areas within the area of Creative Thinking in an educational context:    

• Participating in creative activities includes taking part in activities that promote the development 
of creative skills. These might be drama, music and artistic tasks but also include discussions of 
hypothetical scenarios, brainstorming and problem-solving activities.

• Creating new content from own ideas or other resources requires generating many new options 
for doing something (flexibility), giving as many details as possible (elaborating), rapidly producing 
ideas (fluency), and coming up with ideas that do not occur to most people (originality).

• Using newly created content to solve problems and make decisions sees learners reflecting on 
the utility of their new ideas and on how to use them to achieve an end.



In this section, we have provided some examples of Can Do Statements which detail what learners 
can be expected to do for each competency by the end of that stage of the learning journey. These 
Can Do Statements will vary in their suitability for learners in different contexts, and so are provided 
as a starting point in the development of a curriculum, programme or assessment system. 

The Can Do Statements at each level generally assume that the learners have developed the skills at 
a previous stage of learning, although this is not true of the Higher Education and At Work stages, 
which are treated as being in parallel.
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CREATIVE THINKING Can Do Statements

STAGE OF 
LEARNING

CORE AREAS CAN DO STATEMENTS

PRE-PRIMARY Participating in 
creative activities

• Draws pictures to represent vocabulary and familiar concepts. (e.g. an animal, 
a house, a happy girl, etc.).

• Participates in drama-based activities which allow for personal interpretation 
(e.g. ‘walk like a lion’ or ‘fly like a butterfly’).

• Participates in activities that involve taking the role of familiar people (e.g. 
being a teacher, parent, doctor or police officer).

• Participates in imaginative activities and games (e.g. playing with puppets to 
act out a story).

• Uses resources to initiate their own play or own games.   
• Listens and responds physically to songs, rhymes, chants.

Creating new 
content from own 
ideas or other 
resources

• Engages in fantasy or pretend play after listening to a story.
• Generates detailed ideas around a topic.
• Produces more than one solution to a problem, even if some solutions are for 

fun. 
• Thinks of new, imaginative roles for self through play.

Using newly 
created content to 
solve problems and 
make decisions

• Uses own ideas for doing creative activities like colouring, drawing, and 
building to represent vocabulary and familiar concepts. 

• Finds uses for created objects or contents (e.g. in a play, story or game).

PRIMARY Participating in 
creative activities

• Responds to songs, rhymes and poems in a variety of ways.
• Acts out the roles of various characters in games and drama. 
• Actively participates in investigative, exploratory and open-ended tasks.
• Engages in activities with fantasy or mystery elements.
• Shares a sense of humour with peers and adults.
• Imagines own professional future (i.e. what they would like to become when 

they ‘grow up’) and justifies their choice.

Creating new 
content from own 
ideas or other 
resources

• Narrates own stories using a model. 
• Based on a model, designs new items (e.g. dishes, clothes, etc.).
• Substitutes words and lines in a song or poem.
• Thinks of playful names for people and things. 
• Uses different media to make and describe his/her own designs.
• Makes adaptations to a song or poem reflecting personal interests, emotions, 

or identity.
• Writes own songs or poems to reflect personal interests, emotions, or identity.

Using newly 
created content to 
solve problems and 
make decisions

• Uses own ideas for doing creative activities like retelling stories.

STAGE OF 
LEARNING

CORE AREAS CAN DO STATEMENTS

SECONDARY Participating in 
creative activities

• Acts parts in role-plays or dramas. 
• Encourages group members to make activities such as games and role-plays 

more original and imaginative.
• Participates in activities that involve music by interpreting sounds and 

rhythms.
• Actively participates in “what if” (cautionary or wishful thinking) and “if only” 

(wishful thinking) discussions. 
• Actively participates in activities that require creative thinking with others 

(e.g. exercises that challenge firmly-held assumptions about a situation and 
require looking at an issue from many different perspectives).

Creating new 
content from own 
ideas or other 
resources

• Makes up own “what if” or “if only” activities and brings others in.
• Writes or tells an original story, given prompts or without prompts.
• Produces a persuasive poster or webpage using creative ideas.
• Responds imaginatively (e.g. in the form of a story, poem, drawing) to 

contemporary or historical events and ideas.
• Communicates a personal response to creative work from art, music or 

literature.
• Creates personal adaptations of others’ songs, poems or stories to reflect 

personal interests, emotions, or identity.

Using newly 
created content to 
solve problems and 
make decisions

• Employs new ideas and content in solving a task or activity. 
• Makes an assignment original by adding new angles.

HIGHER 
EDUCATION

Participating in 
creative activities

• Actively participates in complex “what if” and “if only” scenario discussions.
• Actively participates in activities that require creative thinking with others (e.g. 

exercises that challenge firmly-held assumptions about a situation and require 
looking at an issue from many different perspectives).

• Participates in complex discussions of creative works (art, music, dance, or 
literature) with reference to the cultural contexts (e.g. historical, political, and 
religious) in which they were produced.

• Engages in complex creative activities, such as putting on an event, a show, or 
a play.

• Discusses with others how characters in a story, novel or play might develop 
or act as the plot progresses.

• Creates and shares new endings to stories (e.g. from a film, TV show, play or 
novel).

Creating new 
content from own 
ideas or other 
resources

• Makes up own “what if,” or “if only” activities and brings others in.
• Writes or tells a complex, original story without prompts.
• Responds imaginatively (e.g. in the form of a story or poem) to contemporary 

or historical events and ideas.
• Creates new proposals for solutions, pathways, or approaches relating to 

subjects of study or personal interests. 
• Chooses research methods that are likely to produce the most interesting and 

useful outcomes (e.g. deciding to use a mixed-methods approach rather than 
only qualitative or quantitative methods). 

• Questions and creates original alternatives to widely-accepted ideas and 
theories. 

• Enjoys creating and sharing complex humour and irony. 
• Generates and communicates ideas about their personal and professional 

future.
• Understands self in terms of personal-social factors and considers these 

factors deeply in relation to visions of own future.

Using newly 
created content to 
solve problems and 
make decisions

• Produces a complex document (e.g. webpage, poster, presentation etc.) to 
explain something or share new information. 

• Uses new ideas to persuade others, to solve problems, to complete a task or 
make a point.
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STAGE OF 
LEARNING

CORE AREAS CAN DO STATEMENTS

AT WORK Participating in 
creative activities

• Actively participates in and contributes to brainstorming activities to 
generate new ideas. 

• Uses tools such as concept maps with others to stimulate fresh ideas and 
show conceptual relationships. 

• Brings in ideas and solutions from other life domains (e.g. family or social life, 
spiritual life, prior jobs or hobbies) to help understand or solve current work 
challenges.

• Shares how ideas and solutions from other areas of work might be used in or 
adapted for their workplace. Responds to complex, changing demands and 
conditions at work by means of flexibility, elaboration, fluency, and originality.

• Participates in or leads efforts to generate many ideas for a new proposal or 
project. 

• Engages the creativity of others at work by sharing personal insights.

Creating new 
content from own 
ideas or other 
resources

• Questions, tests and interrogates established workplace goals, priorities and 
practices when necessary.

• Rapidly identifies a range of possible solutions to problems and adds details 
when necessary.

• Shows creative connections between possible solutions and specific 
elements of the situation. 

• Thinks of multiple ways to convince colleagues of the need to go in a certain 
direction (or to test out several directions).

• Looks ahead and imagines own roles that could be pursued in this work 
setting or other work settings in the future. 

Using newly created 
content to solve 
problems and make 
decisions

• Formulates and uses plausible hypotheses to explain current work situations 
and outcomes.

• Addresses important problems that might seem subtle or hidden to others.
• Uses humour to make a task more interesting.

Practical Guidelines for Teaching 
Creative Thinking Competencies
Creativity is a quality that many employers look for these days in their employees, yet sometimes runs 
contrary to formal education, which often depends on measurable, pre-determined standards. Like 
many other life competencies, creative thinking is not easy to assess, evaluate or plan into the curriculum 
because it often depends on individual, open-ended responses. It is for this reason that it should be 
embraced and practised more in the classroom in a different, less rigorously-assessed and more holistic 
way. 

At the heart of creative thinking lies the notion of novelty and flexibility. However, in addition to this 
it is crucial that learners reflect on the utility of their new ideas and consider how to use them to solve 
problems, make decisions or achieve an objective.  When learners are allowed to express themselves 
creatively, their motivation increases, as does their curiosity. Asking for a creative response can also 
improve learners’ self-esteem and self-awareness – giving them the confidence to reflect, question and 
make new associations without feeling anxious or fearing the judgement of their peers. There are many 
ways we might embed creative thinking within our teaching, and the following sections illustrate how this 
can be done at different stages of learning.

Suggestions for classroom practice
The ideas presented here are intended as a general indication of the types of activity that might develop 
this competency in the classroom, and are not a definitive list.

GENERAL SUGGESTIONS

It is possible to foster creative thinking in the classroom through the use of different types of tasks. By 
simply tweaking a familiar task – for example, adding a game-like element (e.g. a time or word limit) – 
teachers are able to introduce an element of spontaneity and unpredictability in class. This can also be 
done by offering learners more choice, by prompting them to use their imagination, to interact more with 
their peers or simply to “think outside the box” and encourage original ideas. Overall, whatever the age, 
the following methods for fostering a creative environment in the class are worth considering:

• Celebrating originality – giving praise to learners demonstrating creativity and reward out-of-the-box 
thinking.

• Asking learners questions and encouraging them to ask questions too. By using questions as a vehicle 
to dive deeper into your learners’ thoughts and ideas, you are promoting creative thinking and 
encouraging learners to consider different perspectives.

• Allowing learners to be playful in their creative thinking – no answers are wrong answers; they should 
celebrate diversity and even absurdity.

• Ensuring learners feel that the classroom is a safe space in which to engage in creative thinking.

9

Miyu, Mia and 
Nattakan,
Students
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YOUNG LEARNERS

At this level, getting learners to engage in a fantasy or a mystery element is easier than with older learners 
because younger learners are often less inhibited and their attitude more playful. They are innately 
creative, and from the very early years they use imagination in a wide variety of contexts, particularly 
during play activities. At this age, it is less about teaching creative thinking skills, and more about fostering 
and developing skills that are already inherent.

Creating poems and stories

Working with a variety of texts, such as poems and stories, can be an effective way to get learners creating 
new content from their own ideas or other resources. For example, in this task called “I am…” (from 
Goldstein’s 2008 publication Working with images – see further reading page at the end of this booklet) 
learners: 

1) read and identify the object described by deciphering a text and then; 

2) produce a similar text by personalising an object, allowing them to conjure up new and unexpected 
images from the object’s material, size, shape, location, etc. without giving the game away too early.

For example, learners read the following text and guess the object. They then create their own “I am….” 
verse using the text as a model.

I’m sometimes made of plastic.
I’m usually round.
I have many different shapes. 
But I’m often quite small.
I have numbers.
I often sit next to the bed.
You usually use me during the week.
You need me but you don’t like me.

(Answer: alarm clock)

This task allows learners the opportunity to think outside the box and show originality. It also requires 
them to consider others’ perspectives as their classmates will try to guess their object, and so the clues 
in their poem need to be at the appropriate level of challenge. Even the process of guessing the object 
involves some creative thinking and problem solving – teachers can get learners to work together on this 
part to negotiate and agree on possible answers. To add a game-like element, the teams who work out the 
answers the quickest could be awarded a prize, or classmates could vote on the best “I am” verse.

This task can also develop divergent thinking, imagination, cognitive flexibility, and tolerance or enjoyment 
of ambiguity or unpredictability. These skills are necessary to participate in creative activities and are 
central to this key competency as established in the Cambridge Life Competencies Framework.

 Over to you…
1. Try this task with your class. When planning the activity, try to make the task as open as possible to 

encourage divergent thinking and imagination.

2. Reflect on the activity: did it work well? If so, in what ways? Could you improve it?  What would you do 
differently next time?

3. A key element of creative thinking for learners is developed through facing mystery, ambiguity or 
unpredictability. How could you foster this in class? Consider modifying course book story materials 
to encourage predictions, guessing, and use of imagination in learners, before showing them the 
complete stories.
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As a follow-up, learners could discuss the reasons for their answers to the questions in order to understand 
how they each interpreted the images in the painting differently, and discover different possibilities for 
divergent thinking. This can also help to boost self-esteem and confidence through praising each other’s 
originality.

These tasks provide learners with different options and choices (flexibility), they require the learners to 
provide details (elaboration) and come up with ideas that do not occur to most (originality) or provide 
unusual angles (novelty). This is achieved within the framework of creating a story.

 Over to you…
1. Try this task with your class. Consider letting the students choose the image and try to give feedback 

on the creative efforts. This need not be overly evaluative, but more observational.

2. Reflect on the activity: did it work well? If so, in what ways? Could you improve it?  What would you do 
differently next time?

3. A key element of creative thinking for learners is developed through facing novelty. How could you 
foster this in class? Consider asking students to change the task in a way they would prefer. This 
activity could also be gamified by asking students to decide on which story is most elaborate and 
original.

4. Students at this stage of learning are better able to understand their own learning. Why not consider 
talking with them about creative thinking skills, their importance, and how to develop them. This can 
help motivate them to get involved.

TEENAGE LEARNERS

Learners at this age can be more reserved when it comes to creative tasks – they may feel anxious or 
embarrassed to share their own thoughts and ideas with others. It is therefore important for teachers 
to create a safe, judgement-free environment in which learners feel comfortable and free to think and 
act creatively. Much of this will be done through effective feedback and praising of original and creative 
thought.

Using images to develop creativity through imagination

One way to foster an imaginative response in teenage learners is through the use of images. While the 
young learners task (see previous page) focused on visualising/personifying images (“imaging”), in this task 
learners look at an image as the launch pad for a creative piece of story-telling. 

Traditionally, when confronted by an image, learners are asked to merely describe what they can see. 
However, there are other options which allow for more creativity on the part of the learner. For example, in 
an activity called “Who am I?”, learners create a role for a person in an image, describing their character’s 
feelings, and then guess the role created by others. To help learners frame and structure their story, 
questions can be presented as such:

Choose a person in the artwork and think about them for a few minutes:
a) What’s my name? Where am I? (I am in…)
b)  What is happening? / What has just happened to me? (I am / I have…)
c) What am I feeling now? (I’m feeling…)
d) What will happen next? (They will…)
e) What do I regret or what am I looking forward to? ( I regret…)
f) What do I wish most in the world? (If only…)

It is worth noting here the use of hypothesis in the final questions of the task, which should allow learners 
to make the sufficient imaginative leap to place themselves in the shoes of the person in the painting and 
imagine how they would think.

Using Edward Hopper’s Nighthawks as an example painting (the image can be found here:  
www.edwardhopper.net/nighthawks.jsp), the following is an example answer from a secondary-school 
student – this could be presented to learners as a model, depending on the level and age of the learners:

(A) I am at 24-hour café in a big US city. I am waiting for something important to happen. I feel tense and nervous. 
(B) I am worried that they look for us, that they will hurt us. (C) We’re in trouble. We should never do what we did, 
we shouldn’t took (sic) the money but we needed it. (D) Now they’re looking for us and I think they’ll catch us. (E) 
I wish the waiter will stop working, making that noise. Oh no!…  It’s so late, I can’t keep my eyes awake. I wish I 
was somewhere else…

Nasser,
Student, Saudi Arabia
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ADULT LEARNERS

Learners at this age may be more sceptical of creative thinking tasks, as they may feel they are a distraction 
from the more “serious” work (for example, preparing for an exam). It is therefore important for teachers 
to communicate effectively the benefits of creative thinking, as well as the objectives of specific creative 
tasks for developing their skills. Emphasis should be placed on the idea that by working together to share 
creative ideas and thoughts, learners will be able to learn from one another and create better relationships.

Creating safe speaking environments

As an example, development of creative thinking can be undertaken in group speaking tasks in which 
learners collaborate. Indeed, creative thinking tasks work best in safe speaking environments in which 
classmates respect and value each other’s contribution, and do not fear being judged. For example, one 
such group speaking task could be the following:

Think of a gift for a person visiting your country.
The gift should:
a) communicate something about or be typical in some way of your culture;
b) be easy to transport back home;
c) cost under 50 EUR, and;
d) be original, different or funny in some way.

It is worth noting here that the four constraints or conditions imposed by the task are in fact what makes 
this appropriate for creative thinking. Without these conditions, the learners would have too much freedom 
and it would be harder for them to provide the imaginative response that is demanded of them. In order 
for learners to achieve a task like this, they need to gather information, select and rank ideas and then 
reach a final decision to present to the class as a whole. Unlike the previous activities, this task has a real-
life outcome – learners might have experience of making similar decisions about gifts outside class. This 
makes the task more motivating to learners as they can see the real relevance and applicability to their own 
everyday context.

As an extension to the activity, groups could be invited to add a “what if” scenario. After one group has 
presented their ideas to another group, the other group then suggests a possible issue with the gift, e.g. 
“But what if the person visiting your country isn’t allowed to transport [x] on the plane?” This can lead to 
further creative thinking through the need to problem solve and consider alternative scenarios.

In this task, learners collaborate to solve a particular real-world problem and make decisions to achieve a 
specific goal or challenge. The challenge is provided by the constraints imposed by the task itself. The task 
is immersive and engages learners’ personal identities. 

 Over to you…
1. Try this task with your class. If you want to increase the challenge, add more “what if’ scenarios to 

challenge the students’ reflexivity and flexibility.

2. Consider explicitly relating this task to work-related skills: finding creative solutions, responding to 
challenging and unpredictable questions etc. This task could be modified to a workplace context too 
if that helps motivate students.

3. Reflect on the activity: did it work well? If so, in what ways? Could you improve it?  What would you do 
differently next time?



Examples of Activities Practising 
CREATIVE THINKING Competencies
PRIMARY
Super Minds Level 6, page 117,  
ISBN 9781107458291

117Revision

My portfolioMy p

1   Read these poems, which are called acrostics. What is an acrostic?

An acrostic poem

p

2   Work in groups. Create ideas for an acrostic poem.

a Make lists of words that start with the same letter.

b Agree on a word which you all like, for example 
HOLIDAY, SEASIDE, CHOCOLATE, DRAGONFLY.

c Write the letters of the word in a list down the page.

d As a group, discuss words or word groups that express 
the idea of your word.

It’s always good to check your 
spelling, but it’s even more 
important if you’re writing an 
acrostic poem or planning 
puzzles such as crosswords or 
wordsearches. Use a dictionary 
to help you if you aren’t sure 
how to spell a word.

Tips for writers

3   Choose ideas and plan 
your own acrostic. 
Show your plan to your 
teacher to help you.

4   Write your acrostic out 
neatly, using colours if 
you want. You can add 
a picture too.

Fun and laughter
Running around
In our playground
Enjoy 
Not alone
Dreams 
Sunshine

IItItIt’’’s’s aalllwlwayay

TTi

Dinosaurs were huge

In a time far away

No people on Earth

One hundred million 
  years ago

Strong

And dangerous

Under water and on land

Really 

Scary

A: apple, angry, and, art, ...
B: blue, before, but, ...

Holidays are great / Hotel in the sun
On the beach / Our big tent
Lying on the sand / Lots of ice cream
I
D
A
Y

LIFE COMPETENCIES

WATCH

10  Imagine you want to apply for a job as a waiter in 
Tenerife. Work in pairs.

• write typical interview questions
• prepare your answers

 Work with a new partner.

• ask four of your questions
• decide if you would give your partner the job

 Tell your class about your interview.

CREATIVITY AND INNOVATION, COLLABORATION

2  Read Part B of the text. Complete the tips on how to 
prepare for a job interview with the phrases below. 
Which tip do you think is the most important? Why?

anything that isn’t true    feel comfortable    
interested and enthusiastic    practise answering

3  Read the typical interview questions in Part C of the 
text. Match the blue words with the meanings.

1 to give someone a job
2 arriving on time, not late
3 related to the job you are applying for
4 people who can give information about you and say 

what kind of person you are
5 free and able to do something
6 exams that you have passed
7 good things about you and your character
8 bad things about you and your character
9 can be trusted to behave well and work hard

4  Read the interview questions again. Which three 
would be the most diff icult to answer? Why? 
Compare with your classmates.

5   126 Listen to two interviews for holiday jobs. 
What kind of job is each person applying for?

6   126 Complete the things you can say about 
yourself in a job interview with the words and 
phrases in the box. Listen and check.

get on    hard    my best    pay attention    
quickly    would enjoy

PHRASES YOU MIGHT USE
1 I think I   working here.
2 I always do   .
3 I can   to detail.
4 I work very   .
5 I learn   .
6 I   well with everyone.

7  Choose the correct meaning for each sentence.

PHRASES YOU MIGHT HEAR
1 Take a seat.

a Please bring a chair from outside.
b Please sit down.

2 Did you fi nd the offi ce OK?
a Did you fi nd the offi ce easily?
b Do you like our offi ce?

3 We’ll be in touch.
a We will contact you.
b Please contact us.

4 How fl exible can you be on dates?
a Can you repeat those dates?
b Can you start earlier or later than this?

5 We’ll let you know.
a We will contact you.
b Please contact us.

6 We’ll need to follow up your references.
a We need to check the references you gave us.
b You need to give us more references.

8   Watch the video about job interviews. What tips 
do you learn? Write a list of things you should and 
shouldn’t do.

9   Compare your lists. Then watch again and check 
your ideas.

189UNIT 14  ON TOP OF THE WORLD

Core Area: Creating new content from 
own ideas or other resources

Core Area: Participating in creative activities

Can Do Statement: Writes own songs or poems to 
reflect personal interests, emotions, or identity.

Can Do Statement: Acts parts in role-plays or dramas.

SECONDARY
Open World Preliminary, page 189,  
ISBN 9788490365601
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3  GRAMMAR: Past unreal conditionals
 A Read the sentences in the grammar box, and then choose the correct option to complete the rules.

Past unreal conditionals

If the candy hadn’t melted, he wouldn’t have made the connection.
If farmers hadn’t needed to dig a well, they wouldn’t have found the army.

1 The sentences are about events from the present / the past.
2 The sentences are about actions that really happened / didn’t happen.
3 The verb form in the if clause is simple past / past perfect. The main clause uses would (not) + have + 

simple past / past participle.

 B  Now go to page 138. Look at the grammar chart and do the grammar exercise for 10.1.

 C PAIR WORK  Complete the statements with the correct form of the verb in parentheses ( ). 
Do you know who or what the sentences refer to? (Answers at the bottom of the page.)
1 If he   (not sit) under an apple tree, he   

(not discover) gravity.
2 If Frank Epperson   (not leave) his soda outside one cold night, the 

wooden stirring stick   (not freeze) in the cup, and we might not have 
these sweet summer treats today.

3 If Alexander Fleming   (not add) bacteria to the petri dish, he 
  (not invent) this life-saving drug.

4 If George Crum   (not slice) his potatoes extra thin, he 
  (not create) this popular snack.

5 Sylvan Goldman   (never think of) this helpful grocery store item if his 
office chair   (not be) on wheels.

4  SPEAKING
 A PAIR WORK  Think about three things that you did earlier this week. Tell your partner and together 

imagine what would have happened if you hadn’t done those things.

I left my house late, and I hit a terrible traffic jam on the way to class. If 
I’d left my apartment an hour earlier, I wouldn’t have hit that traffic jam.

 B GROUP WORK  Do the same thing in groups. Add to the chain of events to create stories. How long can 
you keep a logical chain of events going?

If my friend hadn’t moved to Berlin, I might not 
have gone to Germany for vacation. I probably 
would have gone to Australia instead.

If you had gone to Australia, what cities 
would you have visited?

1 Isaac Newton 2 Popsicles 3 penicillin 4 potato chips 5 the shopping cart 99

ADULT
Evolve Level 4, page 99, 
ISBN 9781108405317

Core Area: Participating in creative activities

Can Do Statement: Participates in complex “what if” 
and “if only” scenario discussions.
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Laura and Olivia,
Language Research Team,  
Cambridge University Press
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