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The Creative Ireland Programme was established in
2017 to support the mainstreaming of creativity in the
life of the nation. The Programme works in partnership
with local and national authorities, youth services,
community, cultural, enterprise, arts and heritage
organisations, creative industries, and schools to
nurture and enable the creative potential across the full
spectrum of Irish society.

Creative Youth was one of the five pillars which
supported the Creative Ireland Plan aiming to “give
every child practical access to tuition, experience and
participation in art, music, drama and coding by 2022”.
(Creative Ireland Programme, 2016a, p. 1).

The vision of the second Creative Youth Plan 2023-
2027 is “an Ireland where creativity is at the heart of
children and young people’s lives, where creativity

can contribute greatly to their happiness, wellbeing
and personal development and, in recognition of their
right to a voice in decision-making, children and young
people will be heard and will inform all aspects of this
work” (p. 2).

The Creative Youth Plan aims to increase opportunities
for activity and participation, and to influence public
policy around creativity in both formal education and
out-of-school settings.

Creative Youth

Facilitate and provide creative opportunities for
children and young people.

Strengthen equity of access to creative
activities for the most seldom heard children
and young people.

Supporting the implementation of Aistear, the
Early Childhood Curriculum Framework.

Promoting the value of creativity across the
Education system and supporting Curriculum
Frameworks in schools.

Further promote and nurture the development
of creative skills in Further and Higher
Education, including apprenticeships.

Supporting the enhanced wellbeing of children
and young people.

Establish a programme of research.


https://www.creativeireland.gov.ie/en/blog/creative-youth-plan-2023-2027/
https://www.creativeireland.gov.ie/en/blog/creative-youth-plan-2023-2027/
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The Creative Youth Evaluation Guidelines are
informed by a thorough literature review, a scoping
of evaluation frameworks, numerous stakeholder
consultations and input from the Creative Youth
research subgroup. Please click here for further
details. --->

These guidelines do not assume that ‘one size

fits all’ Instead, they acknowledge that a range of
approaches and methodologies are needed to assess
complex arts and creative interventions with children
and young people. By proposing minimum standards
of reporting (Daykin, 2016), we hope the guidelines
will make it easier for all involved to understand how
best to demonstrate the contribution that creative
initiatives make to society, in addition to promoting
the development of a robust evidence base in a
national context.
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These guidelines include information on evaluating
arts-based and other types of activity aimed at
fostering creativity and wellbeing, using quantitative
and qualitative methods. The document summarises
the different purposes of evaluation, challenges
involved in evaluating creative practice and how
practitioners and organisations may go about
tackling these issues.

The guidelines consider different types of evaluation
questions and how best to match your evaluation
methods to these questions. They also discuss the
minimum reporting requirements of the Creative
Youth Plan and propose a simple four-step approach
to achieve this.

This document includes guidance on how to:
identify suitable evaluation questions
and methods for creative activity that aim to
address health, wellbeing and creative skills;
identify differences between output and
outcome measures;
approach key challenges to evaluation of arts
and creative practices;
identify different types of evaluation;
make best use of quantitative and qualitative
methods in both summative and formative
evaluations;
meet the reporting requirements of the Creative
Youth Plan (2023-2027);
identify and measure creative skills across all
learning domains.


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#introduction-details
https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#introduction-details
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These guidelines do not provide:
guidance for evaluating medical or clinical
interventions;
guidance on randomised controlled trials;
an introduction to the theory and principles of
evaluation, logic models or theories of change;
this is available elsewhere (the library toolkit in
Appendix 1a and 1b and the website resources
listed in Appendix 4 provide some guidance
on this);
detailed information about how to undertake
evaluation or how to apply the methods
identified in the guidelines;
detailed information on the differences between
evaluation methods;
information on mixed methods.

Evaluation involves collecting evidence to determine
the impact, value and quality of your Creative Youth
project/programme.

Evaluation can assess:
what worked, what didn’t work, and why;
the satisfaction levels of people taking part,
including those who developed and delivered
the programme;
if a project/programme is making a difference
to individual participants, groups, the wider
community, and how;
what has been experienced/created/learned by
participants, volunteers and staff;
what, if anything, you would do differently the
next time; and
if the funding has been put to good use
(i.e. accountability to funders, participants, local
community).

These evaluation guidelines are designed for all those
funded under the Creative Youth Plan, which may
include:

Early Years Educators

Creative Associates

Primary and Secondary School Teachers
Youth Workers and Trainers

Artists?

LCYP Coordinators 2

Community organisations or others instigating
Creative Youth initiatives

It is more than just describing what happened. It’s
about gathering evidence from those involved in
the project so that you can establish whether your
programme achieved (or exceeded) what you set
out to do in the first place (i.e. your aims or intended
outcomes for the project).

1 Artists encompasses a range of professionals involved in creative practice such as visual artists, musicians, singers, dancers, circus performers, drama and
theatre practitioners, actors, craftspeople and others.

2 Action 14 of the Creative Youth Plan (2017-2022) specifies that Local Creative Youth Partnerships will be established on a pilot basis within the Education and
Training Boards (ETBs). Providing ‘out of school” activities for children and young people with particular focus on marginalised cohorts, their remit goes beyond
the arts, and includes culture and creative activity in all spheres.

3 Freshspectrum Information Design is a website owned by Chris Lysy, whose cartoons on different aspects of evaluation are available under Creative Commons
Attribution-Non-commercial (CC BY-NC) Licence. Permission has been granted by Chris Lysy to use his cartoons in these guidelines.



Evaluation can mean different things for each
stakeholder in any given programme, project,
initiative*. Governments may need to account

for public spending on initiatives® and therefore
look for value for money or countable outcomes
such as number of teachers trained, number of
students reached, number of activities offered.
Creative practitioners®, teachers, youth workers,
youth educators, coordinators and others may use
evaluation to reflect on their practice, to monitor
what is working or what needs to be changed.
Stakeholders may use evaluation as an advocacy tool
to justify funding received and advocate for further
funding in the future, or for research purposes (e.g.
to explore the impact of a creative intervention

on participant/community attitudes to reuse and
upcycling).

The reasons to evaluate can be summarised in two
words (HMT, 2020):

Learning and Accountability.

When both are involved, you get a fuller picture of the
initiative and those impacted by it. However, when
evaluation is viewed exclusively as an accountability
exercise it can be seen in a negative light, as a
burdensome and imposed feature of programmes,
especially in creative practice (Belfiore, 2015; Lee,
2021). When treated as an afterthought (something
that must be done to get the funding or as a ticking
box exercise), it reduces its value and potential
impact. However, if done well evaluation can
facilitate in the design, delivery and assessment of a
programme whilst helping to identify what needs to
be improved or changed.

Creative Youth

Good evaluation aims to present as honestly as
possible what happened and what emerged/
changed as a result of doing the project, so that you
and others can learn from the process to improve,
sustain, and develop further successful creative
practices (Thompson, 2009).

Therefore, planning and embedding your approach
to evaluation at the beginning is as important as
planning the activities for the project itself: one
informs and enhances the quality of the other.

Consequently, it is recommended to give time during
theinitial planning phase to consider decisions such
as:

whose voices do you need to capture to ensure
your research is fully inclusive?

how many participants do you need to gather
data from (all, or a representative sample)?
what evaluation tools are best suited to gather
data from each of the groups you need to hear
from?

how often do you need to elicit participants’
opinions (before the initiative begins -
baseline data? During the project (formative
feedback - directing you to change the way
you are working or continue as planned), and/or
at the end of the initiative (summative/post-
project)?

where and when will you elicit participants’
opinion (appropriate space, time), and how will
you record their data?

how will you get their informed assent/consent
to participate, protecting anonymity where
possible to do so; how will you store their data
safely (destroying it when the project is over)
(ethics)?

how will you know if you have met your aims/
intended outcomes what constitutes success in
this project and how will you measure it

(short term/long term)?

4 Stakeholders are people and/or organizations who have an interest in the proposed change and can influence or impact the success of that change (https://www.
finance-ni.gov.uk/articles/programme-and-project-stakeholders). Examples are children and young people, teachers, project leaders, funding bodies, government

departments, NGOs, community organisations.

5 We use the term project, initiative and programme interchangeably to refer to all creative activities, programmes, initiatives and workshops under the Creative Youth

funding stream.

6 We employ the term creative practitioner as an all-encompassing name to represent individual artists, arts-based organisations, and creative associates involved in

the Creative Ireland Programme.



Paying attention to these and related considerations
will improve the quality and reliability of the
information (data) you gather, so that others can have
confidence in the integrity of what you present, share
and report.

Please click here for further details. ---»

In working to enhance evaluation in creative
practices, these guidelines reflect and endorse the
highest standard of ethical practice when gathering,
analysing, interpreting and reporting data.

However, keep evaluation in perspective - in creative
practices, your participants are typically there to
benefit/enjoy the experience and engage with the
work on offer. Constant scrutiny and questioning can
make them feel like they are being experimented on.

Bearing the following principles in mind will
reciprocally enhance the integrity and quality of your
initiative and respect people’s rights as participants
and/or volunteers in the evaluation and research
process.

Please click here for further details. ---»

Write “reports” using “data”

Figure 1. How awesome we are

D Really awesome

SOURCE: Becuase we said so

freshspectrum.com
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Be clear from the start what problem, situation or
need you wish to address with your programme.

It is advisable to engage with your participants as
much as is possible during this phase. Community
Engagement, requires meaningful engagement with
the people who are affected by your programme/
activity/project and recognises that they have a right
to say how and to what end an activity is undertaken.
This may be done through needs analysis, focus
groups, consultations, creative activity sessions
(Daykin, 2016). These consultations/sessions will
allow the participants the space, voice and audience
(Lundy, 2014) to consider which issues most concern
them, what type of intervention appeals to them
and the most appropriate way to approach the
evaluation. Once you have identified the needs of
your target population it is advisable to explore the
evidence which already exists around the activities
you intend to offer and the population you wish to
work with. The pre-existent evidence base should
guide and help you understand what has worked
before, how you could build on that, whilst helping
to identify gaps in knowledge and practice (DCEDIY,
2019).

Preparing in advance will inform the intended
outputs and outcomes of your initiative, and ensure
you start on the best foot possible, but above all,
that your project is relevant to the participants/
community involved. It can be helpful to underpin
your planning with a Theory of Change or Logic
model (see helpful resources on how to develop
these in Appendix 1a) which can explain and map
the connections/links between the area of interest
you are working on, and the creative activities and
interventions you might employ to explore these
associations (e.g., in the area of technology with
young children, how might a dance intervention
develop mouse and keyboard skills?).


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#what-to-consider
https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#about-these-guidelines
https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#about-these-guidelines

Without some form of evaluation, it is difficult

to know if a project has achieved the intended
outcomes nor can creative practitioners or youth
workers determine what worked well, with whom
and why, and what needs improvement in future
practice. Government may want to know if value for
money has been achieved, if the project is engaging
successfully with targeted populations and if the
aims of the funding stream are being met. The
development of an evaluation framework or plan

will require some alignment with funders’ objectives.

However, within these requirements it is important
that creativity or arts-based initiatives do not
overlook their artistic aims. Evaluation frameworks
and strategies should be informed above all by the
underlying tenets of each organisation or initiative
(Daykin, 2016).

The Creative Youth Plan recognises that at times
the creative activities funded under the Plan will be
carried out for the sole purpose of bringing joy to
participants and practitioners. As John Coolahan
observes:

Many Creative Youth initiatives may have several
evaluation questions they wish to address, the
number of which will depend on the duration, size,
focus and funding of the programme. Creative

and arts-based projects are as diverse as they are
complex so defining your evaluation questions,

Creative Youth

knowing what it is you want to find out, and what
does or does not work for you will bring clarity and
direction to your evaluation. It is not necessary,
desirable, nor realistic to try to measure too many
outcomes.

Al cighd clmss] the end of yeas stondadized
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Evaluation questions can range from simple ones
regarding outputs, such as ‘how many people took
part?” ‘How many sessions took place?’ ‘What was the
cost of the activity?’ through to more complex ones,
such as, ‘what were the intended and unintended
outcomes of the project?”’

Itis common in evaluation to distinguish between
outputs and outcomes.

Outputs are nearly always quantitative; they provide
numerical data to demonstrate whether aims/goals/
objectives have been delivered. They can also give us
a sociodemographic overview of who is participating
in a project. Outputs are relatively easy to report on
and to validate (Taylor-Powell & Henert, 2008).



Outcomes are more challenging to verify because
they are both qualitative and quantitative and

will often rely on the perception of participants.
Outcomes can be personal, such as enhanced self-
confidence and communication skills, physiological,
such as a reduction in stress, or artistic, such as
learning a skill. There can also be broader outcomes
such as influencing policy, behavioural change or
organisational change (Daykin, 2016).

Evaluation can be summarised into three broad
categories:

to assess how projects
are doing in relation to established targets
(usually quantifiable outputs such as
number of activities, participants or costs
and expenses). It can be carried out during or
on completion of a project.

is a way of taking
stock of what is happening during the
project, assessing how the work is going,
what participants’ responses to it are, and
identifying areas for improvement
or adjustment if necessary during the
remainder of the project (e.g. ‘What is
working?’ ‘To what extent are the
resources being used effectively?’ ‘Which
activities cost most and are they worth it?’
‘Are the young people involved improving in
the targeted skills?’ ‘Are participants engaged,
and/or attending?’ ‘If not, what could be the
possible reasons for this?’).

typically
takes place at the end of a project to
establish whether it has met its aims
and intended outcomes and assess
its effects on participants. It is concerned with
the impact of a programme over time, but
can report short-, medium- or long-term
results (e.g. ‘To what extent did the dance
intervention improve children’s design skills?’
‘To what extent did the creative Citizen Science
programme improve students’ literacy scores?’
‘To what extent were the tutors knowledgeable
about the programme’s content?’ ‘To what

Creative Youth

extent did the project improve mental health?’
‘To what extent did the programme reduce
obesity?’ ‘To what extent did the students gain
knowledge and skills in visual art?’) (Stewart
etal., 2021). Summative evaluation should
also consider if there were any unintended
outcomes from the project, and what were the
effects of these?

Formative evaluation complements summative
evaluation and the best creative projects make use
of both opportunities to review how an initiative is
progressing in real time rather than wait to the end
when opportunities for change may be minimal
(Thompson, 2009).

A number of different evaluation methods are
employed to measure the effects of arts based and
creative activities. Knowing who the evaluation

is for and what you or they want to measure/

assess is important. Being familiar with your target
audience will indicate the best way to go about
collecting evidence (e.g. closed/open ended surveys,



photo diaries, structured, semi structured or open
interviews, artefacts, group discussions, visual
evidence, graffiti walls, role-play, performances
and presentations, video diaries, comics, artworks
created). In other words, the evaluation method(s)
chosen will depend on establishing a balance
between the needs of all stakeholders involved.

The methods to collect data can be broadly grouped
into two categories.

1. capturing factual data that can be
counted) - is used both for monitoring project
delivery (outputs such as costs, attendance,
number of sessions, counties reached) and
capturing measurable outcomes such as
wellbeing, self-efficacy, quality of life (see
appendix 1c for further details on validated
scales for measurable outcomes).

-

2. (capturing the lived experiences of
participants during a project) - focuses more
on narrative accounts from participants, using
open ended interviews, personal testimonies,
focus groups, case studies and observation.
Qualitative methods can help to capture
participants’ experience of creative activities for
health, wellbeing, academic learning, socio-
emotional communication skills, aesthetic
development etc., whilst facilitating their voices
to be heard to a much greater extent than is
possible with quantitative methods.
>

A combination of both quantitative and qualitative
evidence can strengthen evaluation.

Creative Youth

In response to sustained criticisms around the
restraints and limitations which typical approaches
to evaluation tend to place on arts-based and
creative activities, it is important to consider how
your evaluation could be creative and/or embedded
within the creative process. This is especially
important when conducting evaluation with children
and young people.

Creative Evaluation includes arts-based methods but
also means thinking creatively when designing your
evaluation initially (whether qualitative, quantitative
or both).

Creative Evaluation should be meaningful, enjoyable
and rewarding for participants. It should be as non-
intrusive as possible and the great advantage is that
this type of evaluation aligns with the innovative
nature of the Creative Youth Plan (2023-2027) whilst
providing meaningful evaluation tools for creative
practitioners, youth workers and participants alike.
Creative Evaluation can include techniques such

as documentation (McClure & Jaegar, 2020), body
maps (Evaluation Support Scotland, 2019), world
café method (McEvoy, 2015), vignettes (Gourlay,

et al., 2014), and The Creative Wellbeing Measure
(Hayes, 2023). There are countless ways to ensure
your evaluation is not only measuring creativity and
wellbeing but is supporting these aspects of children
and young people’s lives.

As Stjerne Thomsen from The LEGO foundation
(McClure & Jaegar, 2020) observes:


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#evaluation-categories-details
https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#evaluation-categories-details
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Why use creative approaches to evaluation?
1. Improves response rates.
2. Enablesinclusive voice.

3. Enables multiple and diverse ways of
communicating.

4. Treats children and young people as experts and
agents in their own lives.

5. Creative data “provide policy makers with valid,
reliable, and actionable measurement tools that
can support evidence-based decisions” (OECD,
PISA, 2022, p. 6).

Please click here for further details. ---»

I'm not a visual person.

So I will deliver my report in song,
hit it boys.

freshspectrum.com

What does creative evaluation look like?
How to incorporate creativity into your
evaluation strategy?

Inspired by the Lundy Model of participation and the
recent inclusion of creativity, imagination and creative
thinking in the OECD’s Programme for International
Student Assessment (OECD, PISA, 2022), the Creative
Youth Evaluation Guidelines prioritise making
creativity and creative thinking visible, both in your
project activities and where possible, in the evaluation
of your initiative.

Creative Youth
Evaluation Guidelines

Reducing reliance on interviews and surveys alone,
will support you in determining participants’
experience of an initiative in a more rounded way

and their sense of creative self-efficacy. Using more
creative, flexible and open-ended evaluation tasks will
enable participants to express their opinions in ways
which enable their responses using a UDL” approach.
The PISA competency model (see Figure 1) provides a
helpful framework to access participants’ experiences
of an initiative using choice and multiple means of
engagement, representation and action/expression
(Meyer et al., 2014). Therefore, we recommend you
invite participants to respond to the key areas you
wish to evaluate through some of the means of
representation and communication suggested below,
and capture/record the responses as data/evidence
related to your initiative.

Written Visual
Expression Expression

Generate
Creative
Ideas

Generate
Diverse
Ideas

Evaluate
and Improve
Ideas

Scientific Social
Problem Problem
Solving Solving
Figure 1:

Competency model for the PISA test of creative thinking (2022) --->

In the Creative Youth Plan, having inclusive, reliable
data from all participants will address a concern
mentioned earlier that “what we cannot see is hard to
improve, and what we cannot measure will fail to get
deserved attention” (OECD, PISA, 2022, p. 3).

7 “Universal Design for Learning (UDL) is a set of principles for curriculum development that give all individuals equal opportunities to learn, including
students with disabilities. UDL aims to improve the educational experience of all students by introducing more flexible methods of teaching, assessment
and service provision to cater for the diversity of learners in our classrooms. This approach is underpinned by research in the field of neuroscience and is
designed to improve the learning experience and outcomes for all students.” (AHEAD, 2017)

10


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#why-use-creative-approaches
https://www.oecd.org/pisa/innovation/creative-thinking/

(e.g., creative writing, poetry,
riddles, jokes, epigrams, annotated diagrammes,
caption an image; create a short dialogue/
script; polling and simulation technologies such
as Padlet, Mentimeter, AnswerGarden, Quiziz,
Trello; reflective journaling; role on the wall
or evaluation body/mind map (http://www.
willisnewson.co.uk).

(e.g., digital drawing tools;
design a logo or a poster to capture the key
elements or benefits of participating in the
project; create a pre- and post-project still
image/frozen picture to represent what changed
in terms of participants’ understanding of the
Great famine after visiting the National Museum
or National Gallery; displays and gallery critique
(Berger, 2003); film, podcast, photographs and
photo elicitation; artefact).

(e.g.,
individually or collaboratively create an artefact,
short film, video diary, piece of music and/
or song lyrics to communicate and reflect the
learning (content and/or skills) experienced
during an initiative exploring reuse and recycling,
fast fashion, conforming to peer pressure, etc.;
presentation by the participants of the results of
their co-evaluation and co-research of the effects
of a digital storytelling programme they co-
designed and participated in with people living
with dementiain a residential care home).

Creative Youth

(e.g., turn to the person
nearest you and share something you liked and
something which could be ‘even betterif ...
(Lucas, 2022); video diaries; walking debates; vox
pop; storytelling).

(e.g., sociometric activities
such as the line of life game?, distance star
traveller, body art, show of hands/stand up
vote; sticky dot voting, bullseye (McEvoy, 2015);
role play, improvisation and short drama
sketches; short devised mime, dance, or theatre
performance to evidence new skills acquired
or new concepts/ideas explored, or share new
insights as a result of participating in a project).

Identify two points in a room using a chair/object to denote each. One is the ‘positive’ or ‘important to you’ position, and the other is the ‘negative’ or

‘not important to you’ position. Pretend there is an imaginary line on the ground connecting these two points (or ideally place a long line of masking tape
between them). Invite participants to stand where they wish on the ‘Line of Life in response to your evaluation questions. Place yourself on the line according
to whether (...) is an important value or not in your life: e.g., Accepting others who are different to you; Being liked and respected; Caring for others around

you; Having job security and stability, etc. Record the results.
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Resources are available which
can be adapted

for use when evaluating

your project or initiative (see
Appendix 1), such as the
Department for Children and
Youth Affairs Seldom-heard
tool-kit (McEvoy, 2015, https://
www.cmetb.ie/wp-content/
uploads/2021/11/Seldom-
heard-a_practical_guide.pdf),
the Paul Hamlyn Foundation
Evaluation Resources

Pack (Thompson, 2009, https://
www.phf.org.uk/publications/
evaluation-resources-pack/),
Creative Schools Tool-kits
(https://www.creativeschools.
com.au), Willis Newson Arts
and Health Consultancies
(http://www. willisnewson.
co.uk/), the Oxford Old Fire
Station Storytelling Evaluation
Methodology, https://www.
storytellingevaluation.co.uk)
and Creative & Credible (http://
creativeandcredible.co.uk).

12
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https://www.cmetb.ie/wp-content/uploads/2021/11/Seldom-heard-a_practical_guide.pdf
https://www.cmetb.ie/wp-content/uploads/2021/11/Seldom-heard-a_practical_guide.pdf
https://www.cmetb.ie/wp-content/uploads/2021/11/Seldom-heard-a_practical_guide.pdf
https://www.cmetb.ie/wp-content/uploads/2021/11/Seldom-heard-a_practical_guide.pdf
https://www.phf.org.uk/publications/evaluation-resources-pack/
https://www.phf.org.uk/publications/evaluation-resources-pack/
https://www.phf.org.uk/publications/evaluation-resources-pack/
https://www.creativeschools.com.au/
https://www.creativeschools.com.au/
http://www.willisnewson.co.uk/
http://www.willisnewson.co.uk/
https://oldfirestation.org.uk/our-work/storytelling-evaluation-methodology/
https://oldfirestation.org.uk/our-work/storytelling-evaluation-methodology/
http://creativeandcredible.co.uk/
http://creativeandcredible.co.uk/
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Creative Evaluation and Inclusion of Voice

As noted, central to the discussion around creative
evaluation is the idea that evaluation should be
meaningful for participants and not something
which is done to them but with them as part of an
iterative cycle from the beginning to the end of a
project or initiative. Including the voice of children
and young people in evaluation is supported by
government policy in Ireland but often there is a lack
of engagement due to ill-fitting tools and evaluation
saturation in both those administering the evaluation
and those on the receiving end.

Creative Youth
Evaluation Guidelines

These Creative Youth Evaluation Guidelines are
informed by the Lundy Model (2014) of participation
and the National Framework for Children and
Young People’s Participation in Decision-Making
(2015-2020). Advancing a conceptual framework
for understanding and enacting children’s right

to participation, Lundy’s model (see Figure 2) is
supported by practical tools which give the child a
meaningful voice in decision-making (see https://
hubnanog.ie/). It guides the creative and inclusive
approach underpinning the CAFS method in these
guidelines (see Figure 8 in Part 3).

Figure 2: The Lundy Model Explained
(https://participationpeople.com/wp-content/uploads/2020/11/
Compressed-PP-_-Lundy-Model-Explained-2.pdf)

g

LUNDY'S MODEL IN PRACTICE

SPACE

Questions to ask yourself and of your work:

Have young people been asked for their views?
How many opportunities have there been?
Is the venue accessible, friendly and safe?

Are the staff team trained and supported appropriately?
Have young people been proactively recruited to take
part from a variety of backgrounds?

Have young people been provided with the information
they need to form a view?

Do young people know their participation is voluntary?

« Are creative and fun activities being used to support
young people to express their view on topics?

Is there enough time scheduled to delve into the topics?
Are workshop resources accessible to young people;
youth proofed; and youth friendly?

VOICE

Are appropriate decision makers involved and engaged?

« Is there a clear and agreed process for communicating
back young people's voices and views?

« Do young people know who their views are being

shared with and what will happen to them afterwards?

Do decision makers know how young people's views will

feed into their decision making processes?

Is the person 'receiving' young people's views the person

with the power to make (or influence) decisions?

AUDIENCE

Were young people's views considered in the decision-
making process, and how is it recorded?

Have young people been told about how their views
have impacted a decision - and if not, why?

Are there procedures in place for young people to hold
decision-makers to account for their decisions?

When and how will young people know or see the
impact of their participation?

T

INFLUENCE
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Embedding evaluation within a programme

or initiative from the initial planning stage to
the final stage of outcomes will ensure that the
valuable work being carried out is documented
and disseminated accordingly, building a robust
evidence base within the creative sector, for
policy makers and practitioners alike.

The Creative Youth Policy and Plans (2017-2022;
2023-2027) are particularly interested in inclusion
and expanded access and as such require
fundees to capture basic sociodemographic
information at the beginning and end of each
project.

Data collected, such as eircodes and school roll
numbers, will be used to map the coverage of
Creative Youth initiatives across the country,
and identify gaps in provision and access,

for example, by geography, artform, areas of
deprivation etc.

The Pre-Project Survey (see Part 4 below) aims to
capture a sociodemographic overview of who is
participating in Creative Youth projects. The data
recorded will provide the numbers and figures
required by the Creative Ireland team in order to
understand the scope and depth of engagement
nationwide. As Creative Youth operates in
different settings with diverse cohorts, this data
is particularly important to support Creative
Youth in monitoring its widening access and
inclusion objectives.

Creative Youth

The questionnaire contains check boxes,
multiple choice and comment boxes with an
average finish time of 15 minutes. It is informed
by the Creative Youth Evaluation Consultation,
the Irish Census 2022 (for comparison purposes),
NCCA key skills frameworks, the European

Union 8 key competences for lifelong learning,
and several evaluation frameworks in arts and
creative practice.

In addition to basic sociodemographic
information programmes/projects might want
to measure progress in certain skills, knowledge,
attitudes or behaviour (in the understanding that
progress will mean different things depending
on the nature, scale and scope of the initiative).
In order to measure progress, it isimportant

to construct a baseline value. A baseline is the
situation just before or at the outset of a new
strategy against which progress is measured or
comparisons are made as part of the monitoring
and evaluation process (Sigma, OECD, 2018;
Malone, Mark & Narayan, 2014). For example,
this could involve measuring in an appropriate
manner the level of wellbeing, self-confidence,
social cohesion in the group, a creative skill,
literacy, numeracy levels (or any other factor
which you hope to address with your initiative)
before you start the project. A brief summary

of your baseline findings can be included in the
Post-Project Survey.



As previously mentioned, an initiative may wish
to measure progress in certain skills, knowledge,
attitudes or behaviour. In order to do this,

you may wish to measure progress during the
project/activity/initiative which is known as
formative evaluation (which tends to be captured
informally through group discussion). However,
you will most certainly want to measure progress
at the end of the activity in order to ascertain if
the intended outcomes have been achieved and
what, if any, unintended outcomes have occurred
(summative evaluation). The Post-Project Survey
(see Part 4 below) aims to capture the outputs,
outcomes and any other changes which may
have happened as a result of your creative
activity. It also provides a space to record your
ideas around creativity and other relevant
information about your project/initiative.

The above tools are relatively quick and easy to

use providing a basic (primarily quantitative)
evaluation of your project and a means to record
essential information. The instruments are designed
to build capacity in the area of creative research
and evaluation in the sector, i.e. they draw your
attention to key concepts such as recording basic
socio-demographic data, identifying intended
outcomes and evaluation tools from the outset, and
highlighting relevant national and international
creativity standards and benchmarks against which
you can develop and inform programme aims if you
wish. It is advisable to complement and triangulate
these tools (consolidate and verify your findings by
using more than one source of information) with
additional evaluation methods in order to provide
richer, more robust and more participant centred
evaluation.

Creative Youth

Demographic data refer to identity and
socioeconomic information expressed statistically,
including age, gender, sexuality, education, income,
ethnicity, marriage rates, birth and death rates
(Weber et al., 2021). When used correctly, this data
rarely has any negative impact for individuals.

Reliable data are fundamental to combat stereotypes
and encourage greater understanding and tolerance
amongst a population at large, for research and
policy development, and to provide an accurate
picture of societal problems and how best to target
the cohorts most affected by these issues. Evidence
in the health, education, and cultural fields, suggest
that collecting robust, reliable and consistent data

is a national and international imperative to ensure
proper advocacy and equitable service provision,
and to monitor progress towards reducing racial and
ethnic disparities (Aktar et al., 2020).

On collecting demographic data, be that for grant
reporting, ensuring equity, or assessing alignment
with your mission/objectives, it is important to
briefly explain to your participants why you are
collecting the information, what you will do with
the information, where the information will be
stored and who will see it. It may also be helpful
to highlight that socio-demographic data can help
us to understand, address and prevent inequities;
can help us to improve outcomes and effectively
allocate resources (Bates et al., 2017); and can
facilitate understanding and improve inclusion of
previously excluded or marginalised groups. Above
all, the Creative Youth Plan acknowledges that
people are people first (Magoon et al., 2022) and
sociodemographic indicators hold second place to
that.

Itis in this context that the Creative Youth Plan
supports the collection of sociodemographic data,
whilst recognising that sensitivity and best practice

in data collection is fundamental. It is essential for all
partners to promote best practice and where possible
consult and engage the targeted communities
around language, confidentiality and other issues
which may be of concern to them.



The evaluation forms created in order to capture
sociodemographic data across the Creative Youth
Plan (see Part 4) have been devised with the

above best practice principles in mind, however
organisations, individuals, teachers, artists and
youth workers have the liberty to decide when the
collection of certain data is appropriate or not within
their specific setting.

Sensitivity to data collection underpins the approach
to gathering sociodemographic information across
the Creative Youth Plan, however it should not
prevent us asking questions we need answered in
order to understand social and cultural inequities
and build social cohesion amongst diverse
communities.

Best practice in data collection includes:

1. Careful educational messaging explaining the
purpose of the data collection.

2. Every question should have a purpose and be
relevant.

3. Collect no more data than is necessary.

4. Confidentiality guaranteed.

5. Demographic categories should be collected
separately.

6. Depth of granularity should always be
supported by sufficient sample size to promote
confidentiality and prevent identification/
misuse of the knowledge.

7. Do notshare anindividual’s personal data,
including their image, with other individuals or
the wider community without their permission.

8.  Only keep the data for as long as necessary in
compliance with the GDPR.

9. Keep data secure.

10. Erase data without delay if requested by a
participant.

(Magoon et al., 2022; Kirst et al., 2013)

Please click here to read the full section on collecting
sensitive data and best practice in data collection ---»

Research generates data and clarity around
ownership, usage and storage of data is increasingly
sought by respondents. It is a legal requirement
under General Data Protection Regulation (GDPR)

Creative Youth

legislation that such information is in an easy to
read, accessible format and provided at the outset
of engagement with participants. Under the GDPR,
individuals own the rights to their personally
identifiable data, with a few exceptions.

The Creative Youth Plan and the Creative Ireland
Programme are governed by the data protection and
freedom of information policies of the Department
of Tourism, Culture, Arts, Gaeltacht, Sport and Media
(DTCAGSM) and Department of Education (DE) (see
appendix 3).

Research and evaluation is being conducted by

the Creative Ireland Programme and the Creative
Youth Plan in the public interest, and research data
generated as part of funded activities is owned by
the Creative Ireland Programme (DE and DTCAGSM)
who are responsible for ensuring that research is
conducted ethically and in compliance with GDPR
and other relevant regulations (e.g., the Health
Research Board).

Where organisations demonstrate the need and
purpose for collecting personal information, they are
allowed to do so under the legislation once informed
consent has been freely given. and they assume
responsibility under the GDPR principles below for
maintaining the integrity and confidentiality of that
information (see Figure 3).

Fig. 3:
GDPR principles (Data Protection Office, Trinity College Dublin)

Personal data include names, email addresses,
date of birth, etc. (see appendix 3) and as a general
rule of thumb, best practice suggests that no more
than 3 identifying pieces of personal data should be
collected in any instrument to safeguard people’s
privacy (data minimisation).


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#collecting-sensitive-data
https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#collecting-sensitive-data

In your evaluation, it is vital to assess how the
activities in your project have contributed to specific
project objectives. The forms referred to in Part 4 are
designed to assist you in capturing and monitoring
quantifiable targets such as the number of events
organised and the number of participants involved.
Additionally, the key competencies in Figures 4

and 5 below can be used to guide evaluation of
creative activity, inform the design of your aims and
objectives/outcomes, and shape assessment criteria
or qualitative indicators to measure success in your
project.

For the purposes of the Creative Youth Plan, the most
appropriate skills and behaviours are those which

support development and learning such as curiosity,
resilience, imagination, discipline, and collaboration.

Creative Youth

Winchester University’s Centre for Real World
Learning (CRWL) have developed these ideas into a
‘Creativity Wheel’ which has been widely adopted
internationally and informs the Creative Youth

Plan (2023-2027). According to the model creativity
revolves around five key dimensions:

Inquisitive (wondering, questioning, exploring
and challenging assumptions)

Persistent (tolerating uncertainty, sticking with
difficulty, daring to risk)

Imaginative (intuition, playing with possibilities,
connections)

Disciplined (crafting and improving, developing
techniques)

Collaborative (sharing, giving and receiving
feedback, cooperation).

Figure 4:

Winchester University’s Centre for Real
World Learning (CRWL) Five-dimension
Model of Creativity (Lucas, 2022)



The Creative Youth Plan 2023-2027 Creative Youth
Evaluation Guidelines

Most of the key elements in this model are also Ability to engage and collaborate with experts
reflected in the definition of creativity in the Chief and peers
Inspector’s Report (2022, p. 272): Ability to develop and acquire competences and
skills
In education, creativity is children’s and young Ability to investigate and to challenge
people’s use of their imaginative capabilities to assumptions
transform their thinking and produce original Ability to play with possibilities and take risks
and innovative ideas and solutions to problems. Ability to persist (especially in the face of
It involves children and young people engaging difficulty)
with others to investigate and hypothesise about Ability to generate original and innovative ideas,
existing knowledge, challenge assumptions, play perspectives and artefacts.

with possibilities and take risks. The creative
process results in products and outcomes in
the form of original and innovative ideas, Space and Time to be Creative
perspectives and artefacts, that are of benefit
to the learner themselves and to others in wider
society. The creative process in education is

E
iterative and involves the growth and acquisition ';gnadge
of competencies, such as crafting, demonstrating, Collaborate
improving and persisting. [Emphasis added] Generate
Original, and
Innovative Ideas
and or
Key Creativity Competences for Evaluation Artefacts Develop ipd
Across The Creative Youth Plan (2023-2027) R
Creative Youth
While collecting, assessing and evaluating Key Creativity

qualitative indicators such as increasing self- Competences
confidence, reducing social isolation, increasing
social cohesion, promoting active citizenship,
experiencing enjoyment, and raising self-esteem
can be challenging, identifying the ‘soft outcomes’ Investigate
specifically targeted in your project and subjecting and Challenge
. . Assumptions
them to scrutiny from more than one perspective
and involving more than one source of information
(or data), can yield credible and objective outcomes
(Thompson, 2009). Simple mechanisms such as
asking participants to use coloured counters to
indicate their mood at the start and again at the end
of a session, or drawings monitored over the course
of the initiative, can track and record participants’
progress/improvement against explicit indicators or
criteria.

EVED T
Take Risks

Figure 5: Creative Youth Key Creativity Competences
(O’Sullivan & O’Keeffe, 2023)

As part of its project outputs, a helpful portfolio of
assessment rubrics was developed during the OECD-
CERI project (2015-2022) Fostering and Assessing
Creativity and Critical Thinking Skills in Education.
Rating student work using a four level scale, the
rubrics differentiate between process and product

in students’ creativity and thinking skills, and could
be adapted to support the design and evaluation of
creative activity.

The creativity competences below are informed by
the Creative Youth Plan 2023-2027, the CRWL model
(2016), and the OECD’s (2022) creativity/critical
thinking rubric and can be used to direct evaluation
of ‘soft outcomes’ (see Fig. 5):
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Figures 6 and 7: Grant Snider cartoons (OECD-CERI project) --->

These classroom friendly creativity/critical rubrics
echo the five-dimensional model of CRWL and

are further supported by examples of signature
pedagogies for teaching creative thinking across the
curriculum. These include:

Mantle of the Expert
Philosophy for children

Role play and simulation

Group working

Peer teaching

Expert demonstration

Student feedback

Meditation

Brain storming

(Lucas and Spencer, 2017, p. 49)

(See Part. 2 for details)

T onskes

Oyre ot

Swvwwwnwmmative

Creative Youth

Whilst the Creative Youth Plan recognises that for
individual artists and practitioners, formal project
evaluation may not be feasible in all situations,

it does however encourage, where possible, the
recording of basic sociodemographic and project
information at the beginning of an initiative. In
recommending minimum standards of reporting, the
Creative Youth Plan will contribute towards building
a robust evidence base and increase understanding
amongst key stakeholders, including children,
teachers, artists, policy makers and others, of the
contribution of creative and arts initiatives to the
education, health, wellbeing and sustainability of
society.


https://www.oecd.org/education/ceri/fostering-assessing-students-creative-and-critical-thinking-skills-in-higher-education.htm

The Creative Youth Plan 2023-2027

The Creative Youth Plan recognises the value of
reflective evaluative practice on creative experience
and activities as a form of continuous professional
development, helping children and young people,
creative practitioners, teachers and educators to
better understand the context and impact of their
own work (see Appendix 1b for further details on
reflective practice). These guidelines attempt to
raise awareness in society of the potential role and
contribution of creative practices.

Creative Youth
Evaluation Guidelines

With your angoing suppaort

we can make this evaluation Working together, we will

make this evalualion a SUccess.

Participatory

Well have help, but the success
of the evaluation i% in our hands.

b e P
A o] A
ata

Empowerment

ctivity

Voice of
the Expert
and
Child
ormative
and
ummative

Figure 8: The CAFS Tool, 4 Step Evaluation Approach
(0’Sullivan & O’Keeffe, 2023)
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One person from each CY funded project will be
invited to complete and submit a pre- and post-
project survey (links will be provided with the Service
Level Agreement). Data are returned automatically to
the Creative Youth Office.

Creative Youth
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Please click here for references ---->
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Appendix 1c:

The Centre for Effective Services.

https://effectiveservices.force.com/s/

The EQ-5D is a simple two-page questionnaire that measures health-related quality of life on five dimensions
of mobility, self-care, usual activities, pain/discomfort, and anxiety/depression.

How to obtain EQ-5D - EQ-5D (euroqol.org)

Evaluating Community Arts & Community Well Being: an evaluation guide for community arts practitioner.
https://www.artshealthresources.org.uk/docs/evaluating-community-arts-and-community-wellbeing-an-
evaluation-guide-for-community-arts-practitioners/

Evaluating Community Arts & Community Wellbeing

www.arts.vic.gov.au

The Warwick-Edinburgh Mental Well-Being Scale (WEMWBS). Affectometer 2 (springer.com)
https://static-content.springer.com/esm/art%3A10.1186%2F1477-7525-5-63/
MediaObjects/12955_2007_394_MOESM1_ESM.pdf

OECD Better Life Initiative: Measuring Well-Being and Progress. https://www.oecd.org/wise/better-life-
initiative.htm

UCL Museum Wellbeing Measures Toolkit
https://www.ucl.ac.uk/culture/sites/culture/files/ucl_museum_wellbeing_measures_toolkit_sept2013.pdf
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Mags Walsh, Programme Director, Creative Schools
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If you are conducting research, it is important to be familiar with the requirements of the Data Protection Act
1988 and subsequent amendments, and the Freedom of Information Act 1997 and subsequent amendments:

https://www.irishstatutebook.ie/eli/2018/act/7/enacted/en/html
https://www.irishstatutebook.ie/eli/1997/act/13/enacted/en/html

Please click here for further details. --->
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16.

17.

The Arts and Culture in Education Research Repository for Ireland, https://acerrireland.org/2

Waterford Healing Arts, http://www.waterfordhealingarts.com/

Enabling the meaningful participation of children and young people globally: The Lundy Model.
https://www.qub.ac.uk/Research/case-studies/childrens-participation-lundy-model.html

Creative and Credible, Arts and Health Evaluation resource (creativeandcredible.co.uk)

AESOP, Resources - Aesop (ae-sop.org)

Keating, C. (2002). Evaluating Community Arts and Community Wellbeing: An evaluation guide for community
arts practitioners. Effective Change.

Youth Employment Evaluation Toolkit, http://www.youth-impact.eu/toolkit/

American Evaluation Association, https://www.eval.org/

National Youth Council of Ireland - Capturing Magic. A Tool for Evaluating Outcomes in Youth Arts Projects.
https://www.youth.ie/wp-content/uploads/2018/02/CapturingMagic-2017-acc_0.pdf

Creativity Exchange (a space for school leaders, teachers, those working in cultural organisations, scientists,
researchers and parents to share ideas about how to teach for creativity and develop young people’s
creativity at and beyond school). https://www.creativityexchange.org.uk

Form (building a state of creativity) https://www.form.net.au

PISA Creativity Test 2022. https://www.oecd.org/pisa/innovation/creative-thinking/

Responsible Conduct of Research (Nicholas Steneck, 2007)
https://ori.hhs.gov/ori-introduction-responsible-conduct-research

Storytelling Evaluation Methodology. https://www.storytellingevaluation.co.uk

Gender Equality Audit and Monitoring tool. https://geam.act-on-gender.eu

Gender equality and empowerment measurement tool
https://www.international.gc.ca/world-monde/funding-financement/advancing_gender-batir_sexes.
aspx?lang=eng

Stand Up Awareness Week Toolkit (Belong To)
https://www.belongto.org/wp-content/uploads/2022/09/Stand-Up-Awareness-Week-Toolkit-2022-Belong-
To.pdf


https://www.creativeireland.gov.ie/en/creative-youth-evaluation-guidelines-supplemental-information/#futher-details
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